(fences GIANT ANNIVERSARY ISSUE! 


4\ 


AZINE 


| APRIL 1998 
S4.99USA® $6.75 CAN 


A worid created bu Jim Lee. 


Scarred and damaged is our earth. 
Genetic abominations dominate the surface. 
Defiant humans survive deep within. 

There are wars within wars. 
HyperShock warriors are forged 
from flesh and metal. 

The last hope of humanity. 


or are they? 


Anew concept in adventure. 


Slay the enemy 
Protect the queen 
Share the thoughts 


Keep the secréts—y, 


Experience the t 
Read the comic 


Both in stor 


from Jim Lee’s WildStorm Productions. 
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King of the Mountain By Rich Lipman, Alex Shvartsman, 
Jeremy Smith and the /nQuest staff. 
InQuest crowns the top 10 Magic decks of all time. 
40 Cover Girls By the /InQuest staff. 
InQuest turns fans’ favorite covers into cards. 
46 Riddle Me This By Rick Swan. 
Perplexing your PCs with puzzles, ciphers and riddles. 
52 So You Think You Know Magic? sy alex shvartsman 
and the InQuest staff. 
Are you a mana maven or moron? Test your Magic IQ. 


72 Contest of Champions HEE Artwork by Brian Douglas Ahern. 
Gaming characters and creatures square off in the Third Annual \nQuest Invitational Tournament. 


80 IQ Theater photos by Paul Schiraldi. 
606 cards come to life in a most disturbing way. 


88 InQuest Fan Awards 3y the induest staff. 
Readers pick 1997’s best games. 


90 Into the Exile Zone artwork by Paul Butler and Allen G. Douglas. 
InQuest’s first-ever roleplaying adventure. 
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6 InQuisition Letters to the editors. 
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board game and more... 
54 Killer Decks Magic and sr tournament decks. 
58 Dead Man’s Hand 
60 Stumpers 
62 House Rules 
64 Creative Campaigning tps for cms. 
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a 150 Shows, Cons & Tournaments 
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108 Price Guide Intro 

109 Magic Price Guide 

118 CCG Price Guide 

122 Players Guide Intro 

124 Magic: The Gathering Players Guide 


70 Show us your Stronghold sendus picture 
406 Slave for a Day my wou you make a great slave? Best 
answer wins a free trip to Dragon-Gon, September 98. — 
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Mids 


EDITOR'S LETTER 


Photo: Paul Schiraldi 


W: ‘re gonna be lynched 
by a bunch of animal activists. 


That was just one of the worries we had 
finishing up InQuest #1 back in April of 1995. 
But we got it out the door—the “vampire 
squeezing a dead bird” cover and 80 pages 
of magazine. Who would've thought we’d still 
be going strong three years later? (All right, 
it’s three years give or take a month, for you 
math-inclined wonders out there.) 

As with many things in life, it seems like 
just yesterday we were scribbling down notes 
for a “Killer Deck” column and vowing to pro- 
duce graphics a little better than a well-fed 
gerbil squatting on typing paper. At the same 
time, it seems like forever since we sat up that 
last night before film on InQuest #1 went to 
press, desperately designing pages and pray- 
ing our bleary eyes were seeing the word 
Magic, and not “midgets,” over and over again. 

To give you an idea of how time has passed, 
when InQuest was a mere babe Magic's Fallen 
Empires was ruling the scene, news on Ice Age 
hadn’t quite reached us and you couldn’t sell 
your grandma for even a whiff of where new 
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cards could be found. (Maybe you 
can’t now either, but at least you 
can walk into a store and pick some 
up.) The collectible card game 
boom was revving up, but only 
games like Star Trek: The Next 
Generation, Illuminati and Spelifire 
were available—no Middle-earth, 
no Legend of the Five Rings, 
no BattleTech. 

What did /nQuest look like 
back then? Yikes! We had enough 
white space to blind Superman. 
We were crude—sometimes we 
threw things together to see what 
worked—but our philosophy was 
the same back then as it is today: 
entertain and educate. 

Some mainstays were around 
then, though. This editor’s letter 
page existed. And back then, we 
didn’t always know what to 
say either. Our letters pages, 
“InQuisition,” existed, but Rick 
Swan wasn’t writing it, and our 
Magic question-and-answer 
column, “Stumpers,” was a small 
sidebar thrown in at the end. 

“IQ News” was a staple, with 
interesting news stories about some kind of 
new Star Wars collectible card game and how 
Magic's Fourth Edition was going to clean up 
the pesky rules questions. 

Amazingly enough, “Swan Song” ended 
the issue. Other than price and players guides, 
that was it. Everything else you see has evolved 
over time. 

What's my point, assuming | had one to 
start with? In three years, we’ve come a long 
way, made a lot of improvements and 
delivered (we hope) a magazine that’s fun, 
informative, hard-hitting at times and always 
a bit goofy. We'll continue along that track for 
the next three years. 

Just think about it. Three years from now 
is 2001. We'll be in the next century. InQuest 
will be clocking in at issue #72, there'll surely 
be another unexpected trend in gaming to 
excite us all... and the animal activists still won't 
have found us. ae) 


Mike Searle, Editor 


Customer Service & Back Issues (914) 268-3594 
Email InQuestMag@aol.com 
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The stunning sequel to The Demon Awakens... 
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_ Because the greatest evil of all has only begun to fight! 


| don’t mean I’m a three-year-old—I can 
shuffle my own cards. But InQuest and 
“InQuisition”—which has been part of 
the mag since issue #1—are three years 
old this month. In that time, these pages 
have seen more than 400 letters dis- 
cussing dozens of topics crucial to the 
continued existence of the free world. 
Stuff like. ..how to tell boys and girls apart 
(InQuest #16), the first recorded use of the 
word “assnut” (#22), cat genitals (#26), 
games which ‘create a vacuum by action 
of the lips and tongue’ (#32), and, of 
course, rolling dice with your ass (#35). 
With that kinda coverage, you definitely 
won't want to miss the next three years. 


MAGIC BITES 


| think Magic really bites now. | remember 
when | first started playing and enjoyed it. 
That was when there wasn’t all this new 
ability stuff. | understand WotC has to 
make new stuff for the cards, but it’s got- 
ten ridiculous. | haven’t bought a pack of 
Tempest yet in protest of Shadow and Buy- 
back. Since | haven’t bought a pack, my 
decks get overrun against all this new junk. 
So many people play Magic now it makes 
me sick. I liked the game much more when 
it was a controlled game. 

Nick Mezmar 

Cyberspace 


New abilities keep the game fresh, Nick. 


GETTING 


\. BIT BITES. 


And what's wrong with many people 
enjoying Magic? You don’t personally 
have to play against everyone who owns 
a deck. If you want an exclusive hobby, 
may | suggest buttweasel tossing? 


INQUEST BITES 


Every now and then I'll pick up an /nQuest 
to see if there’s anything interesting. Every 
time, | walk away feeling ripped-off. It 
seems that you aim your magazine toward 
14-17 year olds. If someone writes a let- 
ter that criticizes you, you pass it off with 
some smart-ass comment. Your coverage 
of the gaming market is pretty narrow 
(80% of it is about Wizards of the Coast). 

| understand Magic is the most popu- 
lar game out there, but dedicating so 
much of your magazine to it is really bor- 
ing to other gamers. To make matters 
worse, you waste space by giving tours of 
InQuest and the WotC offices. It’s not all 
bad, but the bad unfortunately does out- 
weigh the good. 

Darryl Anderson 

Prince George, BC, Canada 


MARK STERN 
Age 14 Sec M 

300 Russett Road 
Brookline, MA 02167 

E-mail: JudgeMork 1 @ool.com 
Likes: Magic, Battletech, Stor- 
ship Troopers board game 


Age 74 Sex 
798303 600 1-45 
Huntsville, Tk 77340 


likes: V-JM, Changeling, MTG 


LETTERS 10 THE EDITOR 


LOH 


VLL TELL 
YOU WHAT 


BITES... WORKING 
FOR KIBBLE. 
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Well, Darryl, WotC is 80 percent of the 
game market. That's why their prod- 
ucts get lots of ink. Still, IinQuest gives 
substantial coverage to non-WotC 
games like Decipher’s Star Wars and 
White Wolf's World of Darkness titles. 
Heck, we even try to plug Wingnut’s 
Battle Cattle every chance we get. As 
for the non-technical stuff, maybe you'll 
enjoy it more when you turn 14. 


PAUL BROWN BITES? 


In response to Paul Brown’s “Kitty Letter” 
in issue #34’s “InQuisition,” I’d like to say, 
“Bite me!” If you don’t like their sense of 
humor, that’s your problem; don’t blame 
it on them. | love to read InQuest and it 
doesn’t appeal to me because it “appeals 
to the funny bones of high-school 
dropouts.” I’m not a high-school dropout. 

David Cook 

Crockett, TX 


Few things have ticked off readers as 
much as Paul Brown's “Kitty Letter” in 
InQuest #34. Mr. Brown is the president 


JEREMY WORKLE 
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of Precedence Publishing and believes 
InQuest emphasizes juvenile humor at 
the expense of honest reporting. 


It is extremely ignorant of Mr. Brown to call 
people “high school dropouts” just 
because we have a sense of humor. Well, 
Mr. President, | have a few things to tell 
you. | graduated high school with a 3.87 
grade average; my college board exam 
was the fifth highest among my class. | 
passed the advanced college placement 
test in Spanish and English. | wrote my 
class poem and was a founding member 
of the school’s English and computer clubs. 
At university level, | was president of the 
Natural Sciences Student Association, 
member of the student council and grad- 
uated Cum Laude with an Associates 
Degree in science. Currently, I’m the sec- 
retary for the Student Nursing Association. 
So if you think you can write to InQuest and 
call us all high-school dropouts, | have a 
word for you... Q’apla! 
Wandao-ivelisse Gonzalez 
Moca, Puerto Rico 


I, too, had an average in high school 
and received a diploma upon gradu- 
ating. Also, they awarded me a 
certificate in Driver’s Education. 


What on earth is Paul Brown babbling 
about? Paul has missed the point, as exec- 
utive types in their suits and corner offices 
often do. InQuest is hip because they don’t 
appear to be reaching for the flavor of the 
week, or following the predictions of 
“game industry decision makers.” In a 
word, they’re independent. 

As for bathroom level jokes? Please. 
That only shows the level of humor Paul 
is sensitive to. Sure, the words “crap,” 
“ass” and “buttweasel” are there. But that’s 
because /Q works with language young 
people might use. I’ve seen more inside- 
jokes, puns and irony than you can shake 
a back-issue at in each month's copy. 

| haven’t seen anything but honest 
appraisals of each game that comes out, 
and the coverage has only increased since 
issue #29. | pity the /Q staff who have to 
learn at least three games a week to stay 
on top of the industry and maintain an 
opinion worth reading. Thanks, guys. 
You're far from high-school dropouts. You 


appeal to my funny bone, and / got a 1270 
on my SAT! Don’t ever stop the humor! 
Steven john Satak 
Poulsbo, Washington 


Sob... choke... chortle... | couldn’t have 
said it [whimper] better myself [blub- 
ber] ...thanks, John. Now back to work, 
there are still 312 chapters to read in 
the new Moby Dick roleplaying game, 
then it’s on to the Smurfs™ collectible 
dice game. The dice are made out of 
actual Smurf corpses (apparently they 
turn white when they die). 


KNEE-DEEP IN 
EXPANSIONS 


Who in their right mind can possibly keep 
up with all of the Magic expansions? The 
extreme influx of cards in the current Type 
ll environment is enough to have Cow 
Nose scratching at the litterbox with cat- 
nip induced fantasies of fresh litter! 

Here in Farmington, New Mexico, 
there is an excellent following for Magic, 
as well as other CCGs. However, most of 
us are finding the game diluted and stale. 
It has become a game of those who have 
access (either by owning the store or hav- 
ing hefty allowances) against those who 
don’t. Most of us working folks who love 
the game simply need more time to puke 
up the dough for two or three boxes of 
cards. Three expansions a year is too much! 

Ducky Nine 

Cyberspace 


You're saying there’s money in puke? 


Here kitty, kitty, kitty... 


SPAWN OF GOW NOSE 


| have a problem here in Erie. There’s a 
couple of cats at my house who say their 
names are Pig Tail and Pony Hoof and 
they claim to be Cow Nose’s long-lost 
cousins. They demand a first-class flight 
to the /nQuest office to reunite with her. 
Please send $200 dollars and two first- 
class plane tickets for them. 

Maria C DeCecco 

Erie, PA 


After hawking up a green-grey hairball 


"AWARDED EACH MONTH TO A LETTER THAT 
TICKLED OUR FANCY FOR NO APPARENT REASON, 


| FEEL A 
$20 BILL 
COMING UP. 


Pm a strange breed in that I'm both a gamer and 
religous. | thought I'd help clear up the confusion on 
what is and isn’t evil in Magic: The Gathering 

The shallow look at Magic is nothing short of 
moronic. “Ooooh, here’s the word ‘demon’ and here’s 
‘fallen angel.” Douse them in holy water before it's too 
late?” The words “demon” and “fallen angel” are hardly 
satanic. If that were true, the Bible itself would be 
satantic as it mentions the Devil, fallen angels and 
demons. What is evil is invoking and using them. 

Two cards that concern Christians are Lord of the 
Pit and Fallen Angel. Lord of the Pit is clearly a high- 
ranking demon. It's blasphemous that he is more than 
a match for an Archangel, the highest-ranking angel. 
Demons, by the Christian standpoint should be weaker 
or equal to angels. In Magic, it’s the other way around. 

Another problem is the Sth Ed. flavor text on 
Fallen Angel. It can be interpreted as “evil is stronger 
than good.” If evil is stronger than good, then God 
will lose at the battle of Armageddon. Obviously, 
that’s blasphemy. 

Erik Hatinen 

Bismarck, ND 
P.S. Elves, too, are technically evil, There's none men- 
tioned in the Bible, and more importantly, some work 
for Santa. He's replaced Jesus as the Christmas icon 
and that is a huge problem to genuine Christians. 


You've obviously given this a lot of thought, Erik, but 
people whe get upset because a black eard has a 
higher number on it than a white card are beyond 
reasoning with. Magic: The Gathering has nothing to 
do with religion, other than borrowing some of its 
imagery. It's a card game and reading all kinds of 
ominous things into it is part of the problem. 


Age) Sex: M 
32 Sycamore Road 
- Sparta, NJ 07871 
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RAYMOND KOONS = 


MORE LETTERS 


that might have been a five-dollar 
bill, Cow Nose was overjoyed to hear 
of her long-lost cousins. She would 
like to have the reunion take place 
in a place fitting such a joyous occa- 
sion...the Jerry Springer show. 


¢ SE HABLA 
INQUEST? 


Do you remember how in /nQuest 
#32 some guy from Madrid wrote in 
Spanish? You responded, “Como se 
dice ‘buttweasel’ en espajfiol?” | have 
the answer in Spanish: 


Buttweasel: comadressa de cola 
Cow Nose: nariz de baca 
Beefy marinelife: res vio a marina 


Now you can call Tom Slizewski, 
Jeff Hannes and Mike Searle 
funny names in different dialects. 
Cool, huh? 

Jim Letson 

Pearl River, NY 


Mucho cool, Jim-o. You no 
comadressa de cola, you res vio 
a marina. Amigo, taco, es bur- 
rito, run para el border, 
enchilada. Toro, toro. 


DORK WARS: 
THE LUNGHTABLE 
STRIKES BAGK 


At my school, there are a bunch of 
people who sit at a certain table 
every day and play Magic all 
through lunch. These people are 
considered “dorks.” | want to play 
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C'MON 
BOBBY TOLLESON, 
LET'S PLAY SOME 

MAGIC. : 


Magic with them but am 
afraid that everyone will think 
that I’m a dork too. What 
should | do? 
Bobby Tolleson 
Cyberspace 


Be true to yourself Bobby, 
go ahead and join the 
game. But first, tattoo 
Bayushi Kachiko on your 
butt (see last month's 
“InQuisition”). After that, 
if someone calls you a dork, 
just moon ‘em and prove 
them wrong. 


WHAT WE'VE 
BEEN SMOKIN’ 


One day | was at my friends house and 
| got the idea to smoke a Magic card. 
So we did; we smoked the whole card. 
Then my friend suggested we smoke 
a Spelifire card. That was the weakest 
card | ever smoked. 


Scott Kinder 
Ridgeview, WV 


The surgeon general has classified 
Magic cards as “gateway smokes” 
that can lead to worse stuff, like Bat- 
tle Cattle rulebooks and even 
[shudder] \majica wrappers. So before 
you get in that deep, Scott, remem- 
ber when it comes to smoking 
components from games: Just Say 
No To Dogs. 


WONDER IF 
SHE KNOWS THEY 
BANNED IVORY 

TOWER. 


.» ll that you can be 
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RICK SWAN SEEKS REAL ANSWERS 
TO STUPID QUESTIONS 


UW.NARVELZONE.cOM 


CYBERCOMICS 


DAILY BUGLE ® S.H.I.E.L.D. 


: THREADED WEB 


ONLINE FAN FUN FEATURING 
ALL NEW STORIES, GAMES, ACTIVITIES 
AND EXCLUSIVE INSIGHTS FROM 
THE CYBERHOUSE OF IDEAS 
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AOL KEYWORD: MARVELZONE 


AMERICA 
[bine TM & ©1997 MARVEL CHARACTERS, INC. ALL RIGHTS RESERVED 
a America Online is a registered service mark of America Online, Inc. 


GARFIELD IS GREAT 


I've been playing Magic since Fallen Empires. When | first started 
playing, | wasn’t that amazed, but as time went on | became 
addicted. I've tried lots of other CCGs, but nothing is better 
than Magic. 

You can walk into a bookstore or coffee shop or whatever 
place Magic players hang out and just pull up a chair and play. 
Richard Garfield did a good thing by making Magic. He has 
opened up new doors to peoples minds. Heck, in a way he has 
helped keep million of people off the streets and he encourages 
people to use their minds instead of their fists. He deserves to make 
all the money he can off Magic. | just wish | could meet him. He 
seems like he’d be a cool guy to hang out with. 


Dave King 
Albany, GA 


I agree, Magic is a good thing and Richard Garfield’s 
invention has benefited us all. Now that he’s famous, it 
is tough to meet him, though. But if a guy were to get 
a monkey suit, and go out to his monkey ranch? Hmmm. 


SPELLFIRE & MONKEYS 


| have some weird Spellfire cards made by TSR. What the hell are 
they and are they worth anything? | haven’t seen them any- 
where else and was wondering if they are worth any money. 
One more thing, | heard Richard Garfield was selling monkeys 
to work on the /nQuest staff—is that true? 

Alan Proctor 

Fort Worth, TX 


Someone help Alan out: what's a Spelifire card worth? I'll 
run the best answer in “InQuisition.” As for monkeys on the 
InQuest staff, | called Editor Mike Searle to ask if the rumor 
was true and he said he‘d tell me, but first | had to give him 
a banana. 

ee) 


That's it for this birthday “InQuisition.” I’m sure thousands 
of you will be moved to send presents. The volume of mail pre- 
vents me from sending individual notes to all who send gifts, 
so just pick an appropriate comment from the list below: 
e“Hey! There's a gift!” 

e’This is perfect for wearing around the basement.” 
Gosh. | hope this never catches fire! It is fire season though. 
There are lots of unexplained fires.” 

elf the dog buries it, I'll be furious!” 

eI love it—but fear the jealousy it will inspire.” 

e”I really don't deserve this.” 
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Play only when blocked 
Choose one of your ‘mechs. Look at the 
main armament. For each different 
weapon, your ‘mech gets +1 attack. 


instantly, Kai dropped the crosshairs 
for bis weapons on the outline of the 
Blackjack. J 


© No, that ain’t your average sci- 
ence project. It’s a model 
Cthulhu head. And that, plus 
eight other goodies made 
Brian Erickson from 
Iron River, Michigan, < 
the winner of our 
Miskatonic U. Scay- 
enger Quest. He'll soon receive the entire line for 
Chaosium’s Call of Cthulhu RPG, along with more Love- 
craftian loot than mortal minds can fathom. 


e The slow blade penetrates the shield...but the right 
answers bring home the prizes. Or so learned Shawn 
T. Reynolds, the winner of the Secrets of Dune contest. 
To his home in Lynchburg, Virginia, will come a complete 
set of the Dune CCG from Five Rings Publishing and Last 
Unicorn Games and all of Frank Herbert's “Dune” books! 


e One box of Tempest boosters coming right up for 
Oakland, Michigan’s Donald Missien for solving the 
“Socrates Gambit" Dead Man's Rand 


CONTEST WINNERS 


ae i 


"re out there. 


r ® 


Ne Limits. | 
April1998— 


Find out more about the science fiction roleplaying game at www.tsr.com or call 206 624 0933 fap | 


@ and ™ designate trademarks ownéd by TSR, inc. ©1998 TSR, Inc. All rights reserved. TSR, Inc. is a subsidiary of Wizards of the Coast, inc 
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Revamping the 
Vampire RPGs. Page 14. 


Alternity on 
the Horizon. Page 16. 


Shadowrun Running 
Strong. Page 20. 


PLUS: 


Xena Collectible Card Game Page 14. 

© NEW JInQuest’s Magic Player of the 
Month. Page 16. 

 OverPower CCG finds a home. Page 18. 
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New Rules 
Manager for Magic 


€& Wyeth Moursund says one thing, D’Angelo says 
Borotner and Tom Wylie overrules both of 
them. You get a different answer every day.” 

This statement from a Pro Tour level player sums 
up the sad state of Magic's rules muddle. With hundreds 
of new cards every year and constant—often bizarre— 
DCI rulings and reversals, Magic is in danger of being 
crushed under the massive weight 
of its own rules. 

This situation will 
hopefully get better 
with the recent nam- 
ing of long-time DCI 
judge and InQuest i 
“Stumpers” columnist 
Beth Moursund as the 
new Magic rules man- 
ager; she is replacing 
Tom Wylie in that position. 

Under the present sys- 
tem, even tournament 
judges are frustrated by the 
constant changes. “There’s a MM@Hest Gt = 
problem with any game in which even the best play- 
ers don’t know the rules. In chess, for example, you 
never find a serious player who doesn’t know how the 
game is played,” said Matt Hyra, a Level Ill judge. 

Dan Gray, the highest ranked judge who isn’t 
employed by Wizards of the Coast, added, “Non- 
stop tinkering frustrates everyone and makes the 
rules extremely difficult to learn and remember.” 

Even locating the most current set of rules can 
be an arduous task. Stephen D’Angelo, WotC’s offi- 
cial rules summary network representative, posts a 
rulings summary on the Internet, but reading this 
overwhelming 270-page compilation can leave 
players more confused than when they started. 

After her appointment, Moursund expressed a strong 
commitment to addressing these problems. “My first 
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aa. 
Magic's rules police have a new leader— 
InQuest columnist Beth Moursund. 


priority is to put out the current brushfires—the problems 
with continuous effects, counters on Mishra’s Factories, 
that sort of thing. Then I'll look into other areas that have 
been causing a lot of confusion,” she said. “The rules 
team and | will also see if we can streamline the rules 
without making major changes,” Moursund said. “I'll 
also be working with the designers of next year’s sets to 
try to catch problems before they make it into print. 
“Tom Wylie was working on a 
lot of different projects, so he 
didn’t have the time to watch 
for developing problems and 
work out solutions with 
the Rules Group,” 
&* Moursund said, 
“That's why they‘ve 
brought me in.” 
Moursund believes that 
any large-scale reworking of 
the rules should wait for Sixth 
Edition. “The current rules do 
need some patching here and 
: there, maybe a bit of glue or duct 
tape, but the overall structure is sound,” she said. 
The current rules errata process has all proposed 
changes go through the Rules Group, which is com- 
prised of people from Magic research and development 
and the Duelists’ Convocation Intemational (DC!). Agreed 
upon changes get reviewed, poked and prodded by 
WotC customer service, the net reps and top-level tour- 
nament judges. Those that survive this process are com- 
piled and take effect on the first of each month. Changes 
are published on WotC’s web site and highlights are 
featured in InQuest’s “Magic Updates” column (page 21). 
Now that this process has someone in charge 


who can devote the required time to it, Magic fans 
should see improvement. Unfortunately, fixing the 
current mess will require even more rules updates 


and clarifications. = Collin Jackson 
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~ New Developers for White 


Wolf's VampireRPts 


he World of Darkness is undergoing a, umm... revamping. 

Justin Achilli, former Vampire: the Dark Ages developer has 
been named developer for the top-selling Vampire: The Mas- 
querade game. 

Achilli plans to take Vampire into the modern night. “I see 
vampires getting more involved in modern idioms,” he says. 
“\f the Kindred are truly everywhere, their society needs to 
reflect it. | very much want to distinguish Vampire from the rest 
of the stuff that’s out there... Vampire is its own unique entity: 
a rich, passionate horror game that doesn’t get mocked on ‘The 
Simpsons,’” he said. 

Though he can’t reveal many details, Achilli promises 
“plenty of surprises and details on as-yet unexplained lore” 
in the future of Vampire. His first major short-term project is 
Transylvania Chronicles 2: Son of the Dragon. \n this chronicle, 
players’ characters will not only witness significant events in 
Vampire history, but take part in them. 

“The real world and the World of Darkness have changed 
significantly in the past six years,” Achilli said. “I'll do what 
needs to be done to reflect that.” 

As Achilli steps out of his Dark Ages shoes, Richard Dansky 
steps in. Dansky is the former developer for Wraith: The 
Oblivion and is excited about his new challenge. 


Xena: Collectible Princess 


ena, Warrior Princess, is preparing to flip, punch and kick her way into the 
hearts and wallets of collectible card game buffs everywhere. 

A CCG based on her top-rated syndicated TV show is slated to be Wizards of 
the Coast's next big mainstream release. 
Using the ARC system rules which debut 
with the comic CCG Ce23 in April (see 
“WotC’s Next big Collectible Card 
Game,” IQ News, /nQuest #35), Xena 
will combine simple gameplay with a 
hot TV property in an attempt to attract 


new gamers. 


Lucy Lawless plays Xena. And now you can too—well, at 


least in the CCG. Randles added. 


Following on Xena’s heels will be the Hercules: The Legendary Journeys CCG. 
Like all ARC system games, these titles will share the same basic rules but each will 
also have something unique to its game play. Xena and Hercules should both 
come in 40-card starter decks, retailing for $6. Boosters will have 12 cards and cost 


$2.50. @@ Tom Slizewski 
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“Xena conventions attract 20,000 
people every year, and conventioneers 
we demonstrated the game to loved it,” 
said Associate Brand Manager Paul Ran- 
dles. “Not only did they love it, but 
within 15 minutes, they were playing 
and, in many cases, winning.” 

“And if the established gamer is any 
kind of Xena fan, they’re gonna love 
the images and flavor text taken 
directly from the scripts of the show,” 


Dansky plans to dive 
head-first into the Dark Ages 
with Jerusalem by Night, a 
book covering the city’s 
history, inhabitants and pol- 
itics, and touching on the 
surrounding Crusader 
Kingdoms. He intends to 
continue what has gained 
him the respect of Wraith 
fans everywhere: his no- 
holds-barred, hands-on, : 3 
personal approach to game Wits Weil's Vampire PGs are-a-changa’. 
development. Dansky has never been afraid to tackle tough 
subjects as was demonstrated when he published the con- 
troversial Charnel Houses of Europe: The Shoah, a book about 
the Holocaust, for the Wraith line. 

In his new role, Dansky plans to focus on the conflicts of faith 
and class and on the inner workings of the vampires of the Dark 
Ages, rather than simply their machinations. “Death and resur- 
rection are core themes in so much religious thought,” Dansky 
says. “Vampirism encompasses both. | think there’s a natural fit 
there and a lot of fertile ground to be explored.” i Heather Grove 


Gimulacrum 


done to you $0 far 


read retroactively 


All damage 
2s creature 


qhis ture = 3S 


sthi 
“qhis turn 's treated normally. 
this ns 


(simeyahelayekrahm) 1. An 
effigy, image or representa- 


Superficial likeness or sem- 
~ blance. 3. Artifact in Magic: 


to redirect damage done to 
you to one of your creatures. 
_ 4. Pretending to be a small 
_ piece of bread. 


Simulacrum | 
tion. 2. A slight, unreal or 


_ The Gathering that allows you — 


™ & © White Wolf 
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The Alpha Male of 


gaming is back. 


The revised Rage® 
trading card game 
unleashes streamlined 
game mechanics and 
sharpened rules with the 
same card backs and the same 
bad attitude. The fur is flying again at game 
stores everywhere. 


Look for limited card releases each month, starting in the spring, 
under the Five Rings Publishing™ Rolling Thunder™ release schedule. 


Ask your local game or comic store for details. 


©1998 Wizards of the Coast, Inc. Rage is a registered trademark 
of White Wolf Game Studio, used with permission. Five RINGS 
PUBLISHING and ROLLING THUNDER are trademarks of Five Rings 
Publishing Group. Five Rings Publishing Group is a subsidiary 

of Wizards of the Coast, Inc. 


Spell Masters 


The five colors in Magic have 947 combined spells that do __ 
not summon creatures. Which colors have the fewest crea- 
ture-summoning cards? The most? Check out this graph: 


© The InQuestStaff 


MATT PLACE, 22, from Ka nsas G City, Kansas 


DCI STANDARD RATING: _ @ 
1936 (69th in world) 
STARTED PLAYING MAGI? | 
1994. One week before the 
release of Legends. 
FAVORITE MAGIC GARD? 
Mind Twist 

FAVORITE NON-MAGIC 
GAME? Legend of the Five 
Rings CCG 

FAVORITE MUSIC GROUP: 
The Beatles 

Al — TO NEW TOURNA- 
PLAYERS? “Don’t 
ever be afraid of losing. Find the best players to compete 
against to challenge and improve your skills.” 

BIO IN BRIEF: After finishing third in the U.S. Nationals and 
Worlds in 1996, Place struggled through the next six Pro 
Tours, finishing 166th in Paris. He turned his luck around, 
however, and became our first player of the month by win- 
ning Pro Tour Mainz this past December. 
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| cerita game seiseciaanc" according to Bill Slavicsek, TSR Prod- 
| uct Group Director and Alternity co-designer. He feels this 


From Here 
to Alfernity 


oleplaying’s “space race” is heating up next month with 
TSR’s launch of the Alternity RPG. 
In a genre already crowded with games like White Wolf's 


| new Trinity, as well as old favorites like Rifts, Traveller and 
| Star Wars: The RPG, Alternity hopes to carve its niche by being 
| familiar and accessible. “Alternity emphasizes an easy-to-use 


mechanic makes the game “a powerful tool for players and 
gamemasters who like to try new things or experiment with 
settings without having to learn new systems.” 

Alternity’s strength is its flexibility. “It isn’t designed 


| fora single setting or genre, but instead works for any 
| sci-fi genre you can imagine,” 
| so adaptable that TSR has even considered converting 


says Slavicsek. Alternity is 


old favorites like Gamma World and Star Frontiers to the 


| new system. 


Alternity will be marketed similarly to AD&D, with hard- 
cover core rule books, followed by campaign settings and 
other source materials. The first campaign universe will be 
Star*Drive, set in 2501 as humans and a variety of aliens seek 
to recover from a hundred-year galactic war. TSR describes 
it as “a gritty, industrial space opera” centered on the fron- 


| tier region known as “the Verge.” 


TSR’s financial difficulties in 1996 and 1997, and its 
purchase by Wizards of the Coast, delayed Alternity’s 
planned GenCon 1997 release until Spring of ‘98. Last 
year’s GenCon did see publication of 2,600 limited edi- 
tion Player’s Handbooks as well as the introductory mini- 
adventure “Cauldron Station.” 

The unlimited edition Player’s Handbook will be available 
in April, with the Gamemaster Guide following in May. The 
Star*Drive campaign setting is scheduled for a July release. All 
three will be priced at $30. TSR has a total of 10 Alternity 
game products and two novels planned for “98. 


For the most current information on any TSR product 


| check out their web page: www.tsrinc.com. Sf Michael Breen 


©&™TR 


How am | going to pay? 
Bag groceries? 


Flip burgers? 


There has to be a better way... 


Junior Super Series 


$250,000 in 


e L) 
For qualifying tournaments in your area scholarship prizes 


and complete details contact: 


Wizards of the Coast® Customer Service : biogas 
(206) 624-0933 The Junior Super Series is a great 


opportunity for young players to have 


www.wizards.com/JSS 
fun and earn money for the future. 


June 1998 Super Series Championship 
“Dienevs 


WIDE: 


y am Ghachvectng®? Super Series Wizards, 


WIZARDS OF THE COAST, Magic: The Gathering, and Magic are trademarks of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 


| Herbert sci-fi novels 


OverPower 
Finds a Home 


Spider-Man and his costumed collectible card game cohorts are orphans 
no longer. Fleer/SkyBox is transferring custody of the comic-book-based 
OverPower CCG to another branch of Marvel Entertainment Group: 
Marvel Interactive (MI). 

“Most of our activity online has been 
about creating new brands of entertain- 
ment and building community,” said Mar- 
vel Interactive Senior Vice President Paul 
Kallis. “OverPower is an established brand 
[and] moving into other media with exist- 
ing brands is a lot easier.” 

MI is trying to finalize plans for a June 
or July release of the game’s next expansion, 
Image OverPower, and intends to revitalize 
the OverPower Legion fan club, web site 
(www.overpower.com) and help line (800- 
OP-RULES). Weekly America Online Over- 
Power chats resumed in February. MI also ~~ oe 
intends to create OverPower online and “Dutta my way Fleer/SkyBox, r 
wdneia ene computer games. OverPower’s got a new owner. 
its first appearance | : Fleer/SkyBox Entertainment Director Steve Charendoff said that MI 
an the charts: 2 Z oe Sg ae : : “wanted it the most and... made an offer that made the most sense.” 

: He noted that “a handful” of companies had shown interest in the 
game and that MI’s corporate ties were not a compelling factor in the 
decision. The exact terms of the deal were not disclosed, but Fleer/Sky- 
Box will retain an ongoing interest in the game without overseeing or 
monitoring it. i Matthew E. Milliken 


Dune 

From unranked to 
number four, the 
newly released CCG 
based on the Frank 


ORIGINS TSR, 1978 


~ CONCEPT: Player characters—as humans, mutants or mutated 


. ing futuristic weapons and mutant powers. 


NAME: GAMMA WORLD 
TYPE: Science-Fantasy RPG 
animals/plants—explore a postapocalyptic Earth while wield- 


LEGACY: Continuing the evolution begun in 1976’s Metamorpho- 
__ sis: Alpha RPG, Gamma World plays very much like Advanced Dun- 
geons & Dragons, making it a pioneer of sorts as a “shared system” 
game. But Gamma World’s major legacy is goofiness. GWis made for 
—nappaanis amet: al “anglers 
_ing cacti. And items ‘such as toasters were ‘considered valuable 
finds. Characters like “Arley Avidson” and “Sears” with his rifle 
“Roebuck” inevitably populated the absurd realms of Gamma World. 
AVAILABILITY: Gamma World went through three editions 
and had nine scenario/supplement packs released for it. The last 
edition was printed in 1986 and the game is now out of print; ho 
ever, it’s still readily available at cons and — stores. 
" BrentFishbaugh — 


Gamma World ™ & © TSR. 
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Iron Crown Enterprises, Inc. 

P.O. Box 1605 ag: 

ramen Fluxx 2nd edition brought to you by ICE, Inc. and 
leb page:www.ironcrown.com 

phone: (800) 325-0479 


“Shoulda listened to mom those many years ago.” 


© TSR’s website is offering up 


numerous chase and promo cards 
for Blood Wars to anyone willing to 
send a self-addressed stamped envelope 
to: TSR, Inc., Attn: Sean Reynolds— 
Blood Wars Card Offer, P.0. Box 707, 
~ Renton, WA 98057-0707. 
© Decipher has put commercials 
for its Star Trek: First Contact CCG 
_ expansion online at its site for download: 


~ http://www.decipher.com/newsandhigh! 


- ights/firstcontact/index.html, = 
® Columbia Games is giving away 


decks of its Dixie, 0 two-player American 


~ Civil War card game, for just the price of 
~ postage. Five dollars gets you two decks, 120 


- cards. Check out www.columbiagames.com a 


~ or call (360) 366 2228 if you wanna get in 
on the deal. 


Gold Rush Games rinsed 


it's reached an exclusive distribution 


~—qgreement with author Hal Schuster. 


Schuster’s next book is expected to 


_ he XenaPhile: The Unauthorized, 
_ Uncensored Guide for Fans of Xena 

and Hercules. 
"© Fans of Magic artist Ken Meyer 


Jr. will want to check out Gustay, PL 


_ (Paranormal Investigator) from NBM 
Publishing. Meyer painted all 48-pages 
of this full-color graphic novel. 

® Central Park Media, the leading 


distributor of Japanese animation, is 


‘eleasing the genre’s first CD-ROM 


® Westwood will soon release its 
realtime strategy PC game Dune 
2000, the third in their line of Dune 
ich is d f 


developing a 
- State-of-the-ort Trans Am racing game. The 
simulator i is set during 


the wheel of « ‘68 esti Camero, ‘70 
~ Boss Mustang FB, ‘70 Pontiac Firebird, ‘66 
Dodge Dart or 72 AMC Javelin, 


© Microprose and FASA ‘Interactive 


are having Zipper Interactive develop 
MechWarrior 3, in order to take 


movement with a fast frame 


“Kindred: The Embraced,” the 


short-lived TV show based on White 


_ Wolf's Vampire RPG is being released on 


_ video in mid-March. The video three- 
pack from Repu 


contain all eight finished shows, including 


the never-aired “Nightstalker” episode. 


© French magazine VSD reported 
that actress/singer/ model Vanessa 
Demouy is secretly working on a 
movie that's believed to be a live-action 
feature film based on t 


he Pla 


- 20 nou EST 36° 


Demouy is a Lora Croft lookalike, and. 
the magazine ran a full spread of 


pictures of her dressed as Croft. 

© Director Jay Roach (“Austin 
Powers”) is expected to direct an 
adaptation of the Douglas Adams novel 
The Hitchhiker’s Guide to the 
Galaxy, from a script he'll co-write 


with Adams. A tentative release date is 


set for the summer of 2000. 
_ © Production on Sisctor Peter 


Jackson's live-action adaptation of © 
“Lord of the Rings” is expected to 


begin soon, and Sean Connery is still 
rumored to be playing Gandalf. 

© Newsweek recently reported that 
third “Ghostbusters” film is in 
early development, with Dan Aykroyd, 
Bill Murray, Harold Ramis and Ivan 
Reitman all expected to return. 


© Bond children Joson Connery and 
Deborah Moore will co-star in “Merlin: 
“The Quest Begins,” as Merlin and 
-Nimus, respectively. The forthcoming 
: syndicated series chronicles the 


adventures of the young magician, as 


he first learns to use his powers. 


Fox has ordered a pilot for a 


new horror mystery series named 
“Hollyweird.” Created by Shaun 
Cassidy (“American Gothic’) and Wes 


Craven (“Scream”), the show will star 


pair of 20somethings from Ohio, who 


investigate bizarre crimes in Los Angeles 
and turn it into a weekly TV show for 
their hometown cable station. 

® A new season of the maturely 


immature animated series “South Park” — 
will premiere on Comedy Central in 
May. Additionally, an R-rated “South 
Park” feature film is in the early 


stages of development. 


_® The seizure-cousing Jopanese cartoon 
“Pocket Monsters” is expected to make _ 


its premiere on U.S. television this fall. The 
scene of intense flashing that triggered 
seizures in many Japanese children has been 


"edited out of that episode. oo 
® Jack Nicholson recently began 
dropping cryptic clues to a possible 


upcoming Batman film. After being 
asked what movies h i 
he replied: 
that’s no laughing matter!” 

© Six Flags Magic Mountain in 
Southern California opens its new 


“standing Batman rollercoaster, “The 
Riddler’s Revenge,” later this spring. This 
“tallest, fastest” coaster reaches heights 
‘156-feet and soars to a top speed 
‘of 65 miles-per-hour, as it races along 


nearly one mile of green steel track. The 
new attraction is the centerpiece 0 


park's 4.9-acre Movie District expansion. 


© By Sean “ZENtertainment” 


Jordan & the Induest Sa 


e Joker is coming... ond 


i castes in 


the Shadows 


emember Towers in Time? Or Netrunner, the light-selling, 
Revicaty acclaimed collectible card game from Wizards of 
the Coast? Or the dozens of other CCGs that quickly passed 
into cardboard oblivion? Probably not. 

Few CCGs have been able to find a following in the highly 
competitive game arena. Of the 63 CCGs detailed in last 
year’s “Full Deck” feature (/InQuest #25), only 10 are still 
being supported. 

And though the survival rate for new CCGs is dismal, a 
few manage to beat the odds. One such is FASA’s Shad- 
owrun: The Trading Card Game. Released last August, this 
game will soon enjoy its second printing and first expan- 
sion—Underworld. 

According to FASA, 60 percent of the first printing sold within 
a month and most of the rest after four months. 

“We were confident 
that the property 
was strong enough 
to make a good 
profit, be a strong 
game and poten- 
tially be an added 
game line,” said 
FASA President Jill 
Lucas. “We’re very 
happy with it.” 

Shadowrun: TCG 
is based on FASA’s 8- 
year-old RPG of the 
same name and 
blends fantasy and 
cyberpunk elements; its 
success is likely due to 
loyal Shadowrun players 
and FASA’s track record 
of quality products, 
which encouraged favor- 


FASA’s Shadowrun CCG, based on their 
popular RPG, is blowing fans away. 
able handling from dis- _ 


tributors and retailers. 


“| am the happiest guy on the planet because | think we 
succeeded [in creating] an interesting, fun card game that will 
make a person who plays it become interested in the rest of 
the roleplaying game,” said Mike Mulvihill, who manages 
the Shadowrun line and helped design the CCG. 

The Underworld expansion due out in March will add 141 cards 
and be sold in 15-card booster packs. “There’s an obvious theme 
of the underworld syndicates—mafia, yakuza—in addition to Lone 
Star and gangs,” said S:TCG lead designer Mike Nielsen. Players can 
also expect to find deadly biological virus tokens, shamans and 
help for elves battling strong opponents like Lord Torgo 

The revised core set is due in April and will be called Sec- 
ond Run. It’s scheduled to have 350 cards, a handful of new 
illustrations and 25 to 50 new cards. @ Matthew E Milliken 
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Places to. 
Play Magic 


izards Of The Coast wants to see you in the zone—the 

Magic Zone. Magic Zones are WotC’s latest effort to 
broaden the appeal of their Magic: The Gathering collectible 
card game. The “Zones” will offer younger players (ages 
eight to 15) a place to gather and play their favorite game 
with adult supervision. Magic Zones will be located in libraries, 
community centers and schools, but not in retail stores. Vol- 
unteers from retail stores will, however, teach Magic and run 
non-competitive tournaments. 

According to Patricia Krause, clubs coordinator for junior 
programs at WotC, the intent behind the Magic Zones is to 
provide a safe place for social play. Players will be able to meet 
other players, learn about the game and its rules, and com- 
pete against each other at a casual level, well below that of 
DCI or the Pro Tour. Magic Zones will also provide a way 
for parents who are curious about Magic to learn about the 
game that’s sucked up all of their kid’s free time. 

The first Magic Zones should be in place in March, with 
Connecticut, Florida, Illinois, Missouri, New Hampshire, New 
Jersey, New York, Texas and Washington likely to have the first 
sites. Anyone interested in establishing a “Zone” or learning 
more about the program should contact Krause at WotC’s 
website (www.wizards.com) for more information. #SteveLong 


“InQuest, read the InQuest, it’s a modern stone age magaziliine. 
From the, town of Congers, it’s a page right out of historeee. ” And 
history. is what we're documenting here every month in “IQ Con- 
fidential.” Sure, it’s news now, but a few years from now it won't 
just be old news, it'll be history: 

¢ Wizards of the Coast is working on a parody Magic expansion 
(working title: Magic:TG—Unglued.)featuring several dozen ultra-pow- 
erful “fun” cards. These cards should look like standard Magic cards but 
won't be tournament legal and will have wild and wacky powers. Hmmm... 
Isn't there a magazine that's been doing this kinda thing for years? 

* There may be a GenCon boycott in the works. The steep 
price increases for exhibitors reported in last month’s column have 
caused some smaller companies to “just say no” to the biggest 
hobby gaming con in the world. Leading the naysayers is Steve 
Jackson Games (GURPS, In Nomine). Jackson has announced that 
his company won't be there. Palladium Books (Rifts, Nightbane) 
and R. Talsorian (Cyberpunk) also announced they are opting out. 
* West End is reportedly one of five companies looking to 
acquire licenses from Central Park Media to produce games based 
on hot anime properties like “Dominion.” Central Park was very 
happy with the work R. Talsorian did on Armored Trooper VOTOMS 
and apparently others believe there’s unmet demand in the anime 
game market. 

¢ ATSR staffer was kind enough to clarify the company’s non- 
competition policy mentioned in InQuest 34: 

“The creative staff is not allowed to write games for TSR com- 
; petitors. On the other hand, if a TSR staffer writes a non-campaign 
rive gens) setting-specific book, all TSR asks is right of first refusal. (And the 

staff is always free to write non-competitive works, as long as such 
projects don’t interfere with normal work.) The six-month mora- 
torium is a remnant of the past ownership/administration and no 
longer will be enforced—that’s why the prodigal artists haven't 
! ‘or activation cost do not eliminate additional cost; been asked to sign such an agreement.” _ 
_ played. For example, playing a White a a ¢ This summer look for a parody of the Settlers of Catan game. 
ah ie and Go swe With the working title, Settlers of Kentucky, this Ken Whitman 
: potent Wall of Roots/S : design will have players managing resources like hound dogs, 
A tobacca and junk cars in an attempt to be the first to build shacks 
and raise stills. Packaging i is reportedly going to pe a plain brown 
paper bag. : 

e Rumor has it that new Feng Shui <iomicaietl are in the 
works. Feng Shui's publisher, Daedalus Games, has been mired in 
bankruptcy court and can’t produce new material for this well- 
received roleplaying game of kung fu action movies. An unnamed 
company has allegedly been given the OK to produce Feng Shui sup- 
plements. The first of these is supposed to be out by late Spring ‘98. 
* “IQ Confidential” stated in issue #34 that Mr. Tapio commit- 
ted a crime by producing a magazine and supplements for Avalon- 
Hill's Advanced Squad Leader game. Since the court ruled in his 
favor, technically, no crime was committed. 


_ means ‘other than fidlogdel must ch ose an: . i : Remember, you saw it here first. Why you’d wanna remember that, 
“pay it 7 before the Minion play. we don’t know, but they say that a lot on TV, and since we've all 
: : watched too much TV, we're saying it too. If you get hit up. by a 
panhandler who used to be < a famous game designer let us know 
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The Hercules & Xena Roleplaying Game 


est End Games are the undis- 

puted kings of licensed gam- 
ing. They’ve done “Star Wars.” 
They've done “Men In Black.” 
They've done “Tank Girl” and “Tales 
From The Crypt,” for chrissakes! 
Now, they’re tackling “Hercules: 
The Legendary Journeys” and 
“Xena: Warrior Princess,” two of the 
most popular television shows in 
syndication, in their latest RPG. 

The game system is based on 
WEG'’s d6 rules; fans of the Star Wars 
RPG and the other dé games will rec- 
ognize elements like the wild die, 
character points and Fate points 
which act like Force points do in Star 
Wars. The main difference between 
d6 and H&x is in the use of the custom Hercules & Xena dice in deter- 
mining success or failure. Each die has two Hydra head icons and 
four Chakram (“the round killing thing”) icons. After rolling, the 
player counts the number of Chakrams; if the total exceeds the 
GM's set difficulty number, the action succeeds. This minimizes 
the amount of addition that players need to do and speeds up 
play. On the downside, you need enough H&X dice for all your 
players, which might mean sharing dice during a game. (Or buy- 
ing more dice. Ka-ching!) 

The Player’s Guide contains everything a player needs to cre- 
ate a hero, including over 20 hero types, a comprehensive list 
of Grecian names, several races from which to choose, brief skill 
descriptions, examples of special combat moves from the TV 
show and an optional system of advantages and disadvantages 
for detailing characters. The remainder of the book is a guide to 
the Ancient World, including stats for the show's main charac- 
ters, the Joxer song and brief notes on the gods. The flair and 

attitude of the narrator make reading this 
rulebook enjoyable. Just check out the fine 


PUBLISHER: WEST END GAMES 

LEAD DESIGNER: GEORGE R. STRAYTON 

GENRE: FANTASY 

RELEASE: FEBRUARY 1998 

FORMAT: 96-PAGE PLAYER’S GUIDE, 112-PAGE GAME 
MASTER'S, FOUR-FOLD GAME MASTER’S SCREEN, 
THREE 16-PAGE ADVENTURES AND SIX ENGRAVED 
HERCULES & XENA DICE 

SUGGESTED RETAIL: $30 

CONTACT: WEGSALES@AOL.COM 
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print on the money-back guar- 
antee for spears. 

The Game Master’s Book 
contains the meat of the sys- 
tem rules. There are chapters 
on skills, creating adventures, 
running combat, another 
overview of the Ancient 

World, expanded notes on 
the gods and statistics for the 
more memorable villains of 
the Ancient World. This book 
is mostly game rules, plus 
tips for fledgling gamemas- 
ters to simulate the action of 
the TV show. 
The Hercules & Xena 
RPG, like the TV show, is action packed. Although a little sim- 
plistic for hardcore players, it’s an excellent game for first-timers 
and those apt to come up with wacky solutions for situations. 
Plus, at only 30 dinars, it’s a bargain that would make the mer- 
chant Salmoneous blush. #® Chris Doyle 


Detailed roleplaying notes are provided for several gods. 
“Role-play Hermes like a late FedEx delivery guy on amphetamines?’ 

The Thrill Scene game mechanic from Men In Black is here 
again. Instead of a difficulty number, a player needs to roll 
the Thunderbolt of Zeus on the “wild die” a certain number 
of times in a 10 second period. Excellent for actions that 
need to be performed in a short amount of time. 

The solitaire adventure is an outstanding method to teach 
game mechanics. 

Enjoyable to read and easy to understand. 


The customized dice that are necessary to play. Don’t tell 
Hera, but to substitute a standard six-sider, 1-2 are Hydra 
and 3-6 are Chakrams. On the wild die, a 1 is the Eye of Hera 
and the 6 is the Thunderbolt of Zeus. 

A few more examples of game mechanics would have gone 
a long way to facilitate learning the system. 


Overall, the system encourages a “make up the rules on the 
fly” position as opposed to one with well-defined game 
mechanics. Although this is an advantage for inexperienced 
gamers, most veteran players would probably be disappointed 
at the lack of charts, statistics and conversion factors. 
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ORDER 
FROM ' 


Eccentric 


GRO. 
Tel: (757) 623 1300 or (888) 298 7560 (toll free U.S. only)’ 


Fax: (757) 664 2102 


email: sales@eccentric.com website: www.eccentric.com 


The Faje Collection” is a quality set of 18 exceptional cards for the Star Trek” Customizable Card Game™. Each 
card is a masterpiece of imagery and gameplay, executed with the style and attention to detail that collectors and 


players of Decipher products have come to expect. The eighteen cards featured in this collection are: 
1962 Roger Maris Baseball Card, Black Hole, Dixon Hill’s Business Card, DNA Metamorphosis, Dr. Soong 


Guinan, |.K.C. Chang, Kivas Fajo, Locutus of Borg, Lore, Miles O’Brien, Persistence of Memory, Picard’s tificial 


Heart, Qapla’!, Sisters of Duras, Spot, Tallera, U.S.S. Pasteur 


Each copy in this first edition of The Fajo Collection” contains a numbered, signed, Certificate of Authenticity, a 


comprehensive rules document and a collectible art poster showcasing the entire Star Trek” Customizable Card 


Game™ universe to date. 


This first edition is limited to 40,000 copies and is only available from The Eccentric Order. Use the order form 
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The Fajo Collection 


ith First Contact in stores less than a 

month, Decipher has released The 
Fajo Collection, an extremely limited set 
of 18 cards for the Star Trek Customiz- 
able Card Game. Although certainly tar- 
geted towards the collector—only 
40,000 copies will be printed—with so 
many powerful cards, many of 
these sets will see more play time 
than shelf time. 

Players will be thrilled that there 
really isn’t a card in the set that 
should remain unplayed for long. 
There are a lot of favorites, like Lore 
and Locutus of Borg, and a few 
cards whose power will show after 
time. One of the more underrated 
cards is Spot, Data’s cat on the 
show. She may look innocent, but 
she can “pounce” on any one per- 
sonnel present, and disable them 
for the turn. Yow! “Hey, Mr. 10 
Strength with the Type Ill Phaser 


ARTIFACT 


Rifle! Yeah, I’m talking to you! Sit Immediately ploy on toble. moat 
1 \" : : BB this cxtifoct for any opponent's I 
down! Meow!” (Did | mention that service poy ala 


she has nine lives?) 

The Fajo Collection introduces 
the first dual personnel card (the 
Sisters of Duras has two people on one card, and they're also dual affiliation), 
the first dual-type card (an interrupt/event), the first triple affiliation personnel 
and the first Q’s Artifact. It also introduces the nemesis icon, where certain 
cards are made to battle each other. 

The most exciting part of this set is how each card was designed with a lot of 
attention to detail. From Guinan’s vibrant yellow hat to the metallic ink on Picard’s _ troops. With the fourth expansion for the 
Artificial Heart to the bubble gum included with the 1962 Roger Maris Baseball _BattleTech CCG, ‘you'll get a 
Card, you can tell that this is unlike any batch of cards ever made by the company. _ mech vehicles and infantry 
The picture of Geordi on DNA Metamorphosis even glows in the dark! 

The set is shipped in an attractive binder that would look quite nice on a book- 
shelf. It includes a signed certificate of authenticity and a 
great rulesheet that has insider design notes, specific card 

: rulings and even a full 
mat translation of the first card 
eg printed in Klingon! 


BattleTeeh On Arsenal 


 Gunships. ‘Hundred-ton assault tanks. Grou 


tide in any mech 


GAME STAR TREK CUSTOMIZABLE CARD GAME This ca will have a 
PUBLISHER: DECIPHER serious impact on the 
GENRE: SCIENCE FICTION game, but its limited avail- 
RELEASE: JANUARY 1998 ability means that it may 
SET SIZE: 18 CARDS be a while before the 
FORMAT: 18 CARDS, RULE SHEET, COUPON FOR $50 OFF ca rds show up in the 

WHITE-BORDERED UNCUT CARD-SHEETS, majority of decks. Like the 

SIGNED CERTIFICATE OF AUTHENTICITY, BINDER | late night ads say, The Fajo 


SUGGESTED RETAIL: $80 PLUS SHIPPING & HANDLING Collection is not available Studio 96 pages. $16, 

CONTACT: THE ECCENTRIC ORDER. 1-888-298-7560 (U.S. | in stores...so, if you 
ONLY) OR AT WWW.ECCENTRIC.COM. LIMIT FOUR | want one, order yours 
PER HOUSEHOLD. today. m Jason Robinette 
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The Technomancer’s Toybox 


he Technomancer’s Toybox ranges from hideous 
to sublime. Luckily for us, the hideous is almost 
all cosmetic and it’s well worth getting past it to the 
rest. Toybox starts off with an engrossing but all- 
too-short story snippet. Just when | got into it, it said 
“to be continued.” Usually, the stories in Mage books 
last long enough for you to feel satisfied, but want- 
ing more. Not this time, though. | just wanted more. 
Let’s get the artwork out of the way early. It’s 
typical for White Wolf, which is to say that it ranges 
from the awful to the amazing (heavier on the good 
though, this time), and the cover art should be taken 
out, riddled with bullets, then dissolved in acid. 
Each section is introduced 
by “Doctor Volcano,” a Virtual Adept with a 
sj lot of information he 
isn’t supposed to have. 
Unfortunately, in the 
first part, he comes 
across like a pre- 
pubescent boy with a 
“WE IZ KOOL” attitude. 
(This harks back to the 
main problem with the 
VA's: Too many of them 


GAME: MAGE: THE ASCENSION 
PUBLISHER: WHITE WOLF 
DEVELOPER: PHIL BRUCATO 

GENRE: SUPERNATURAL HORROR 
RELEASE: JANUARY 1998 

FORMAT: 104-PAGE SOFTCOVER 
SUGGESTED RETAIL: $15 


™ & © White Wolf Game Studio 


olitics. Intrigue. Nasty name-calling behind intricate 
i masks of courtly kindness. If you thought the sidhe 
weren't complicated enough to begin with, you need 
Noblesse Oblige: The Book of Houses. 
Noblesse Oblige is a detailed and entertaining, if occa- 
sionally obscure, look at the five Seelie houses that rule the 
Fae Court. The history and the legends surrounding the 
founding of each house are given, as well as their political 
leanings, biographies of important members and the real 
stories behind the laws the houses supposedly uphold. 
The stories are well-written and the art is exceptional. 
Each house has its own style and areas of interest, reflected 
both in the style of writing and in the 
content. House Dougal’s chapter is a 
; rambling 
mono- 
logue of 
the history of the 
fae, told by one of 
their nobles, while 
the Fiona’s tale is 
told in sweeping 
epics, secret love 
letters and juicy 
court gossip. This 
does occasionally 


GAME: CHANGELING: THE DREAMING 

PUBLISHER: WHITE WOLF 

AUTHORS: BRYANT DURRELL, JENNIFER 
HARTSHORN, DEENA MCKINNEY, 
WAYNE PEACOCK AND ETHAN SKEMP 

GENRE: FANTASY 

RELEASE: FEBRUARY 1998 

FORMAT: 144-PAGE SOFTCOVER 

SUGGESTED RETAIL: $18 


™ & © White Wolf Game Studio 
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come across this way.) Luckily, he gets better later. 

When | said that it’s well worth getting past the 
cosmetic problems to the rest of the book, | meant 
_ it. It starts out with a brief-but-useful section on 
mechanics related to the use and creation of 
Devices, then moves on to the Devices them- 
selves. | was afraid going in that it was going to 
read like the small sections of Devices in other 
White Wolf books: Short descriptions that, while 

mildly useful, aren’t very interesting. | was wrong. 

The descriptions of the Devices are long, filled 

with plot hooks, background and interesting 

characters, restricting the nitty-gritty game 
details to a brief paragraph or two at the end. This is a gold mine 
for Storytellers. 

Yes, some of the Devices look like they could be abused by 
power-gamers (“The Ragnaroc Home Security System” and “The 
Chopper”)—until, that is, you read the restrictions and side-effects. 
Then there are the things that look like cheesy B-movie inventions 
(“Telepathy Specs” and “Vrum Vrum Boom”)... but again, only until 
you read the full description. Then the cheesy becomes horrifying 
and the laughable transforms into the terrifying. 

Toybox takes a dubious idea and makes something wonderful 
out of it. Get past the cover and Doctor Volcano’s intro 
(complete with smileys) and bury yourself in it. #8 Heather Grove 


Noblesse Oblige: The — of Houses 


| he ae | Tae 
SS cage 4 


lead to holes in the information, 
though, and the authors left House 
Liam as the least fleshed-out house. 
Unfortunately, the pretty stories 
in Noblesse Oblige are just that— 
pretty stories, nothing more. No 
rules and very few game mechan- 
ics are added, nor are many of the 
details in the book of the sort that 
would be useful in constructing 
plots for a game. When rules are 
mentioned, the reader is often 
simply referred to other books. Also, the doings of the noble houses 
are not of much interest to the commoners, and the nobles tend 
to think more on the scale of generations than months or years. 
As background information it’s interesting, but that’s about it. 
This is not to say that the book is worthless; for some sidhe 
players or storytellers heavily interested in intrigue and political 
plots, it may be useful. Buy it for the art. Read it for the stories. But 
unless you're a believer in better gaming through elfin politics, 
don’t expect it to radically improve your game. & Rebecca Schoenberg 


™ & © Steve Jackson Games 


GURPS BioTech 


ant to build your own replicants 7? ne 

like those in “Bladerunner” or your Pots Bae ae 
own human-alien hybrid like Ripley or oF 
her “child” in “Alien Resurrection”? 
This book is for you. 

GURPS Bio-Tech is not what you 
might expect. There are no “generic” 
body parts or abilities to be plugged 
into your science-fiction game—only 
specific, highly detailed ones. 
Instead, Bio-Tech begins with 
a timeline that stretches from 
before A.D. 1450 through 
today and then beyond. Tech- | 
nological advances occur at cer- 
tain periods, both known 
historical events and those pos- 
sible in the future. All the genetic 
and biotechnological modifica- 
tions are fit into these periods 
and allow you to limit the tech- 
nology available at certain times 
during your setting. 

The abilities this book provides 
for gamemasters or players to 
engineer their characters are far- 
reaching and diverse; they range 
from the predictable, such as the ee _ 
mere modification of cosmetic TEVE JACKSON &* 
appearance or statistical abilities 
and cloning, to the obscure-yet- 
useful like “Testicle Tuck,” which allows you to remove your male character’s most 
valuable asset from harm’s way. Details such as monetary cost, recuperation time 
and technological level required are provided for each ability or modification. 

The outcomes and lists of possible genetic manipulation are invaluable in them- 
selves, but this supplement goes beyond that. Do you want to play the tinkerer 
instead of the tinkeree? Great. There’s a section of character classes based around 
the genetic-modification aspect: genginneers, gene cops that regulate the use of 
the technology, bioterrorists and so on. There are also sections on sciences related 
to immortality and the preservation and extension of life. Maybe you want an 
engineered plant or animal companion instead? The directions are here. 

The bibliography in Bio-Tech is aces in the hard-science department, but it 
skimps in the fiction areas and disregards the rich tradition 
of films dealing with the subject; this is somewhat disap- 

pointing, as this is usually one of the 
more informative sections in a GURPS 
supplement. The art is typical, neither 


This new su 


: 1Cu 
THE NEXT STEP IN HUMAN EVOLUTION 


Hy DAUIO PULUER 


/; 
Mies) 


GAME: GURPS here nor there, but the rest of the book 
PUBLISHER: STEVE JACKSON GAMES more than makes up for it; it's a must 
AUTHOR: DAVID PULVER read for SF writers as well as gamers. You 
GENRE: SCIENCE FICTION may go into this supplement looking for 
RELEASE: FEBRUARY 1998 a way to merely give your character claws 
FORMAT: 144-PAGE SOFTCOVER or a tail, but you'll come away singing 
SUGGESTED RETAIL: $19.95 “Hello Dolly”...and know how to 
CONTACT: SUGAMES@I10.COM clone her. #@ BrentFishbaugh 
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CAME REVIEWS 


Heavy Gear, 


[° the middle of 1994, the first edition of Heavy Gear was 
released. Finally, BattleTech had some competition for the 
“big robot fighting game” market. Thirty months, an Activi- 
sion computer game and an official storyline book later, 
Dream Pod 9 decided it was time for a bit of refinement. 
Heavy Gear isn’t just a roleplaying system; it’s also a 
tactical combat game: Big robots are for fighting! In fact, 
most of the book details how combat works and lists vari- 
ous weapons for players to use. The “campaign rules,” for 
the most part, exist merely to give a GM an excuse for bat- 
tle after battle. The Heavy Gear universe isn’t as entrenched 
in warfare as, say, the Warhammer 40K milieu, but it’s close. 
If you're looking for a good, fun, clean miniatures sys- 
tem, Heavy Gear has a lot to offer; the rules cover military action from 
infantry to tanks to the giant robots every- 
body loves, and there are rules examining 
: 7) nearly every aspect 
| | of the battlefield, 
from aquatic terrain 
to extreme temper- 
ature conditions to 
swarms of creatures. 
If you're looking 
for an awesome role- 
playing system, 


PUBLISHER: DREAM POD 9 
GENRE: MECHA 
~ RELEASE: DECEMBER 1997 
_ FORMAT: 240-PAGE SOFTCOVER 
SUGGESTED RETAIL: $29.95 


™ & © Dream Pod 9 


“Big robots are 
for fighting!” 


nd Edition 


Heavy Gear might not be the thing for you. 
Characters tend to start out somewhat already 
developed, so the joys of building a charac- 
ter from the ground up just aren’t here... 
Heck, there’s only one page devoted on how 
to hand out experience points (one or two 
points per adventure). Numerous templates 
_ of sample characters are provided, but after 
the first few, they all look pretty much the 
same. Sure, you can build yourself a book- 
worm-type character but, sooner or later, 
you know you’re going to get into a fire- 
fight, so combat skills are all but mandatory. 

The dice system, the “Silhouette” system, lets you roll one die 
for every point you have in a given skill and take the highest roll, 
modified by any talent the character has. It’s a cool system that 
allows a really talented character to exceed the ability of a really expe- 
rienced character occasionally. Unfortunately, if a character gets 
just a few more pluses than usual, he goes from “good soldier” to 
“war god,” which means GMs need to be extra careful when dol- 
ing out experience points and training. 

As a sci-fi roleplaying game, Heavy Gear runs a little light. 
However, if you're tired of 100-ton mechs punching each other 
because their weapons suck so badly, Heavy Gear is right up 
your alley. & Rick Moscatello 


Marvel Super Dice 


0 ne fastball special comin’ up!” 

That's the patented Colossus-throws-Wolverine 
maneuver from the X-Men comic series. However, 
in this premiere release of the Marvel Super Dice CDG, 
the X-Men strike out. Serious problems arise both 
with the game’s relationship to comics and with the 
contents of the game itself. 

The connection between the game and Marvel's char- 
acters is tenuous. The “superhero” aspect is built around 
“character dice.” The faces of comic book characters are 
engraved into one side, but they are often unrecognizable 
even after scrutiny and difficult to tell 
apart at a glance. About half of the 
time, the 
|, powers of 
| these characters 
are boring or don’t 
fit the character. 
While Colossus’ 
power adds to his 
teammate’s and 
simulates the 
“fastball special” 
decently enough, 
Tessa (a minor vil- 


PUBLISHER: TSR 

LEAD DESIGNERS: JIM WARD & DAVID WISE 

GENRE: SUPERHERO 

RELEASE: JANUARY 1998 

FORMAT: 18 RANDOMLY SORTED DICE, 8 
AREA/ZONE CARDS, TWO 12-PAGE 
RULES BOOKLETS 

SUGGESTED RETAIL: $14.95 


™ & © Marvel Entertainment Group. TSR authorized user. 
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“The X-Men 
strike out.” 


lainess at best) has a major power that lets her 
reroll some of her opponent's dice and add 
them to her team. The Blob’s power fits him; 
he’s big and immobile—but is that fun to play? 
Another flaw is the importance of 
“normal” dice, less powerful dice that 
represent normal people present at a 
battle and how they interfere. Though 
normals can be removed from the game 
easily during battles, conflicts often 
come down to who has the most nor- 
mals remaining for use. This is not good. 
We want to play superheroes. 
The rules are often confusing and the 
victory condition that allows a player to 
win based on the number of battle zone 
points he possesses often degenerates into a simple game of 
“war” with dice. And for almost 15 bucks, you barely get enough 
to play the beginners’ “Clobberin’ Time” game, so you really 
need to buy two sets. Thirty hard-earned greenbacks is way 
too much for this game. 
| still have high hopes for the rules expansions and new dice 
in the Avengers supplement due out in late spring, but the 
repetitive and unexciting gameplay, the disappointing exe- 
cution of the comic book theme and the price all signal the 
doom of the X-Men. & Brent Fishbaugh 


™ & © XID Creative 


Providence 


hen the booklet for Providence hit game stores, 

it looked like an In Nomine clone with its 
vaguely religious title and artwork featuring angelic 
and demonic-looking creatures. It was easy to 
assume that it was another game in the Holy War tradition. Not even close. It’s a fantasy 
game with superheroic elements, a worthy debut from XID Creative. 

The world of Providence is located on the inside of a sphere, with the sun somewhere 
near the center, speared on one of the pillars that hold up the sky. The “floor” of the sphere 
is covered with jungle, except where the oceans well from the bottom. (Don’t think 
about it too hard. Chalk it up to magic and move on.) The inhabitants belong to various 
troupials, or races, which are associated with 
the animal kingdom and have powers and \ Mees 
personalities to match. Noble eaglefolk, mis- [jay j 4 yey Bl co 
chievous ratfolk, delicate swanfolk, etc. It’s a AF JE 
lot like “Thundercats” with wings. 


uy ca 


The society of troupials is 
segmented into castes and primed for 
revolution; those with wings lord them 
: over those without ‘em, those who can 
fly feel superior to those who must glide, 
and those with feathery wings are in conflict with those with leathery ones. Add in a hand- 
ful of indigenous creatures with an axe to grind and you've got a setting rife with conflict. 
The character generation system for Providence is “crunchy,” with lots of point-manip- 
ulation, advantages and disadvantages and adjustable power levels. The rules also include 
a magic system, detailing four methods of spellcasting that mesh well with the world. 
However, not all is glorious in Providence. The Shard mechanic that adds DC Heroes- 
style powers to this low-fantasy world is wholly out of place. Why have powers beyond 
those of mortal men when you aren‘t mortal men? All it does is add raw power to the 
setting which the spellcasting system offers already. 
Secondly, the Main Rule Book gives the system and little else. If 
you’re nore for information on the world or its peoples, you'll 
need to buy the Main World Book for 
another 30 smackers. 
Providence is a beautiful game with 


PUBLISHER: XID CREATIVE lots of gorgeous art, and has the ele- 
DESIGNERS: NICOLAS JEQUIER AND LUCIEN ments to be a solid fantasy game. 

SOULBAN, ET AL. However, as long as the history and 
GENRE: FANTASY /SUPERHEROES world data aren’t included in the main 
RELEASE: JANUARY 1998 book and the shoulda-been-optional 


FORMAT: 264-PAGE SOFTCOVER (RULES) Shards are, you'll have to spend $60 
216-PAGE SOFTCOVER (WORLD) for a playable game. That’s trouble 


SUGGESTED RETAIL: $29.95 EACH in paradise. @ Jason Schneiderman continued on j 
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Babylon 5 Component 
Game System 


eard about the new 

Babylon 5 hamster 
wheels? The license has 
been passed around to 
so many different com- 
panies that it probably 
won't be long before 
those, as well as Londo 
chew toys, show up in 
your local pet store. In the 
meantime, yet another 
game company has been 
given a crack at turning 
the popular sci-fi television 
series into a fun, playable 
game. Component Game 
Systems isn’t the last but, 
so far, it is the best hope for 
a good B5 game. —————— 

In the initial set of the Babylon 5 Component Game System (B5CGS), you can repre- 
sent the Earth Alliance, Centauri Republic, Narn Regime or Minbari. Your goal is to 
accumulate the most influence (measured by wealth) in the galaxy by building bases 
at designated planets. Players construct the map-board by placing hexagonal map- 
pieces face-down. Sections of the map are flipped face-up as they are encountered, 
revealing such elements as gravity waves and deadly asteroid fields. 

Building bases is the key to victory; the more you have, the more money you pro- 
duce. The more money you produce, the more ships you can build to whup your oppo- 
nents. Each side has a variety of ships, ranging from fighter squadrons to mammoths like 
the Minbari War Cruisers, equipped with jump engines and a dangerous array of weaponry. 

The game is supplemented by your own customized deck of cards, including crew 
cards (popular characters from the show), various events and vote cards which, given 
support, can sway the balance of the B5 universe. The cards, along with each side’s 
special abilities, really help give the game the feel of “Babylon 5.” Recognizable char- 
acters abound and they’re easy to put into play and use—a definite bonus. 

My biggest complaint is that the game is often cumbersome. The direction your ships 
face plays a very important part in the rules for the game. This is fine for combat, but when 
it comes to movement and building bases, having to waste a turn rotating your ships is booor- 
ing. Using the counters included with the set to keep track of your finances will make your 

head explode; dice are better, but the bookkeeping is still a pain. 
B5CGS games take a while to develop, and combat uses less 
= ee = = dice than | prefer, but send- 
_ ing out a fleet to destroy 
your opponent’s stuff is 
always fun. And of all the 


PUBLISHER: COMPONENT GAME SYSTEMS licensed Babylon 5 games— 


LEAD DEVELOPER: C. HENRY SCHULTE and there are quite a few of 
GENRE: SCIENCE FICTION them—none capture the feel 


FORMAT: 4 CONTROL SHEETS, 50 PLAYING CARDS, 21 | of the show better than 

MAP PIECES, 96 TOKENS, 3 DICE, RULEBOOK) = gs5ccs. Given a choice 
RELEASE: JANUARY 1998 between this game and a 
SUGGESTED RETAIL: $29.95 chew toy, hey—I’d choose 
CONTACT: www.C-G-S.com OR PHONE 607-652-2578 | te game. m Jeff Hannes ) 


Babylon 5 ™ & © Warner Bros. Component Game Systems authorized user. 


emember playing that brainy game 


King of the Mountain when you were 
a kid? You know, one genius stands 
on a picnic table and everyone else 
tries to throw him off so they can be 
the next target? Sure, everyone gets their moment 
of glory, but one kid usually ends up spending the 
bulk of the time at the top—like the really fat kid that 
no one can move or that slimy guy who kicks every- 
one in the kneecaps before they can knock him down. 

Well, throughout the history of tournament play, 
Magic decks have had that kind of competition. Hun- 
dreds of deck designs have come and gone over the 
past four years, but only a few have really had the 
power to dominate. What makes a deck great? It’s 
not just whether it has Moxes or not—it’s how much 
it trounces an even field of play. 

We've searched through the archives to come up 
with the 10 best tournament decks of all time, based 
on how well they did in their day compared to other 
decks constructed in the same format. So while 
Demonic Hordes might not do too well in today’s 
tournament field, in '94 it was one of the big-time 
cards. Likewise, Black Vise/Howling Mine/Stormbind 
decks never did too well in Type |, but man, did they 
dominate Type II for a while! 

Ready for a trip down Magic memory lane? Last 
deck standing wins... 
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crowns the 
top 10 


Beef land Destruction 


Type: Type I/Classic ARTIFACTS GREEN 
Lifetime: Early 1994 to Spring 1994 1 Black Lotus 1 Berserk instill @nergy 
2 Jayemdae Tome 4 Ice Storm 


Feunction: This deck was crude, rude and mean ‘Juggernaut 2 Instill Energy 
| : 1 Mox Emerald 1 Regrowth 
in its day. It starts out by axing a few land and 1 Mox Jet 


then putting out the big beef creatures. Defense? 


Defense is putting out an even bigger creature to : 6 na 
pound your opponent with. With Moxes and Dark Meo 56 
Rituals, a first-turn Juggernaut or Juzam Djinn is eines 

1 Sol Ring 
not uncommon. Once you have enough mana, 
bring on the Demonic Hordes—with Instill Energy BLACK 
they can knock off two lands a turn; once your 4 Dark Ritual 


opponent's real estate is cleared out, the Hordes 


gear up for the attack. zpamnort Hors 


1 Demonic Tutor 


Dominance: In a time when no one played Pini “a . 
with Swords to Plowshares because white was aie! sea 

u noe . 4 Juzam Djinn 

too weak,” a first-turn Juggernaut or Juzam Djinn : 

4 4 Sinkhole 

could spell your opponent's doom. Plus, a lot of 1 
players didn’t have a full set of Moxes, which re 
made the landkill that much more effective. LANDS 
Repercussions: Landkill was the first univer- : “ont 
sally-accepted tournament strategy. Before ; tee F Alexandr 
focused landkill decks hit the scene, players just risa iaeattecae 


came up with the best deck they could make 
with the cards they owned. Decks like this one 
made players realize that a well-planned theme 
could win you a tournament. 
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"yma ProsBloom 


'T'ype: Mirage/Visions Constructed 
Lifetime: Spring 1997 


F*unction: One of the few pure combo decks to do really well 


BLACK in—and actually win—a big tournament, the ProsBloom deck 
2 Drain Life wins by blowing your opponent away with a huge Drain Life. 
4 Infernal Contract The rest of the deck is geared to generate enough mana while 
4 Vampiric Tutor protecting the combo, which goes something like this: First get 
Squandered Resources into play. Then sacrifice all your land 
BLUE & : 
4 Ingilse and cast Natural Balance. Sacrifice more mana, dump it all 
4 Peusperity into a big Prosperity and then ditch cards to a Cadaverous 


Bloom to get even more mana. Continue casting Prosperi- 

ties or Infernal Contracts as necessary and, once you've got 
enough mana, fire off the Drain Life. While all this is going 
on, make sure you've got a City of Solitude in play so your 
opponent is reduced to staring at you, dumbfounded. 


4 Cadaverous Bloom 
4 Squandered Resources 


GREEN 

2 City of Solitude 
1 Elven Cache 

4 Natural Balance 
3 Wall of Roots 


Dominance: ProsBloom became popular almost immediately 
after Visions came out and was the deck of choice among many 
of the top players at Pro Tour Paris. ProsBloom is still one of the 
more popular Type Il decks, although it was at its peak in the 


LANDS limited Mirage/Visions environment. 

2 Bad River 

7 Forest Repercussions: Shortly after the Paris Pro Tour, Squandered 
5 Island Resources, the motor that makes this deck go, was banned in 
6 Swamp Mirage/Visions and Mirage/Visions/Weatherlight tournaments. The 


4 Undiscovered Paradise DCI has considered banning it in Type Il as well. 
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Bazaar Reanimator 


S 


Type: Type 1.5/Classic Restricted BLACK 
Lifetime: Early 1997 to Present 4 Animate Dead 
4 Ashen Ghoul 
Function: Reanimator decks have always 4 Dark Ritual 


been around in one form or another, but 
Bazaar of Baghdad is the key to this deck. Early 


> on, it lets you get enough creatures in your 4 Nether Shadow 
: graveyard to begin recursion of the Ashen 4 Shallow Grave 
* Ghouls and Nether Shadows. Meanwhile, the 4 Vampiric Tutor 
: cheap Animate Deads and Shallow Graves 

: allow you to bring back nasty beasts like the BLUE 

: Crimson Hellkite or Deep Spawn, or even a 4 Deep Spawn 

:  second-turn Nicol Bolas. Later in the game, 

> the Bazaars can be used to give you card 

> advantage as you can return the Krovikan Hor- 4 Nicol Bolas 


: ror to your hand and continually discard it 
with the Bazaar to draw more cards. 


Dominance: Designed in early 1997, the 


:  Reanimator deck is still one of the best decks LANDS 

: to play in Type 1.5. Raw speed helps this deck 4 Bazaar of Baghdad 
: stomp any challenge, and in longer games 4 Badlands 

: most decks are unable to thwart the 1 Diamond Valley 

: Bazaar/Ghoul/Shadow combo. 8 Swamp 

: 4 Underground Sea 


Repercussions: The success of this deck 
was one of the springboards for the Buried 
Alive strategy which players took advantage of 
once Weatherlight was released. 


COOP OEE HOSE EHOSEHE SOOO ESO EOHO EOS O HHS HOHHOSESOESESEESEEHEHOSESELESESESEOEEEESE 


id of target opponent's 
ip, Black Vise deals 
layer 1 damage for 
card in his or her 

in excess of four. 


2: Discard 
Your hand to ha, Lee 
a 
2d Mage to ame 
cul 


de, : 
phar Bling es 


2 Fireball 

4 Incinerate 

2 Jokulhaups 
ARTIFACTS 4 Lightning Bolt 
4 Black Vise 2 Orcish Lumberjack 
4 Howling Mine 2 Orgg 

1 Shatter 
3 Stormbind LAND 

8 Forest 
GREEN 4 Karplusan Forest 
4 Erhnam Djinn 8 Mountain 
4 Tinder Wall 4 Strip Mine 
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1 Demonic Consultation 
4 Krovikan Horror 


2 Crimson Hellkite 


"Type: Type Il/Standard 
Lifetime: Summer 1995 to Early 1996 


Function: Named “Vise Age” because it took advantage of 
some of the more powerful cards in the then-new Ice Age set, this 
deck tries to deal as much damage as early as possible before fin- 
ishing off the opponent with Erhnams, Orggs and direct-dam- 
age. First-turn Black Vises are the pride and joy of this deck—a 
first-turn Strip Mine/Vise is even more likely to ensure victory. 
Once the deck gets rolling, Howling Mines serve to replenish 
your hand as well as keep your opponent scrambling under the 
pressure of a Vise or two. Those extra cards are also prime for pow- 
ering Stormbind, one of the hallmark cards of a Vise Age deck. 
Tinder Walls and Orcish Lumberjacks give the deck the ever- 
important speed element, and Jokulhaups serves as a reset but- 
ton in the rare instances you fall behind. 


Dominance: For a several-month period in the fall of 1995, Vise 
Age was the dominant deck in Type II. One of the first questions 
players had to consider when constructing a tournament deck 
was, “What will my deck do against a first-turn Black Vise?” Those 
that couldn't find a good answer were usually trounced. 


Repercussions: Because this deck was so dominant, Black Vise 
was restricted in Type II, opening up a whole new realm of pos- 
sibilities in deck design. If Black Vise hadn’t been restricted, decks 
like the Necrodeck wouldn't have existed. 
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ARTIFACTS 
1 Feldon’s Cane 
2 Fellwar Stone 
1 Zuran Orb 


GREEN 

1 Autumn Willow 
4 Erhnam Djinn 

1 Hurricane 

4 Llanowar Elf 

2 Sylvan Library 
2 Whirling Dervish 


WAR EH 
3 Armageddon 
1 Balance 

3 Disenchant 

2 Land Tax 

2 Order of Leitbur 

2 Serra Angel 

4 Swords to Plowshares 
2 Wrath of God 


LANDS 
4 Brushland 
8 Forest 

7 Plains 

4 Strip Mine 


The Rack/Balance Deck 


Type I/Glassic 
1e: Winter 1994 to Spring 1995 


. as Yet another deck that proves that 
Bazaar of Baghdad doesn’t suck, this 
red/white/green deck exploits Balance as a Mind 
Twist, Wrath of God and Armageddon all rolled 
into one two-casting-cost card. Quickly reduce 
your hand-size with the Bazaar and by firing Light- 
ning Bolts and Chain Lightnings at your oppo- 
nent. Once you've found a Balance and knocked 
yourself down to one card, cast the Balance to 
wipe out your opponent's hand and his army. 
Mishra’s Factories and Racks keep the damage 
coming and, by the time your opponent recov- 
ers, you can Balance again. 


n 2: This deck, brought to fame by the 
1 995 Soucheost Regional Champion Adam 
Maysonet, dominated through speed and a rather 
atypical method of library-manipulation. By using the 
Bazaar of Baghdad's disadvantage as a benefit, this 
deck was able to stomp most competitors. 


i : This deck was one of the first 
to 5 alice Balance as a power card. Before this 
deck became popular, white was often snubbed 
in tournament play. The brutal effectiveness of 
Balance made players reconsider the value of 
playing white. 
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ARTIFACTS § (i/inmrs 
1 Black Lotus 4 Balance 
1 Candelabra of Tawnos =—-2 Consecrate Land 


1 Chaos Orb 

3 Library of Leng 
1 Mox Emerald 

1 Mox Pearl 

1 Mox Ruby 

2 Relic Barrier 

4 The Rack 


3 Disenchant 


GREEN 
1 Regrowth 
3 Sylvan Library 


4 Chain Lightning 
3 Fireball 
4 Lightning Bolt 


LANDS 

4 Bazaar of Baghdad 
1 Maze of Ith 

4 Mishra’s Factory 

4 Plateau 

4 Savannah 

4 Taiga 


spponen’ - “saning! his 


>= Type Il/Standard 
mie: Fall 1995 to Spring 1997 


C = Slow and steady wins the race with this green/white 
control deck. Start by building up a mana supply with Elves and Fell- 
war Stones. Plop down a big creature like, say, an Erhnam Djinn, 
then fire off an Armageddon. When your opponent builds his forces 
back up again, lather, rinse, repeat. Meanwhile, Zuran Orb and 
Ivory Tower keep the life coming in, and Land Tax lets you weed 
through your deck, helping you recover from the Armageddons 
or stripping out unwanted lands. 

Erhnamgeddon decks usually take a long time to win— 
sometimes a big creature can blow your opponent away in five 
turns, but matches are usually much more drawn out, with you 
taking over when your opponent finally runs out of ways to 
destroy your creatures or counter your strategy. 


: : Few decks have stood the test of time longer 
than ecarigenen: Even when key elements in the deck have 
been restricted, banned or cycled out of tournament play, the 
basic form of the deck has remained constant. This deck has sur- 
vived losing Land Tax, Swords to Plowshares and even the Erhnam 
Djinns. As long as Armageddon is tourney-legal, this deck archetype 
will be a force to reckon with. 


percus = Many cards have become casualties of the 
peaviced or banned because of this deck, including Zuran Orb 
and Land Tax. 
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Kird Ape/Ghannelball 


Type: Type 1.5/Glassic 
Lifetime: Spring 1994 to Fall 1995 


Function: It’s not every Type | deck that can 
afford to go without two of the five Moxes, but 
with 18 one-casting-cost spells, this one can. Like 
a prize fighter, this deck comes on strong early, 
delivering blow-after-blow with Giant Growthed 
Kird Apes and Elvish Archers. The brutal efficiency 
of spells like Time Walk, Ancestral Recall and, in 
this deck especially, Timetwiser keep the motor 
running until it’s Channel time. Or, if Channel is 
too risky, there are plenty of Fireballs and 
Disintegrates to do the job. 


Dor mce: During much of the time when 
this deck was popular, Type | was all about 
speed. While there were a few permission decks 
running around, most games were about who 
could kill who faster. The Kird Ape variety of 
the Channel/Fireball deck was by far the fastest. 


Repercussions: In many ways this deck 
began the drive for efficient decks with speed 
and multiple paths to victory. It could win with 
creatures, big gouts of flame or the Chan- 
nel/Fireball combo. Single-minded tournament 
decks were much less common after the success 
of this deck. 


ARTIFACTS 
1 Black Lotus 

1 Chaos Orb 

4 Fellwar Stone 

3 Howling Mine 
4 Icy Manipulator 
1 Ivory Tower 

2 Jade Statue 

1 Mox Emerald 

1 Mox Jet 

1 Mox Pearl 

1 Mox Ruby 

1 Mox Sapphire 
4 Relic Barrier 

3 Winter Orb 


GREEN 
1 Regrowth 
3 Titania's Song 


WER Ey 

4 Balance 

4 Disenchant 

4 Swords to Plowshares 


LANDS 

1 Forest 

4 Mishra’s Factory 

1 Mishra’s Workshop 
2 Plains 

4 Savannah 

4 Strip Mine 
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ARTIFACTS LANDS 
1 Black Lotus 2 Forest 
1 Mox Ruby 1 Library of Alexandria 
1 Mox Saphire 1 Mountain 
1 Mox Emerald 4 Strip Mine 
1 Sol Ring 4 Toiga 
4 Tropical Island 
BLUE 4 Volcanic Island 


1 Ancestral Recall 
1 Counterspell 

1 Time Walk 

1 Timetwister 


GREEN 

1 Berserk 

1 Channel 

4 Elvish Archers 
4 Giant Growth 

4 Llanowar Elves 
1 Regrowth 


4 Disintegrate 
4 Fireball 

4 Kird Ape 

4 Lightning Bolt 


Jitania/Balance Deck 


Type: Type |/Classic 
Lifetime: Fall 1994 to Spring 1995 


Function: Like The Rack/Balance deck, this deck revolves 
around, you guessed it, Balance. With all the cheap artifacts, 
you're able to dump your hand early and quickly set up the 
Howling Mine/Relic Barrier combo. Pretty soon, you're out-draw- 
ing your opponent three or four cards to one. After that, it’s just 
a matter of setting up the Winter Orb/Icy Manipulator lock. Any 
creatures your opponent manages to play are flushed by the 
Balances, and since you usually don’t need more than one or two 
lands in play, the Balances function as an Armageddon as well. 
Once you've got 20 casting-cost worth of artifacts in play and 
your opponent is completely shut down, drop the Titania’s Song 
and it's game over. 


Dominance: |n a time when land destruction and permission 
decks were all the rage, the Titania deck was easily able to deny them 
both. It always beat land destruction at its own game and was sim- 
ply too fast for—and too good at locking down—permission decks. 
Abyss decks with their artifact creatures were also very popular at 
the time, but the Relic Barriers brought them to a grinding halt. 


Repercussions: It was because of decks like this that Balance, 
at one time the most powerful card in the game, had to be 
restricted. The basic principles of this deck have more recently 
become popular in the deck archetype now knows as “The Prison.” 
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Type I/Glassic 
Spring 1995 to Spring 1996 


“The Deck” was one of the original 
decks to center around the concept of card advan- 
tage. This deck, invented by current Pro Tour player 
Brian Weissman, counters or destroys anything 
played against it early on and avoids most attack- 
ers with Moat, while setting up a card-advantage 
lock involving at least one Disrupting Scepter. Even- 
tually your opponent is reduced to one card in his 
hand; if he doesn’t cast it during his turn, he'll lose 
it to the Scepter. Meanwhile, you’re drawing sev- 
eral cards a turn with Jayemdae Tomes and the 
Library of Alexandria. Once the lock is set up, fin- 


ish off your opponent with counterspell-protected : ARTIFACTS 


Serra Angels or a Mirror Universe. 1 Black Lotus | Amnesia 
2 Disrupting Scepter 1 Ancestral Recall Wa 
This deck was able to deal with : | Jayemdae Tome | Braingeyser 4 Disenchant 
and beat virtually any type of tournament deck + | Mirror Universe 2 Counterspell 2 Moat 
that came its way. It became the hallmark of care- 1 Mox Emerald 4 Mana Drain 2 Serra Angel 
fully thought-out deck design, earning the simple : | Mox Jet 1 Recall 4 Swords to Plowshares 
designation, “The Deck.” 1 Mox Pearl 1 Time Walk LANDS 
1 Mox Ruby | Timetwister 4 City of Brass 
The power of this deck taught : | Mox Sapphire 4 sland 
players the importance of card-advantage in tour- : | Sol Ring GREEN 1 Library of Alexandria 
nament play. Just about every permission deck 1 Regrowth 2 Plains 
created since has been based upon The Deck’s BLACE. 3 Strip Mine 
original principles. 1 Demonic Tutor A Tundia 


2 Red Elemental Blast 3 Volcanic Island 
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Baym ro Tourach * . ’ =a The Necrodeck 


Type Il/Standard 
Spring 1996 to Fall 1996 


Although there have been several variations, all 
Necrodecks rely on the same key element—card advantage. With the 
help of Necropotence, you can outdraw your opponent, eventually 
bringing him to his knees with more creatures than he is able to block 
or eliminate. Hypnotic Specters, Hymn to Tourachs and Strip Mines 
thwart your opponent's strategy early on, allowing you to build up 
before dropping the Necro. Once in play, cards like lvory Tower and 
Zuran Orb keep the life flowing in and, if need be, Nevinyrral’s Disk is there 
to get rid of the Necro. In the meantime, a steady stream of Black Knights, 
Orders of the Ebon Hand and similar creatures pick apart your opponent's 
life total. When you run low on cards, you simply drop the Necro, fill your 
hand back up to seven and get back to business. 


‘Target player 
random from | 


ARTIFACTS BLACK 


There have been hundreds of deck designs over the years and 


2 Icy Manipulator 4 Black Knight : some, like the ones in this article, have become mainstream. None have domi- 

1 Ivory Tower 4 Dark Ritual : nated more than the Necrodeck. How popular was Necro? At the 1996 World 

2 Nevinyrral’s Disk 3 Drain Life : championships, over 65 percent of the field was playing a Necro-deck. To this 

1 Zuran Orb 4 Hymn to Tourach : day variants of the original Necro-deck are still popular, even though most of 
4 Hypnotic Specter : the key elements have been stripped out. 

LANDS 2 Icequake : 

4 Strip Mine 1 Thsan’s Shade : It was little surprise when Hymn to Tourach and Strip Mine, 

18 Swamp 4 Necropotence : two of the deck’s key cards, were restricted in September 1996. The ensuing DCI 
4 Order of the Ebon Hand : ruling which banned all restricted cards in Type Il was no coincidence either. 4 
2 Sengir Vampire = ee on 
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Anear-naked vampire chick. 
A beckoning mummy. A 
female Conan approaching 
a ghastly citadel. 

InQuest covers, each and 
every one of them. Sure, they look pretty and 
we love seeing the female bod, but a lot of 
thought goes into the image that adorns the 
front of our mag (at least, we like to think 
so). We try to tell a story with each cover, 
we whether it’s a baby dragon poppin’ out of 


WOMAN, HEAR 


ME ROAR! the egg or the mysterious Caterpillar Woman 


spinning a deadly web with one hand and 
shushing us with the other. 


Of course, being cardfloppers and all, we 


always wondered “What kind of cool cards 
could we make out of these covers?” In honor 
of our third anniversary, let’s take a nostal- 
gic look back at a bunch of InQuest covers— 


and what the heck, we'll make up a CCG card 


for each one... 


| By the InQuest staff 
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nd our vampire was 
ort and no one was 


answering on the Bolton line. Lucky for 
joking and put some clothes on the gal ( ! 


Beckoning Mumniy , as Oe 


“Summon Mumimy~ « 


@ : Place a beguiling token on target 
creature. Target creature cannot attack, 


-1/-1 counter on Beckoning Mummy. If 
| Beckoning Mummy leaves play, remove 
all beguiling tokens. oy 


1998 Wizards of the Coast Inc. All rights reserved 


Beckoning Mummy 2 
Cover: InQuest#10 Artist: Fred Fields Game: lage The 6 


the Coast, did one bang-up job on this baby! The alluring-yet-di 


mummy won a 1996 Honorable Mention award for best rewsiand 
We got this cool plaque and everything. 
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’ Mr. Bolton was just 


block or use special abilities. Placea 9 


—‘Iilus. Fred Fields * ~*~ af &. 3 


Fantasy artist Fred Fields, recently hired as a staff illustrator for Wizards of Out of the three year’s worth of cover images, legendary fantasy artist Larry 


_ELDER CHAOS SLUG 


ce | 
baad 
es | 
O 
Z| 
Oo} 
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GREATER 


INDEPENDENT 


your opponent's sanit 
your own. Subtrac points if your : 
opponent's sanity is less than a 


Elder costs oa 
Cover: InQuest#2 Artist: Anson Maddocks 


est) Game: Mythos 
Anson Maddocks was King Magic Artist back in the early days of InQuest, 
so we asked him to paint us a weird creature. Believe it or not, his ini- 
tial sketch was a little too tame—some drider-looking guy on a web— 
but when we told him to cut loose, he knocked our socks off with this 
bizarro, skull-in-the-slug monster. 


Summon Knight 
First strike 
Protection from black 
Protection from red 
Return Dragonslayer Barbie to 
to bury target dragon or drake. 


“Tee-hee. Adventuring is hard.” 


Dragonslayer Barbie 
Cover: InQuest#22. Artist: Larry Elmore Game: Magic: The Gathering 


Emore’s “Dragonslayer Barbie” has garnered the biggest fan response. Could 
it be the way she carries that leather? Nah. 


ntroducing 


Let the Bidding Begin! 


Discover a new place for collectibles. Explore AUCTION UNIVERSE and browse thousands of 
items from your computer: Antiques, Collectibles, Computers, Sporting and Household goods— 


hundreds of categories. Find what you've been searching for at www.auctionuniverse.com. 


Have something to sell? There's no better place to be. For 25¢ you can show off your wares to 
thousands of potential buyers. DEALERS — list your goods here for pennies an item, or contact 


us at dealers@auctionuniverse.com for more info on our Preferred Dealer Program. 


Visit Auction Universe today. It's fun; it’s entertaining; it's downright addictive! Join the 


fastest growing new community on the World Wide Web today and let the bidding begin! 


-\ 


Let the bidding begin! 


If you have questions or suggestions please feel free to e-mail us at info@auctionuniverse.com. 


ECTORS Be sure to visit Collectors Auction for rare coins, rare stamps, vintage record albums, we 
UCTION com '2fe autographs and vintage sports collectibles at www.collectorsauction.com A wa Times Mirror Company 


° Antique Jewelry 
Art & Paintings Ceramics 
Dolls Figures Furniture 
Glass Photographic Images 
Toys Vintage Clothing « 
Advertising 
Amusement & Theme 
Animation “Art Art/Cels 
Autographs Aviation 
Banks Bears Beatles 
Bottles Caps & Cans Boy 
Scouts Girl Scouts Beer 
Broadway & Theater 
Buttons Casinos Circus 
Clocks Coca Cola Coins 
Comic Books Cracker Jacks 
Disneyana Dolls Figures 
Elvis Fishing Hallmark 
Historical Holiday Hunting 
Lunchboxes Military 
Movies Music Boxes Pez 
Nautical Paper Collectibles 
Phonographic Pottery 
Porcelain Radios Railroad 
Photographic Pins Political 
Toys Campaign Religious 
Rock n’ Roll Sewing 
Stamps Star Trek Star Wars 
Television Sports Thimbles 
Trading Cards X-Files 
Television Toys Thimbles « 
Hardware & 
Software Books Manuals 
. Restaurant 
Retail Lawn & Garden 
Office Manufacturing ¢ 
Appliances 
Bath Accessories Clothing 
° Costume 
Equipment Health Jewelry 
& Gemstones Equipment 
Vitamins « 
Exercise 
Camping Equipment 


Sporting Equipment Golf 


y Deck for on 
at Personality inte 
This 
rsonalities. Each playe: 
must adjus 
on's honor 


Birth of a Dragon 

Cover: InQuest #25 Artist: Ed Beard Jr. Game: Legend of the 

Five Rings 

Our second anniversary cover went through a whole bunch of artists who 
erent confident they could pull aff our conenpion-— newborn _ 


Se a 


» 
o ‘% 
: 3 
é g 
e Chi equals 1 oles tk e oninerd Ss eS 
a cards in play a 
‘ Battle: Bow to permanen 2 
j 2 
Her origin is am a 
Her power to corrupt, a fact. Ee 
Pilara 
Cover: InQuest#33 Artist: Alan Pollack Game: Legend of the 
Five Rings 


Six.months in the making, this cover was a true collaboration between 
the idea we started with and the final painting former TSR artist Alan Pol- 
lack delivered. Interesting enough, Alan’s fiancée was the model for the 
Caterpillar Woman—tfrom the waist up, that is. 
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Nematic beidoes vative a the hotter outlying deserts 
of Tatooine. Primitive scouts, unlike the more violent sand 
people. Rarely seen in more populated areas. 


Deploy only on Tatooine, but may move snewier {except Hoth). You 
may move your characters and creature veieles te the same nen-inte- 
‘ior Tatooine site for free. At the beginning of a hattle at a nen-interior 
Tatosine site, you may use triple X Foree to ‘hide’ X characters present 
at this site from battle. 


Kur'lie Herdsman _ 03 
Cover: InQuest #27 Artist: Fred Fields Game: Star Wars 
We had no idea Fred Fields’ cute-and-deadly, scrunchy-faced sandworm 


was a female. Alien physiognomy—go figure. 


Haven: Edhellond 
Information, Items (minor, major, g) 


creature — each character 
3 prowess. This attack cannot 


Special: Wh acter taps to play an item at this 
site, you may play an item from your hand, ¢ 
may search your deck or discard pile for 
that is playable at this site and place it with the 
character. The first item played here does not tap 
the site 


© 1998 Tolkien Enterprise 


Hidden Citadel 

Cover: InQuest#36 Artist: Ed Beard Jr. Game: Middle-earth CCG 
The idea for this cover began as a “find the hidden item” puzzle, then 
| Beard added his artistic flair, and voild—a stunning painting with a 
ody, ominous castle threatening the female babe approaching it 
ww many fantasy items can you find in this issue's cover? 


~Gauvit Mucca, Mentat Navigator 


.Youlare transparent,1 


Keep your secrets close. Let no 
one see your motives. 


Engone a — card game 
esigned to challenge the 
masters. 


Dune: Judge of the Change™. 


To win — must ally yourself 
with the Bene Gesserit, the 
Spacing Guild, or even a Great 
House of the Landsraad. You 
must hoard spice, accumulate 
wealth, and curry — 
avor. 


And above 

- all, you must 
move 
quickly. 
Before your 
enemies find 
a weakness. 


19) 


ee eee tere en Ethie vf asa th nH calc favo 
ook for Judge of the Change™, on sale Mare 
se 0 é 


e@™ and ©1965 Herbert Limited Partnership. Judge of the Change ©1997, 1998 Last Unicorn 
ames. WIZARDS OF THE Coast is a registered trademark of Wizards of the Coast, Inc. Illus. by Mark Zug. 
©1998 Wizards of the Coast, Inc. 


hen roleplayers aren’t 
skewering monsters or 
tallying their treasures, 
they’re usually scroung- 
ing for information: the 
whereabouts of a reclusive wizard, 
the location of a secret passage, the 
translation of an arcane spell. No 
doubt about it: In a well-run cam- 
paign, there’s info a-plenty they need 
to acquire. 

So how do you, the gamemaster, 
make the info available? Well, you 
can opt for the easy way and spoon 
feed it to ‘em by, for instance, having 
them “accidentally” stumble across 
the spell translation in a diary (bor- 
ing), or allowing them to overhear 
the wizard’s address while guzzling 
brew at a local bar (lame). Or you 
can make ‘em work for it, presenting 
the info in the form of brain teasers 
which they have to unravel if they 
wanna get the goods. Not only do 
brain teasers force players to use their 
noodles, they contrast nicely with the 
physical challenges common to most 
campaigns, offering a fun alternative 
to the typical cavalcade of monsters 


B Y R I 


and deathtraps. 

Let's take a look at three categories 
of campaign-appropriate brain 
teasers: riddles (enigmatic questions 
requiring witty answers), ciphers 
(coded words whose letters have 
been substituted with different let- 
ters or unusual symbols) and visual 
puzzles (head-scratchers based on 
physical objects). We'll show you how 
they’re used, give you some exam- 
ples and explain how you can come 


up with your own. 


People have been tormenting each other 
with riddles since the dawn of civiliza- 
tion. In ancient Egypt, King Nectanebo 
challenged Lyccrus, king of Babylon, to 
settle their war with a riddle contest. 
(Lyccrus won, but he cheated.) Folks of 
the Middle Ages amused themselves 
with riddles to pass the time between 
famines and plagues. And Greek mythol- 
ogy spawned what is arguably the most 
famous riddle of all time when a grumpy 
Sphinx asked Oedipus Rex, “What has 
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one voice, yet walks with four feet, then 
two, then three?” Oedipus correctly 
answered, “Man” (he crawls on all fours 
as a baby, stands as an adult and uses a 
cane as an old timer). The Sphinx 
responded by committing suicide, a true 
sore loser. 

Fantasy literature, too, is rife with 
riddles, evidenced by this sample from 
Tolkien’s “The Hobbit” where Gollum 
puts this to Bilbo: 

What has roots that nobody sees, 
Is taller than trees, 

Up, up it goes, 

And yet never grows? 

So what the heck is it? A moun- 
tain, of course. 

Riddles serve the same functions 
in roleplaying campaigns as they do in 
literature and history: to assess wor- 
thiness (“Only the truly intelligent are 
allowed to pass this way; let us deter- 
mine if you qualify”), to tease (“Per- 
haps | will help you; that is, | might if 
you answer this”) and to demonstrate 
arrogance (“Even if | dangle the secret 
in front of your face. I’m certain you're 
too stupid to figure it out”). And 
remember, campaign riddles don’t 
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have to be laugh-out-loud funny or 
chicken-across-the-road goofy. Just try 
to make ‘em clever. 


METAPHOR RIDDLES 
Both the Sphinx and Gollum used 
metaphor riddles—descriptions of 
everyday places, animals or objects 
couched in intentionally cryptic lan- 
guage. Though metaphor riddles 
appear in a variety of styles, they all 
share a common structure, making 
them pretty easy to create. Essentially, 
a metaphor riddle consists of two (or 
more) seemingly contradictory quali- 
ties of an object that, taken together, 
suggest a paradox. One quality tends 
to be specific (“taller than the tress”), 
the other vague (“never grows”). Or 
consider this one: “What has teeth but 
can’t bite?” The specific quality is 
“teeth,” the vague quality is “can’t 
bite.” (And the answer is “a comb.”) 
Don’t worry too much if a quality is 
sufficiently specific or vague;-the 
important thing is to pinpoint a cou- 
ple of qualities that seem to contra- 
dict each other. 

To design your own metaphor rid- 
dle, begin with the solution; that is, 
the object the riddle describes. Let’s 
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say our object is “night.” Start listing 
all the qualities of the object, keep- 
ing an eye out for a quality with a 
double meaning, a quality that might 
be interpreted in two different ways. 
So what about “night?” Well, let’s 
see...it’s dark, it’s starry, it falls—aha! 
How about this? 


What falls at dusk but makes no sound? 


Let’s try “chair.” Hmm...it’s furni- 
ture, you sit in it, it has four legs...bingo! 


What has four legs yet always 
stands still? 


See? With a little practice you can do 
this all day. By the way, if you’re poet- 
ically inclined, consider tuning the rid- 
dle into a rhyming verse, which not 
only makes the riddle more evocative, 
but also gives the campaign an appeal- 
ing Tolkeinesque flair. F’rinstance: 


What falls at dusk 

But makes no sound 
Yet fills the sky 

And cloaks the ground? 


Gollum would be proud, don’cha think? 


PROBLEM: Your 
PEs are pre- 
sented with a 
scroll containing 
this riddle. 
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PUN RIDDLES 

A simpler, though less satisfying, type 
of riddle is based on a pun. A pun is a 
word that has two strikingly different 
meanings depending on the spelling 
(“dear” and “deer”) or context (“litter” 
can refer to a bunch of puppies or the 
stuff in a cat box). 

To whip one up in a hurry, use the 
pun as the solution, then work back- 
wards, constructing a question that incor- 
porates both meanings of the pun. For 
instance, the dual meanings of “blue” 
suggest something along the lines of: 
Why does the ocean cry? Here’s another: 
Which of the king’s relatives is always up 
at dawn? Answer: the son (sun). 


VARIANT RIDDLES 

If writing riddles from scratch seems 
like too much effort, you can take the 
lazy way out and fool around with 
variants of existing riddles. This 
method might sound cheesy, but it 
can be surprisingly effective if you use 
words that evoke the campaign set- 
ting. Here, for example, are a trio of 
old favorites: 


What word do people always say wrong? 
(The word “wrong”) 


What is the middle of Paris? 
(The letter “R”) 


How do you spell frozen water with three 
letters? (I-C-E) 


For a campaign set in Middle-earth, 
we make a few minor adjustments... 


What word do hobbits always pronounce 
poorly? What lies in the center of Riven- 
dell? How do you spell death with six 
letters? (S-a-u-r-o-n). 


CIPHERS 


DUIVMV JT JO UIF CBTFNFOU 


Get it? If not, try replacing each letter 
with the one that comes before it in 
the alphabet (so D = C, U =T, etc.). 
This is an example of a substitution 
cipher, a common method of disguis- 
ing a message so that it can only be 
read, in theory anyway, by a person 
who knows the system. Ciphers go back 
at least to ancient Greece, when Julius 
Caesar invented a substitution system 


for encoding orders to his troops. In 
the early 1600s, Cardinal Richelieu 
developed a set of punched cards that 
generated ciphers to conceal his per- 
sonal correspondence. Ciphers have 
also been used to camouflage secret 
formulas, treasure locations, even love 
letters. They can fill similar functions in 
RPG campaigns. 


SUBSTITUTION CIPHERS 

Any system of replacing one let- 
ter with another will do, so long as 
it’s consistent; that is, if E = B in 
the first word, then E must repre- 
sent B in all of the other words 
too. The cipher key, which should 
be made available to the mes- 
sage’s intended recipient, simply 
consist of a list of the letters of the 
alphabet and the corresponding 
substitutions. You don’t have to 
use letters as substitutions; you 
can use runes as we did in the 
illustration, numerals, punctuation 
marks or any symbols you like. In 
Arthur Conan Doyle’s “The Adven- 
ture of the Dancing Men,” Sher- 
lock Holmes decoded a cipher 
comprised of stick figures. 


To make a substitution cipher a 
bit more baffling, eliminate the 
spaces between the letters. Thus, 
DUIVMV JT JO UIF CBTFNFOU 
becomes DUIVMVJTJOUIFCBTFN- 
FOU. Want it more aggravating still? 
Write the whole thing backwards 
(UOFNFTBCFIUOJTJVMVIUD). Alter- 
nately, you can clump the letters 
into arbitrary groups of, say, three 
(DUI VMV JTJ OUI FCB TFN FOU) or 
five (DUIVM VJTJO UIFCB TFNFO 
UBITE). Notice on that last example, 
we stuck a few phony letter (called 
nulls) on the end to make it come 
out even. 


DATE CIPHERS 

This one’s a beauty: a snap to unravel 
if you have the key, nearly impossible 
if you don’t. The key can be any six- 
digit number, but a calendar date, 
like Dec. 1, 1997, is best, since a typ- 
ical campaign provides all kinds of 
opportunities to generate dates. 
Here’s how it works. 

1. Write out the date in numerical 
form—12/01/97—then eliminate the 
slashes. The resulting number, 
120197, is the key. 
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2. Write out the message you want to 
encipher, then write the key under- 
neath it, repeating as necessary. 


KING SWAN IS DEAD 
1201 9712019712 


3. To encipher a letter, move forward 
in the alphabet a number of places 
equal to the number underneath. For 
instance, to encipher the K, move for- 
ward one space to get |. For |, move 
ahead two to get K. If the number is 
0, the letter doesn’t changes, so the N 
remains N. If you reach the end of the 
alphabet when counting forward, just 
start over at the beginning. An S 
shifted nine spaces becomes B, for 
example. The enciphered message, in 
its entirely: LENH BDAP IT MEBF. 

4. To decipher the message, the 
recipient merely writes the key 
underneath, then shifts the letters 
backwards through the alphabet 
the indicated number of places. 
Pretty slick, eh? 


rOpieM: pad pled Jeol) 1113 
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DECIPHERING 
There are hundreds of encryption and 
encoding methods but, unless your 
players are exceptionally smart or given 
lots of help, the odds of them untan- 
gling even a date cipher are remote. 
Substitution ciphers, however, can be 
broken even by novices, providing the 
ciphered message is fairly lengthy (short 
messages are hard to crack because they 
have fewer recognizable word strings.) 
A benevolent gamemaster should 
help players out by making available 
a list of the most common two-letter 
words, or making sure that one word 
is very obvious (see the bio box at the 
end of this article for an example). 


ISUAL 
UZZLE 


Remember the opening of “Raiders of 
the Lost Ark” when Indy had to put just 
the right counterbalance on the pedestal 
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around tht em. You | Know that 


LOU: hing t thee COrrect one Will grant you passage Deyt yond 
this Harrier, touch the Wrong one and you join Jane Hony 


MENUS On THe ground, 


50 INQUEST 36 


in order to swipe the treasure? That's an 
example of a visual puzzle, a brain teaser 
tied to a physical object. Visual puzzles 
take a variety of forms. For instance, the 
solver might be asked to assemble the 
pieces of a broken statue, sort colored 
pebbles into the proper containers or 
determine which bridge leads safely over 
the abyss. Visual puzzles can have the 
same function as riddles—to show “wor- 
thiness” for example—but are better as 
obstacles players must overcome to 
achieve a short-term gain. Solving a visual 
puzzle to disable a trap, reveal a secret 
passage or open a locked door beats 
making a “observation” check any day. 

But what makes a good visual puzzle? 
First, they all have tangible components, 
which can be anything from chess pieces 
(which the gamemaster may employ as 
props) to shards of magic crystal (which the 
gamemaster can describe or represent 
with colored paper). Second, they all 
require the solver to physically interact with 
the components. Though the possibilities 
are endless, here’s a few to get you started. 
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MULTIPLE CHOICE PUZZLE 
Probably the most common type of 
visual puzzle is the multiple choice test: 
Which of 10 coffins conceals the vam- 
pire? Which of two vials is poison, 
which is the antidote? Which door con- 
ceals the lady, which the tiger? Because 
most multiple choice puzzles consist 
of the same elements—a problem, sev- 
eral seemingly identical objects, and a 
clue that leads to the solution—they’re 
reasonably easy to create. 

Start with the problem. Let’s say we're 
at the base of a mountain, facing three 
identical skulls mounted on poles, with 
bones scattered around them (see visual 
puzzle on p. 50). Touch the correct skull 
and a passageway will open granting 
entrance to the mountain and allowing 
your adventurers to go forward with their 
quest. Touch the wrong skull and you 
join the boneheads littering the ground. 

Next you need to provide a clue, 
something that subtly distinguishes 
one option from the other. This is 
tricky. For starters, if the clue’s too 
obscure, the players won’t have a 
chance of figuring it out. Suppose, for 
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instance, you mark one skull with a 
Tibetan death symbol. That’s fine, pre- 
suming any of the characters is famil- 
iar with Tibetan death symbols. 

How about scattering bones in 
front of only one of the poles? Duh. 
Too easy. No fun. 

How about animal scratches or drop- 
pings, from, say, squirrels or birds—on 
one of the skulls? And maybe there’s 
an insect on one of them. Now you’re 
talking. A thoughtful player should be 
able to conclude that animals are using 
the skull as a perch; hence the scratched 
skull is safe. And since the insect hasn’t 
been fried, that one too is OK. These 
clues are just right: not too obscure, not 
too obvious, and understandable with 
a little deductive reasoning. 


SEQUENCE PUZZLE 

Another nifty way to drive your play- 
ers nuts is to make them perform a 
series of actions in a specific order. To 
activate a spell, for instance, they must 
polish the gems of a crown in a par- 
ticular sequence. Or, to lower a draw- 
bridge, they must pull the correct 
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series of levers or punch the correct 
number of buttons. In other words, 
they can’t solve the puzzle without 
ferreting out the pattern, which 
requires diligence and logic along with 
a fair amount of trial and error. 

A tried-and-true type of sequence 
puzzle involves the navigation of floor 
tiles. To escape the room (or deactivate 
the trap or signal for help), the solver 
must step on colored (or numbered 
or oddly shaped) tiles in a certain 
order. For example, if the floor resem- 
ble a checkerboard, maybe the solver 
must avoid all the black tiles, or hop 
across it ina “Hopscotch” pattern. The 
possibilities are endless. 

Numbered tiles lend themselves to 
a myriad of variants. Maybe the solver 
is only allowed to step on even-num- 
bered tiles, or tiles divisible by three. 
Perhaps the values of the numbers are 
insignificant; maybe he must only step 
on numbers with circles in them (0, 
6, 8 and 9). These type of puzzles are 
even better if you tie them into a big- 
ger part of your campaign. Maybe the 
adventurers know the evil wizard 
serves the seven demons of H’gnarth, 
making that number (and anything it 
divides evenly into) bad news. 


BRAINS 
OVER 
BRAWN 


It doesn’t matter if your players are a 
band of cavemen in 1,000,000 B.C. or 
a crackerjack Corporate Response Team 
in the far future, there will always be 
times when brain power should be 
more important than brawn power. 
And what better way to test your 
player’s brains than with a good puz- 
zle from your buds at InQuest? Armed 
with this article should be well on your 
way to devising some challenging brain 
teasers for your campaign. 

Before we go, here’s a pop quiz. 
Eliminate six letters from the follow- 
ing to reveal the name of InQuest’s 
favorite paperweight. 


scioxwlentosteers 
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Ar 2 youa a mana maven or yt moron? Test your ‘Magicl0 
By Alex Shvartsman and the /nQueststaff 


If you thought the gaming test from 


#32 was tough, you may want to get a doctor's note and sit out this one. 


If you're up for it, see how you fare on this marathon of 


1. You're in an alternate universe where 
Magic: The Gathering was released under 
the name they'd originally planned. You ask 
your local shopkeeper for a booster pack of... 

A. The Battle for Dominaria 

B. Mana Clash 

C. Sorcerous Assembly 

D. Planeswalker Jamboree! 
2. How many Sacred Mesa tokens does it take 
to block and kill a Sengir Vampire that has 
first strike? 

A.4 

B.8 

C12 

D. More than it would take to reach from here 

to Uranus 
3. Which of the following Magic cards will 
you never see? 

A. A blue Hurricane 

B. Serendib Efreet with artwork of Ifh-Biff 

Efreet 

C. Goblin Artisans with power/toughness of 

Gaea’s Avenger 

D. Serra Angel with artwork of Time Elemental 
4, Which of the following players won a 
Pro Tour twice? 

A. Olle Rade 

B. Mike Long 

C. Clint “The Fist” Canyon 

D. None of the above 
5. You're facing a Skulking Ghost. Which 
of the following cards will nof kill it? 

A. Lifelace 

B. Red Elemental Blast 

C. Hydroblast 

D. Erhnam Djinn 
6. Which of the following can be countered 
by Nether Void's ability? 

A. Lich Dookie 

B. Scragnoth 

C. Kaervek’s Torch 

D. Songs of the Damned 
1. This card was printed in the Limited, 
Unlimited and 4th Editions of Magic...but not 
in Revised. 
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miscellany. 


A. Atog 

B. Twiddle 

C. Kudzu 

D. Buttweasel of Bogardan 
8. Which of the following cards might you see 
in an Extended format tournament? 

A. Mox Jet 

B. Mirror Universe 

C. Kird Ape 

D. Mahamoti Djinn 
9. Which of these spells is capable of killing 
a Soltari Priest? 

A. Lightning Bolt 

B. Fry Priest 

C. Jokulhaups 

D. Aftershock 


10. You have two Sapphire Medallions in play. 
You cast a Capsize and pay the buyback cost. 
How much mana have you paid? 

A. UU2 

B. UU3 

C. None. Buyback isn’t really a “payment.” It’s 

more like a lease. 

D.4 
11. Your opponent has a land with a 
Consecrate Land enchantment upon it. To get 


rid of the land, you could use a... 

A. Stone Rain 

B. Dwarven Miner 

C. Pillage 

D. Blowtorch 
12. Your Grizzly Bears has been enchanted 
with Armor of Thorns. What will its power 
and toughness be if you play Grave of 
Servitude the next turn? 

A.5/1 

B. 2/2 

C. Asskicker/Badass 


13. If a Cloudchaser Eagle is cast with Ather 
Flash in pla 
A. The Eagle spins uncontrollably to its doom in 
the water below where it becomes food for the 
tiny plankton living therein. 
B. Cloudchaser Eagle will destroy Ather Flash 
and remain in play. 
C. Both Cloudchaser Eagle and Ather Flash 
end up destroyed. 
D. You cannot cast a Cloudchaser Eagle when 
Atther Flash is in play. 
14. What happens if you cast Animate 
Dead on a White Knight? 
A. You cannot target White Knight with Animate 
Dead because it has protection from black. 
B. You get to animate the Knight but as soon 
as it comes into play Animate Dead will fall 
off, due to its protection from black. 
C. The creature gets animated just fine and 
stays in play because, by the time it comes 
into play, Animate Dead has already 
successfully targeted it. 
D. The White Knight becomes a Black Knight 
and starts pummeling you while shouting 
“Death to The Man!” 
15. A player casts Blood Moon and then a 
Celestial Dawn while a Volcanic Island is in 
play. Then he enchants that land with an Evil 
Presence. What color, or colors, of mana does 
it now produce? 
A. Black 
B. White 


C. Pick any color. Hey, it’s your house, your rules. 
D. White and Red 


16. You attack with a Ball Lightning. There's 
a Furnace of Rath in play. Your opponent 
blocks with a Headless Horseman. How 
much damage will he take? 
A.0 
B. It depends where the Ball 
Lightning hits the horseman. If it’s a 
head shot, he takes no damage, but 
you take 12. Duh! 
C10 
D. 20 
17. You bring a Time Vault into play 
and your opponent untaps it with 
an Infuse. What does this mean? 
A. You can tap the Time Vault to take 
an extra turn. 
B. You must skip your next turn. 
C. You cannot use the Time Vault until 
it becomes tapped. 
D. It means he’s been playing this game 
waaay too much and should go home 
now, declaring you the winner and 
supreme overlord of the universe as he 
exits your house bowing repeatedly. 
18. Which of these cards does not 
have a casting cost? 
A. Alchor’s Tomb 
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B. Ancient Tomb 

C. Cyclopean Tomb 

D. Tormod’s Crypt 
19. Which of these cards has not 
been reprinted with a new name, 
and the exact same ability, anda 
different casting cost? 

A. Azure Drake 

B. Mox Emerald 

C. Regrowth 

D. Sinkhole 
20. It is the beginning of your 
upkeep and you have only these 
cards in play: Cosmic Horror, 
Fledgling Djinn, Juzam Djinn, 
Minion of Leshrac, Minion of 
Tevesh Szat, Yawgmoth Demon 
and six swamps. What is the 
minimum amount of damage you 
could take during your upkeep? 


C 0. Your house. Your rules. 
D.18 
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Okay sports fans (hey, Magic was on ESPN 
after all), multiply the number of questions 
you answered correctly by five to get your 
score. If you actually had to dig out cards to 
do the test, penalize yourself five points. If 
you picked “your house, your rules” give 
yourself a 10-point bonus for attitude. 


91-100+: ICY MANIPULATOR 
Shivan? Tapped ‘im. Leviathan? Done him. 
Hell, you rule. 


81-90: GRINNING TOTEM 

It’s hard to wipe that stupid smile off your 
face when you're always winning. Well, not 
always; occassionally an Icy shuts you down 
and reminds you who rules. 


71-80: KNOWLEDGE VAULT 


You know the difference between spellcasting 
and spelling, but need to bone up if you wanna 
run with the big hounds. 


61-70: DARING APPRENTICE 

You guessed a lot and manged a respectable 
score. Very good, grasshopper... now catch 
fly with chopstick. 


51-60: MEMORY LAPSE 

Remember the kid who always has his hand 
raised grunting “ooh, oooh, ooh, | know, | 
know,” but when the teacher calls on him he’s 
forgotten the question? That's you. 


31-50: MARSH GAS 
You're no moron, but until you learn a bit more 
about the game, you'll continue to be a weenie. 


0-30: URZA'S MORON 

You're still not sure what paper rectangles 
with weird drawings have to do with pulling 
bunnies from top hats. Bunnies pretty... . 
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BY GARY WISE 


n the early days of Magic, people scrounged up their last pen- 
L to buy one more booster pack in the hope of getting a 
ool rare like Chaos Orb or Gauntlet of Might. Unfortunately, 
more often than not you’d end up with something lame like a 
Farmstead, Chaoslace or *gasp* Kudzu. However, even the worst 
card has a use, and can even find its way into a tournament- 
level deck. This “throwaway” card is the symbolic centerpiece of 
an inexpensive Extended deck that combines the best attributes 
of green with the power of land destruction. 

This deck works fast to gain control of the board, then keeps 
it with cards like, well, Kudzu. 

Like any speedy green deck should, it usually kicks off with a 
first-turn Llanowar or Fyndhorn Elf. This sets you up to play one 
of the deck’s eight three-mana land destruction spells—either 
Thermokarst or Winter’s Grasp—on the second turn. If all goes 
well, you'll be able to add Creeping Mold to your selection on 
the third turn. 

But why stop there? Icy Manipulators work just as well as 
land destruction if you use them to tap your opponent's lands 
during his upkeep. Still not enough? That’s where the Kudzu 
comes in. With all those Icy’s around, Kudzu can be an effec- 
tive means of crushing your opponent'’s lands. Just play it on 
an obtrusive land, tap it with an Icy, and when he moves the 
Kudzu to one of your lands, tap your land and give it back to 
him. With eight elf dudes, you'll be able to afford losing a 
land or two. 

Now, what do you add to a land destruction deck to make 
it better? Why, more land destruction! Strip Mine is a no-no in 
Extended, but that’s okay. ..it’s been replaced by Tempest’s Waste- 
land. Sure, Wasteland can only target non-basic lands, but this 

is the Extended format we’re talking about, where dual- 
lands and Mishra’s Factories reign. With 21 ways of tak- 


ARTIFACTS 

3 Cursed Scroll 
4 ley Manipulator 
4 Triskelion 


GREEN 
CREATURES 
2 Erhnam Djinn 
4 Fyndhorn Elf 4 Stunted Growth 
4 Llanowar Elf 4 Thermokarst 

2 Uktabi Orangutan 4 Winter’s Grasp 


GREEN SPELLS 
4 Creeping Mold 
1 Kudzu 
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The rebellion in the Ghia factory was bound to happen sooner or later. 


ing out your opponent's land, you should be able to rian out 
at least one of the colors your opponent is playing, and often 
more than that. 

However, good landkill decks aren’t only about killing land— 
there will be times when your opponent is able to cast spells and 
creatures. You need to be able to control all aspects of the game. 
In some cases, you'll go up against a deck that utilizes Diamonds 
or Medallions. Fortunately, the Creeping Molds and Icy’s handle 
these just as well as they deal with lands. (Plus, they make great 
fodder for your Uktabi Orangutans.) You might have trouble 
with a big creature if your opponent can get one into play. If 
such an instance arises, it’s usually Icy to the rescue. Otherwise, 
you may have to take a pounding until you’ve got enough crit- 
ters and damage dealers to gang-tackle it. 

Weenie creatures, on the other hand, are a breeze. Triske- 
lions are a bit pricey at six mana, but you'll usually have enough 


LANDS 

12 Forest 

4 Mishra’s Factory 
4 Wasteland 


Erhnam Djinn ~=————3 Uktabi Efreet 
Mishra’s Factory ————> Stalking Stones 
Triskelion ——_—> Serrated Biskelion 


Magic: The Gathering is a registered trademark of Wizards of the Coast Inc. 


ls this your idea of a Light spel?” 


mana by the time you need them anyway. 4/4 creatures are 
always nice, but it’s the Triskelion’s firing ability that really makes 


hen it comes to theme decks, we've covered a broad range 

of topics over the years—everything from sports to demons 
to the irreverent bashing of old people. One thing we haven't 
looked at is artists. So, in our 52nd installment of “Theme 
Decks,” we've decided to honor a prolific Magic artist—and who 
better than Phil Foglio, winner of the 1997 /nQuest Fan Award 
for best artist (see pg. 88)? 

Our man Phil has worked on 42 different Magic cards— 
unfortunately, most of them suck. (In play value, that is, not 
artistically.) So, in order to come up with a playable deck, we 
had to reach into some of Phil’s other work. Tempting as it 
was to include some XXXenophile cards, we managed to limit 
ourselves to Portal and, of course, our very own “Holiday 


Magic Cards” (InQuest #33). 


it worthwhile. One Triskelion can pick off a one-, two- or even i Jeff Hannes, Foglio Groupie 
three-toughness creature. If there aren’t any creatures in your ARTIFACTS GREEN 
way, you can opt for the all-out attack. Attack for four and then 1 Easter Egg (10) 3 Bee Sting (Portal) 
shoot three counters at your opponent for a total of seven dam- 1 Hollow Weenie (/9) 3 Killer Bees 
age. Just don’t make the mistake of firing those counters until 1 Mirror Universe 1 Lure 
they'll win you the game. You'll always have an opportunity to 1 Recycle 
use the counters, so wait until the last possible moment. BLUE 3 Redwood Treefolk 
Another good damage-dealer is the Cursed Scroll. This is 9 Apathy 
quickly becoming one of the most popular tourney cards. Just hold 1 Browse WHITE 
onto a few extra land, use the Scroll when all you've got is a 3 Cloud Pirates (Portal) 1 Cleanse 
handful of Forests and you’re assured two points of damage. Of 1 Command of Unsummoning 1 Humility 
course, there’s always good old fashion beat-down. Erhnams are (Portal) 1Icatian Scout 
among the most cost-efficient creatures in Extended and the 92 Dream Cache 3 Master Decoy 
ever-annoying Mishra’s Factories are always ready to deliver some 9 Gaseous Form 1 Unlikely Alliance 
damage. Even your army of Elves can poke away a few points. 1 Prosperity (Portal) 
The kicker in this deck is Stunted Growth, a hugely underrated LANDS 
card that can devastate your opponent, ensuring that once you GOLD 6 Forest 
have the advantage, you keep it. Forcing your opponent to put 1 Flag Day (/0) 7 Island 
three cards back on top of his library has many ramifications, 1 New Year's Eve (/0) 4 Mishra’s Factory 
not the least of which is that your opponent won’t draw any 2 Rainbow Vale (little bit 0’ 
land for at least three more turns. RED Kaja) 
The sideboard is mostly built to augment the effectiveness 1 Orcish Librarian 5 Plains 
of this deck against other popular deck 
archetypes. The Emerald Charms and Tranquil- [ ‘© oy 
ities will help you take out gimmicky decks like  « 


Mesacraft and Fruity Pebbles, and the Barbed 
Foliages and Serrated Biskelion give you more 
protection against those annoying Knights and 
Orders. For decks toting a lot of artifacts, be sure 
to sub in the extra Orangutans. 

Kudzu’s Revenge gives you an opportunity to | 
play with some older cards you never thought you'd 
use again while still being competetive in the 
Extended environment. With no dual lands in the § 
deck, it’s significantly cheaper to build than most | 
other Extended tourney decks, and there’s nothing 
quite like seeing the look on your opponent's face 
when you defeat him with a Kudzu. ri. 


Gary Wise is a frequent member of the Pro Tour. 
If you happen to bump into him, he’d be happy 
to trade his extra killer Kudzus for your useless 
dual lands. : : 


BY ZEN FAULKES 


til now, Legend of the Five Rings players knew Scorpion almost 
Use through dishonor decks. But Scorpion Clan Coup is set 
during the time when Scorpion was at their height, not the defeated 
clan we've known. This Bayushi Scorpion deck includes the deviousness 
you'd expect of a clan who acted as Rokugan’s secret police, but with 
the armies of a great clan as well. A few touches of sabotage act like a 
scorpion’s pincers to hold your opponent down while your military 
power acts as the scorpion’s tail, delivering the killing blow. 

Scorpion have always been masters of denial, and some staple Scor- 
pion cards appear in this deck. Yogo Asami, with her ability to bow per- 
sonalities on both your tum and your opponent's, is profoundly annoying 
in head-to-head games. Ninja Shapeshifters are included mainly to copy 
her ability, allowing you to lock up personalities so that your few big units 
can go over and whomp undefended provinces. Of course, if your oppo- 
nent has nifty personalities that the Shapeshifters can copy...go for it. 

Although dishonor isn’t the main theme of the deck, Secrets on 
the Wind is here. It’s included to slow down honor gain, and make key 
personalities vulnerable to Force of Will and Test of Honor. If you're 
facing a Shadowlands deck (like Junzo-in-a-Can), do not discard Force 
of Will to the Merchant Caravans. With a 4 focus value it’s tempting, 
but you will in all likelihood need those spells to kill off big, icky oni. 

Once you've managed to hang up or eliminate most of your oppo- 
nent’s personalities, you can unleash the armies of Scorpion. The strat- 
egy is, “Feint east, strike west.” Bayushi Marumo is a key personality in 
this deck. His gold cost and zero honor-requirement made him nearly 
useless with the Ruined Scorpion stronghold, but he looks mighty fine 
to a Bayushi Scorpion player. His ability to move from province to 
province makes him work a little like cavalry or Traversable Terrain. 
Marumo’s maneuverability lets you pull some tricks that pure cavalry 


DYNASTY DEGK REGIONS 
PERSONALITIES 1 Crossroads 
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MORE OF THE BEST IN TOURNAMENT-LEVEL DECK: 


PINCERS AND TAIL. 


Yogo Asami’s Poison Works and Beauty Salon: It’s better to look good than feel good. 


can’t, however. For instance, you can lay in Suspended Terrain at one 
province to bog down your opponent's units even more, then have 
Marumo leave the battle to avoid destruction. 

Other options for moving units to put your forces where your 
opponent doesn’t expect them include Superior Tactics, Yogo Shidachi 
and Bayushi Tangen. Shidachi doesn’t bow when using his innate 
ability, which means you can use him to move your units, then cast 
Light of Amaterasu or Force of Will later. 

Mainly because of Marumo’s ability (he can only move when he’s 
got a single follower), you want to pack a lot of punch into one fol- 
lower. Elite Heavy Infantry and Imperial Honor Guard, which would have 
been almost impossible to use in a Ruined Scorpion deck, are just the 
ticket. Bushi Dojo and Hub Villages help pay for these pricey armies. 

If your samurai don’t show up where the Hub Villages are attached, 


SUBSTITUTIONS 


OBSIDIAN MIRROR 
| Glimbing Gear 
Armor of Sun-Tao 


2 Superior Tactics 
2 Suspended Terrain 


3 Bayushi Marumo 1 The Hub Villages 1 Test of Honor Ho-Dachi 
1 Bayushi Shoju (Inexperienced) 1 Toturi is Drugged hives 
3 Bayushi Tangen EVENTS 
3 Ninja Shapeshifter 1 In Time of War FOLLOWERS TEST OF HONOR 
3 Shosuro Ikawa 1 The Darkest Day 3 Elite Heavy Infantry |p Bribery 
bm — 1 The Fair Voices of Lies ; airy i a Shadowlands Sickness 
ogo Asami mperial Honor Guar‘ ; ; 
» Yogo Shidachi FATE DECK ea a 
HOLDINGS 2 Accessible Terrain 1 Ancestral Sword of the Scorpion guano sng 
3 Bushi Dojo 9 Block Supply Lines 1 Obsidian Mirror Go Master 
Geisha House 9 Confusion at Court Armory 
| dade Works 1 Encireled Terrain SPELLS Retired General 
} Merchant Caravan 2 One Koku 3 Force of Will 
8 Ninja Stronghold 2 Rallying Gry 1 Light of Amaterasu 
3 Small Farms 1 Ring of the Void 2 Secrets on the Wind 


Legends of the Five Rings ™ & © Five Rings Publishing 


“No! Not the Imperial Sleeper Hold!” 


you can often move them there using Shosuro lkawa’s ability. 
Likewise, you can use lkawa’s nifty ability to flip your holdings 
into a province with Crossroads attached. Don’t forget that Ikawa 
can also move your opponent's cards out of his favorable regions. 
Sometimes, you might want to use Ikawa to move fortifications 
before they're paid for in the Dynasty phase. If your opponent 
already has Unscalable Walls at one province, sliding a second 
copy of that fortification over to the same province will usually 
ensure that it can’t come into play. 

When you've got so much force backed into a few tight bun- 
dles, Light of Amaterasu is a very effective spell. It’s a reusable 
Rallying Cry for one unit. With that spell, or a Rallying Cry, Acces- 
sible Terrain can allow you to munch more than one province a 
turn. Once you've destroyed a province, use Accessible Terrain 
to move a unit into another battle from your fief. 

Despite the number of doors opened up with the introduction 
of the Bayushi stronghold, some things haven't changed. By now, 
Scorpion players should be used to being behind in the honor 
race, and that's still the case. The Imperial Honor Guard and a lit- 
tle Confusion at Court should keep your armies from being 
thwarted by the Imperial Favor. | haven't included Breach of Eti- 
quette, though, because clans that used to be frozen in their tracks 
by a single Breach of Etiquette (like Lion and Naga) are no longer 
so vulnerable to it. There are lots of good events to hurt honor 
decks, so some of those are used instead. 

Big, high-force units (lots of those here) are natural targets 
for duels. Although your samurai have respectable chi, it’s not 
high enough to avoid getting sliced by a good dueling deck. Luck- 
ily, Bayushi Tangen can take the blade for your military leaders. 
He helps pump up the Ancestral Sword, too. 

Because the new Scorpion stronghold means you can peek 
at your opponent's hand on a whim, | couldn’t resist including The 
Obsidian Mirror. Yes, it’s slow to enter play, but it is a fun way to 
deny your opponent some key fate cards. Even without the Mir- 
ror, do not underestimate the stronghold ability to look at your 
opponent's fate hand. You can go into battle and know whether 
your opponent has a Superior Tactics ready to destroy your ter- 
rain, or whether you will be hit with Block Supply Lines and won't 
be able to straighten, or whether you risk a Counterattack. Any sol- 
dier can tell you that information is ammunition. aC 


Zen Faulkes was the top Crab skirmisher at the Day of Thun- 
der tournament at GenCon ‘97. That should count for some- 
thing, shouldn't it? 


ust having an opponent lose the Imperial Favor makes this card 

useful, but The 38th Hantei Falls is especially coo! because it pro- 
vides a new way to win. If you have all four Walls of Otosan Uchi out 
when this event hits, you win. This victory path depends on two fac- 
tors: getting the Walls in play and having the event show up at the 
right time. 

Getting the four Walls into play is not difficult. Not only do you 
have Through the Waterworks, you can also use the event Architects 
of the Wall and the Kaiu Castle region to pull them out of your dynasty 
deck. Political Dis- 
traction can help deal 
with the honor loss if 
you plan on pulling 
out a couple of Walls § 
in a single turn. 

Of course, not 
only do you have to 
get the fortifications 
in play, you must keep 
them in play to win. A 
single Wall in the 
discard pile spells the 
end for that little & 
victory plan. When § 
you need help with 
fortifications, call a 
Grab. Shiryo no Kaiu 
provides much needed 
insurance by letting you retrieve a discarded fortification. Try 
attaching the ancestor to Kaiu Suman: he’s cheap, has no honor 
requirement and can move the Walls to your province of choice. 
For instance, if you attach Walls to a Lost Valley, they'll be safe 
from Explosives or Alhundro Cornejo. Put the Walls in a Clan 
Heartland, and they're safe from attacking armies. Shosuro Ikawa 
will let you move them, too. 

Having The 38th Hantei Falls resolve at the right moment is much 
trickier. Avoid Fate and the Seer promo card are popular ways of 
stalling events, but there are other ways to help ensure the event 
appears only when you need it. First, you'll need to know when the 
event is in your provinces. You can use a Ninja Spy to accomplish 
that (and you'll probably have them in your deck to play Through the 
Waterworks), or have cards turned face up outside the Dynasty 
phase with Essence of Air or Shiryo no Shosuro. You can have one 
of your cheap shugenja cast Strike at the Roots to put The 38th 
Hantei Falls at the bottom of your Dynasty deck. Later, once you've 
retrieved all the Imperial fortifications, use Augury to fetch the 
event and put it back at the top of your deck, giving you a win at 
the start of your next turn. @ ZenFaulkes 
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FILLING THE SHOES OF THE WORLD’S worst MAGIC puayver 
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YOU CAN’T WIN. 


Win? Who cares about winning? On the verge of yet another humili- 
ating defeat—this time at the hands of Heather “The Hurt” Harris— 
Eugene T. Dudley, the world’s worst Magic player, hasn't even been think- 
ing about victory. He’s been thinking about protection—no silly, pro- 
tection from colors. In fact, his latest losing deck was constructed with 
only one goal in mind: fo give one of his creatures protection from 
all five colors. 

Heather's done her part fo make sure Eugene doesn’t have a 
prayer of winning, putting the hurt on him with a Shivan Dragon. 
Eugene could try and hold off the Dragon for a few more turns, but what's 
the point? Heather's up over 40 life and Eugene has, well, a Wood Ele- 
mental. However, he’s pretty sure that he finally has all the cards he 
needs to execute his plan. The question is “Which creature will it be?” 

Can you help Eugene figure out which one of his creatures can 
gain protection from all five colors this turn and how to do if? 


KEEP IN MIND THE FOLLOWING: 


¢ It is the beginning of your main phase. Your life is irrelevant. 
Your graveyard is irrelevant. You will be assim—er, never mind. 

© The Flickering Ward on the Wood Elemental is giving protection 
from green. 

© The Wood Elemental is 1/1. How lame. 

© You must give one of Eugene's creatures protection from black, 
blue, green, red and white. You do not need fo give the creature 
protection from purple. 

© A creature with protection from a color cannot be targeted by 
spells or effects of that color. 

¢ If a creature gains protection from a color, any enchantments of 
that color on the creature are immediately buried. 

e If you're wondering how Eugene got that Ihsan’s Shade into 
play, you're clearly not spending enough time on actually solving 
the puzzle. 


THIS MONTH’S DIFFICULTY RATING: 


HAND 
Mind Bend 
Prismatic Boon 
Prismatic Circle 
Prismatic Lace 
Prismatic Ward 
White Ward 


CARDS IN PLAY 
Ersatz Gnomes 
Ihsan’s Shade 
Scragnoth 
Willow Priestess 
Wood Elemental with Flickering Ward 


LAND 
Forest (x2) 
Island (x3) 
Plains (x4) 

Rainbow Vale 


Mail in your step-by-step solution to: 
DEAD MAN’S HAND: 
PRISMATIC PROTECTION 

C/O INQUEST 


PO BOX 118 CONGERS NY 
10920-0118 

The winner, randomly chosen from all 
correct entries, will snag a box of 
‘Stronghold. All entries must be post- 
marked no later than March 27, 1998. 


1. During your upkeep, spend two mana t activate the 5. Pay for the Tolarian Serpent by putting the top seven 
Soldevi Digger, putting the Heart of Bogardan on the cards of your library into your graveyard. 


bottom of your library. 6, Process the Black Vise. You now have nine cards in your 
2. Tap two Islands and activate the Flooded Shots to hand, so you take five damage. Spend two mana and 
return the Urborg Stalker and the tapped ‘slands to _ activate the Bone Mask to prevent the damage, remov- 
yourhand. = : ing the top five cards of your library from the game. 
3. Tap two Islands and activate the Flooded Shoreline to 7. One card remains in your library, the Heart of Bogar- 
return the Ertai’s Familiar and the tapped Islands to dan. Proceed to your draw phase and draw the Heart 


your hand. Because the Familiar left play, the fopthree of Boga 


rdan. 


cards of your library go to the graveyard. 8. toby kills you with 0 Lightning Bolt and takes off with 
4, Spend three mana to cast Corpse Dance, bringing the Lula, his new valentine. Better luck next time, Eugene. 


Tolarian Serpent into play. 
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___ Hf my opponent has a Lich in play and I use 
Steal Enchantment, does my opponent die? 
—JUSTIN PFLIGER, NACHES, WA. 
Usually, but not always. A Lich’s “you 
lose” only triggers if it leaves play, not if it 


changes control. So your opponent will have _ 


zero (or less) life but still be in the game. If 


end of the phase, he’s fine. If he destroys 


the Lich before then, YOU lose. 


Qs: What happens if you Ertai’s Meddling 
your opponent's Ertai’s Meddling? 
—Jacob Gallay, Babylon, NY 
As Ertai’s Meddling is as good as a counter- 
spell for any interrupt. The target spell won't 


be there when the Meddling’d interrupt finally 


resolves, so it will fizzle. 


Q: What happens when The Wretched is 
blocked by The Wretched? 

—Chue Vang, Sheboygan, WI 
Az The attacking player gets both of them. 
The Wretched only gives control of things block- 
ing it, not things that it blocks. 


Q: What will happen if | cast Repentance on 
a Spirit of the Night or some creature with 
a protection from its own color? 
—Kalayaan Magno, The Philippines 
A: It will deal damage to itself, and then the 
protection will reduce that damage to zero. 


Q: If | cast an Earthlink (cost of BRG3) could 
| gain three life from Wooden Sphere, Throne 
of Bone and Iron Star? 

—Andy Newell, Kokomo, IN 
A: All three will trigger. If you pay three mana, 
you'll get three life. If you had three of the 
same artifact, instead of three different ones, 
you could still gain one life from each. 


Qs If | have a Forsaken Wastes in play and 
cast a Drain Life, will my opponent still 
take damage? 

—Eric Kowalsky, Auburn, NY 
A: Yes, but you won't gain any life. 


Qs My opponent casts Aspect of Wolf on 
one of his creatures, and | cast a Deflection 
to change the target to my creature. What 
does my creature get? 

—Alex Braitberg, St. Louis, MO 
As Your opponent still controls the Aspect of 
Wolf, so it counts his Forests (and not yours) 
no matter whose creature on which it is located. 


Qs: Can you use the last counter of a Gem- 
stone Mine and then sacrifice it to Army 
Ants? Or sacrifice it then, as a mana source, 
tap it for mana? 

—Paul Sible, West Virginia 
A: No to both. When you remove the last 
counter, the Gemstone Mine is destroyed as a 
triggered effect. You can use mana sources 
(like Squandered Resources) before it destroys 
itself but not regular abilities like Army Ants. And 
when you sacrifice something, you place it 
directly into the graveyard; there’s no time to 
slip in a mana source. 


Q: What type of mana does a land produce 
when you have a Ritual of Subdual and a 
Hall of Gemstone in play? 

—Evan Barkhouse, Nova Scotia, Canada 
A: During the untap phase and the first part 
of the upkeep, all the lands produce colorless. 
Once you resolve the Hall of Gemstone’s upkeep 
effect (regardless of the order they were cast), 
the lands produce the chosen color until end 
of turn. 


Q@: | have an Ather Flash in play and my 
opponent casts Nature’s Revolt. Do all the 
lands go to the graveyard? 

—Sheila Hoag, Carleton, MI 
Az No. The land-creatures are already in play; 
A:ther Flash only triggers when a creature comes 
into play. It won't kill new lands either; since 
they don’t become creatures until they’re in 
play, Ather Flash misses its chance to trigger. 


Q: When a creature with a Licid on it attacks 
and becomes tapped, does the Licid become 
tapped as well? 

—Peter Meijer, The Netherlands 
A: No. Usually people tap the creature and any 
enchantments on it together because it’s more 


Q: Can | phase out the creature animated 
by Coffin Queen, untap her and get another? 
—Brian Braun, Derlap, KS 


creature 


Qs If | use Thran Forge to turn my oppo- 
nent’s Shivan into an artifact creature and 
then use Aladdin to gain control of it, would 
| control it long enough to attack with it? 
—Christopher Iglehart, Vail, CO 


ny 


Q: If my opponent has creatures on his 
Cold Storage or Safe Haven and | gain con- 
trol of it and sacrifice it, do | gain control 
of those creatures? 

—Josh Kuchta, Fairborn, OH 


aC 


Q: With a Bésium Strip in play, can | counter 

my opponent's Fireball by using an Arcane 

Denial which is on top of my graveyard? 
—Matthew Snead, Adrian, MI 


rn. Activoati 


Qs | cast Blood Frenzy on a creature. Before 
the end of the turn, | cast Flickering Ward and 
choose red. What happens? 

—Kyle Goff, Sacramento, CA 


C 


11000 


Q: | use a Helm of Possession to take con- 
trol of one of my opponent's creatures. Next 
turn, can | sacrifice that same creature to 
take control of another one of his creatures? 


—Adam Zorza, Novi, MI 


TENT 


Q: | cast two creatures, a Goblin Hero and 
a Mogg Fanatic, and my Enraging Licid hops 
onto the Goblin Hero. | attack. | then cast 
Relentless Assault, transform my Licid, and 
have it hop onto the Mogg Fanatic. Can the 
Goblin Hero participate in my second attack 
or is it sick? 

—Sean Costal 


les, Redlands, CA 


<o 17 
USEG CT TV' HE ¢ 


jant Stand only after” 
u're attacked, before you 
leclare interceptors, 
ay one creature gots +1¢/+: 
wii the end of the turn. If d 


Q: My friend and | were playing Magic when 
| drew Defiant Stand, a Portal card. The card 
reads “Play Defiant Stand only after you're 
attacked, before you declare interceptors.” 
There is only one problem...it’s a sorcery! 
You can’t play a sorcery on someone else’s 
turn. How could Wizards of the Coast miss 
such a mistake? 
—Joseph Phillips, 


le of 


West Palm Beach, FL 


agic Is tna a cara’s 


Beth Moursund didn’t want to answer that “sick Licid” 
question—she wants to avoid ill Licid affairs. 


Have a gaming question that’s driving you up the wall? 
Just drop us a line and we'll calm your nerves. 
E-mail us at |QStumpers@aol.com or write to: 


STUMPERS ¢o INQUEST 


151 WELLS AVE. 
CONGERS, NY 10920 


Include your full name, mailing address 
and phone number. 


stumpers 


SPOTLIGHT 


= 


collect gee Game 


@Q: | had a character with Diplomacy 5 and 
Intrigue 3 in an Intrigue conflict. He had 
already rotated to declare that he would 
support in the resolution phase. | knew I 
was going to lose by 2, so | played Level the 
Playing Field on him so he could apply his 
Diplomacy instead. !s that legal? 

As: No. Timing in B5 is almost always “X 
happens then Y happens.” By playing this 
card, you cannot retroactively alter how 
you decided to participate in the conflict. 


Q: It is not completely clear whether the 
tension tokens are linked—i.e., are the 
Narn-Centauri and Centauri-Narn tensions 
independent settings? 

A: The description of the status tracker in 
the rulebook says it tracks “the relative 
tension of each race toward the others.” 
Narn hostility toward the Centauri may not 
necessarily be the same as Centauri hos- 
tility toward the Narn. The values start off 
reciprocal but can become different as the 
game progresses. 


Q: If a conflict says target a supporting 
character and that character gets pro- 
moted to the inner circle during the action 
round, is it still a valid target for the 
original conflict? 

A: Yes. 


Q: With the card Border Raid, if you initiate 
that conflict, can you attack with more than 
one fleet? The card only says that you have 
to support with only one fleet, but it says 
nothing about attacking your opponent. 

A: The only thing you can do with your 
fleets is what is permitted by the card. So, 
the initiator can support (only) with one 
fleet (only) and the defender can attack or 
oppose (only) with one fleet (only). 


Q: Is there a hand-size limit? 
‘i: Nope. (And, apparently, noe reason to take 
advantage of the end-of-turn discard—IQ) 


Special thanks to Doug Williamson, Dave 
Hewitt and the 85 Rangers. For more 
information, call toll free 888-256-4955, 
e-mail questions to bSevents@aal.com 
or write: Precedence Publishing, P.0. Box 
28397, Tempe, AZ 85285. 
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Clone 
Wars 


By Paul Hegyi 


“As the battle ends, Darth Vader and 
Luke Skywalker stand side-by-side, 
deactivating their lightsabers. They 
stand over their fallen enemies, the 
Mandalorian Warriors Han Solo and 
Boba Fett.” 

What?!! Luke Skywalker and Darth 
Vader fighting together? Han Solo 
partners with Boba Fett? It’s just 
another day in the Clone Wars, a Star 
Wars CCG variant that allows you to 
incorporate cards from both sides of 
the force into one deck. 


*SIGH* 

GUARD DUTY IS SO 
LONELY...| WISH | HAD 
A PARTY TO 
GO TO. 


DOUBLE TROUBLE 


In this Star Wars CCG variant, you can 
enact battles from the Clone Wars. 
Instead of being restricted to cards of 
one side, you may now include any 
SWCCG card in your deck. Now’s your 
chance to use that Mandalorian Armor 
on Han Solo or have Darth Vader train 
Leia to be his apprentice. 

The majority of the changes in this 
format are ways of dealing with specific 
cards (no, you can’t Epic Duel against 
your own Luke). Also, there are some 
minor deck construction and setup 
changes that facilitate and balance the 
environment—yes, they are clones, but 
allowing 10 Vaders, 10 Lukes and 10 
Obi-Wans would be bad. 

You may include any SWCCG card in 


your deck to a total of 60 cards. Individu- 
ally, you may only have as many of a spe- 
cific card as it’s on-table restriction. For 
example, Luke Skywalker has one unique 
*, so you can only include one copy in 
your deck, However, you could also include 
one Son of Skywalker and one Comman- 
der Skywalker, and you could even have 
all three in play at the same time. 

On the other hand, Sense has no 
restriction, so you may have as many as 
you'd like. Remember, all locations have 
a single #, so you may only have one of 
each. Card restrictions are local to your 
side of the table, so each player may have 
a copy of a unique character on their side 
(allowing two Yodas and two Executors in 
play at once). Out of play is modified so 
that your opponent can still have a copy 
of a character if your copy is out of play. 


™ g © 1997 Lucasfilm. Courtesy of 


The facing of a location is impor- 
tant, and no longer clear since you do 
not represent a specific side of the 
Force. Now, when you play a location, 
you see which side of the force the card 
is (from the back of the card) and face 
that side towards you. This can also be 
seen by the uniqueness dot (which is 
red on the side that should face you) or 
the picture, which should be upright. 

This variant allows you to take 
advantage of some of the combo cards 
in a unique way, but must also restrict 
those that go too far. As a rule, battle 
interrupts such as Gift Of The Mentor 
or Dark Collaboration will work regard- 
less of the side the required participants 
are on. So, if you have Luke battling 
against Obi-Wan, you may play Gift Of 
The Mentor to add 2 battle destiny. 
The same follows for the “opposing” 
destiny adders, such as | Have You Now 
and The Force Is Strong With This One. 
You can have both targets on the same 
side, easily setting up a combo with 
both your Luke Skywalker and your abil- 
ity > 2 Imperial to play The Force Is 
Strong With This One. 

Epic Events are a special case that 
must be treated individually. With 
Attack Run, your opponent only loses 
force if he deployed the Death Star. 
Your opponent only loses force from 
Commence Primary Ignition if he 
deployed at least half of the blown- 
away Rebel Base locations (so you can’t 
just toss out Yavin to blow it away). If 
you successfully Target The Main Gen- 
erators, damage is only dealt if your 
opponent deployed the Hoth: Main 
Generators (he takes the damage). Epic 
Duels can only be played against your 
opponent's target, though you may do 
it in reverse (using Run Luke, Run to 
initiate a duel with your Luke against 
your opponent’s Vader). If you cross 
your opponent's character, it is con- 
sidered out of play for him but you may 
keep a copy of the character if it is 
already on table (or deploy one after 
the cloned copy is lost). 

Deploy restrictions resulting from 
the Hoth: Main Generators work for the 
player that deployed the site (his oppo- 
nent can only deploy to the outermost 
exterior marker). On the other hand, 
the Dagobah deploy restriction still 
affects all players. 

As a general rule, cards that specify an 
opposing side of the force look to or tar- 
get your opponent (a Light Side card 
that refers to the Dark Side now uses your 
opponent). Cards that refer to a specific 
color of icon act on the icons on the side 


of the table they would normally effect. it / ] i 
In the case of Djas Puhr (a Dark Side card 

using Dark Side icons), his power is deter- 
mined by the icons on your side of the 
table. With cards like Probe Droids and 
Wyron Serper, look at your opponent’s 
side of the table to determine their use. 
Let’s not get into Brainiac.... 

Although these rules take into 
account many card changes to help 
make Clone Wars fun and different, 
don’t wholly change all the cards. You 
still need to respect the difference 
between Rebels and Imperials and real- 
ize that they are not interchangeable. 
If a card thematically works only on 
Rebels (such as Scanning Crew), you 
cannot use it against Imperials. That 
Imperial Scanning Crew from “Star 
Wars” was looking for hidden Rebels, 
not their own people. 

That should be enough to get you 
going on your own cloning spree. If 
any quetions pop up that aren’t cov- 
ered here, use your best “Star Wars” 
judgment. Failing that, there’s always 
rock, paper, scissors. Now, get those 
Spaarti Cloning Cylinders up and 
running so you can crank out that 
unbeatable force! ' 


BOB, YOU 
GOIN' TO VADER'S 
TUPPERWARE PARTY 

TONIGHT? 


CAN'T BOB. 


EMPEROR'S COMING 
TOMORROW AND | GOT J 
STUCK SCRUBBIN' THE / 

REACTOR CORE. : 
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| 
i 
: | 66M tlast | have you in my grasp, Captain Courageous! 
. 3 When this candle burns through that oh-so-thi 

& length of twine, the 16-ton-weight hanging over 
: 2ad will turn you into he! 
athtraps. The nefarious villain traps our hero in an. 
apable contraption, from which ou iously 


sci-fi an ion, superhero comics, action 
ES f t Clinton administration. 
/ But in roleplaying, we see them less often. W' 


Because, though deathtraps can enhance any kind of adven- 
ture, you can find trouble just getting your player characters 
into your trap. Your villain either has to pound them all into 
oblivion, or you must shanghai them with knockout gas or 
other plot devices. And players irrationally hate that. 

Always make your deathtrap a backup option, a side 
event in your larger story. Try to get the heroes into the 
trap, but if they cleverly bypass it, more power to them. If 
they fall in, they should blame themselves, blame the villain, 
anyone but you. A couple of standard trap-springing tech- 
niques encourage this: trickery (the villain has covered his 
headquarters with an invisible sedative) and coercion (“Jump 
into the pit, hero, or Grandma Jones is toast!”). 

An even greater risk: Deathtraps can kill your PCs. Unlike 
fictional heroes, players have no writer ingeniously engineer- 
ing their escape. If they don’t twig to the solution, you have 
to spring the PCs through lame NPC intervention or, worse, 
leave them to a gory and dramatically inappropriate death. 

Here, though, you have storytelling tools to preserve 
their lives. Engineer the NPC’s intervention to give the story 
a nice twist—say, by having the villain’s repentant hench- 
man release the heroes. Also, consider making the trap 
non-fatal: The villain doesn’t want to kill the heroes, just 
delay them, humiliate them or learn about their powers. If 
the PCs can’t get out in time, the revelation (Hey, we're not 
dead!) should prove a surprise. 

Maybe you sneer at a harmless deathtrap. In that case, 
make sure to drop hints for at least one escape from the 


IMR ORCC CRNA miiem © trap, either before you spring it or as it works. 


“NOW PVE GOT YOU!” 


The essence of the deathtrap is delay. Heroes enter 
room, fall into bottomless pit, the end: not a deathtrap. 
Heroes stand on narrow ledge above bottomless pit, 
ledge slowly pulls into wall beneath their feet: a fine 
deathtrap—because the victims have time to dread their 
fate and conceive a daring escape plan. 

Why would a villain put his enemies in this trap 
instead of killing them? 

Ego: The bad guy wants the satisfaction of seeing the 
heroes squirm and of demonstrating his intelligence. 
You may well observe that, if he had the brains of a 
mashed potato, he’d know better. But the villain 
doesn’t realize he’s merely a character in the hero's 
story. The villain thinks he’s the star, and his death- 
trap demonstrates his style. 

¢ Schedule: A tight timetable forces the villain to stow 
the captured hero in some handy mud pit. “When 
the tide comes in, he'll drown.. or at least he'll be too 
busy to stop us. Now, follow me. We've only got 14 
minutes to blow up the White House.” This suits the 
brainy schemer who has a few more IQ points than the 
standard egomaniac. 

¢ Intelligence: The most cunning evildoers, far from underesti- 
mating the heroes, want to learn why these guys keep winning. 
By putting them in a seemingly foolproof trap and watching 
closely, the villain learns more about his enemies, possibly even 
a damaging secret. 

As you narrate the circumstances of the deathtrap, keep these 
points in mind: 

¢ Uh-oh good, chuckles bad: The deathtrap should worry your play- 
ers; skip the puns and broad humor. 

¢ Give them time: The heroes may have scant seconds to break 
free before the sawmill blade halves them, but offer the players 
a reasonable chance to think through things. Describe every- 
thing their PCs can observe. 


The most cunning evildoers, far from 


underestimating the heroes, want to 
learn why these guys keep winning, 


© Make them sweat: The villain wants to scare the heroes, and so 
do you. Keep the heroes conscious. If your game has ways to let 
them converse weakly but not act, use them; otherwise, insti- 
tute your own “grogginess” rule on the spot. 

¢ Multiple escape methods: Have a few possible escapes in mind 
for each trap ahead of time. Tailor them to your PCs’ abilities. 
Are some heroes smart, others strong, still others perceptive? 
Give them each a way out, so that at least one will find it. Don’t 
be surprised when they devise a solution you never expected! 


BLUEPRINTS 


Walls close in, water rises in tiny windowless rooms, tigers clamber 
up the slope, huge weights hang by threads.... You can recast 
these clichés with fresh angles (“This huge weight is actually the 
enlarged body of your baby daughter!”). But why re-cast when 
you can create something new? Check out these sample death- 
traps, ready-made for a variety of genres: 

Harmonic convergence: Trapped in a wind tunnel—either 
modern or magical—the characters notice a low hum under the vil- 


Make the heroes sweat and the players will get the point. 


lain’s gloating. He makes his glib farewell, drowned out by the 
increasing hum. As the sound vibrates in their chest and sinus cav- 
ities, the heroes realize the sound will shake them to pieces. Strong 
heroes can smash through the vibration-weakened wall. Clever 
PCs can pinpoint the sound’s source and destroy it. Gadgeteer 
superheroes could build a counter-vibrational device that cancels 
out the sound waves in their vicinity. And anyone can find the hid- 
den ventilation baffles, lined with sound-absorbent air filters. 

Salt boat: The villain is escaping onto the open sea in his lux- 
urious ship. In pursuit, the heroes spy a vessel nearby and set out 
after him. Far out on the ocean, the hull begins to dissolve; it’s 
made of salt laced with shark attractant. Can the heroes jury-rig a 
raft using the boat’s few actual timbers? 

Vacuum cleaner: The villain drains the air from a room either 
technologically or magically. The suffocating good guys must empty 
that nearby fishtank to improvise a diving bell, or smash through 
a wall, or block the air-removal vents, or.... 

Running the gauntlet: Sadistic villains link together several 
deathtraps. The heroes get out of the airless room but fall into the 
wind tunnel. Smashing through the wall, they enter an air duct that 
grows scorchingly hot. Leaving the duct, they must swing across an 
acid vat. Every step of the way, the villain watches and taunts. 


DEATHTRAPS IN CONTEXT 


Don’t forget the reasons why you’re constructing all these pits, 
volcanoes and giant pinball machines: You want suspense and 
a good scare but, you also want your PCs to shine. They show 
off by arguing with each other in the midst of deadly peril, by 
nobly endangering themselves to rescue their fellow victims and 
by using their unique abilities to foil the villain’s plan. Secondly, 
your deathtrap gives the players a strong anti-villain grudge that 
can incite many interesting plot developments. 

Your trap is a stage set, dramatically engineered for the 
characters to exert their skills and develop personal animos- 
ity toward their foe. These virtues make the deathtrap an 
important accessory in your gamemastering toolbox. Reach for 
it! It’s almost within reach—with a oe effort you can 
just touch it—one last, desperate chance... a) 
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lhe First Contact expansion set introduces many new A ge {3 ) 

game features to the Star Trek Customizable Card 5] PL | r aE 5 wort |e < 

Game. The Borg affiliation, new gameplay mechanisms —" a = wl giz 
and no upper limit on draw deck sizes have created new ee 1) ) 1) om «) a LE) 
strategies and changed how players interact with one G3 ve Ob De > V1] | a) 
another. The 130-card set contains revised personnel 
battle rules, new card types and several innovative twists 


| 2 a \ 
that are sure to please old and new players. DY mM allington 


Many players will find the temptation to try the Borg 


impossible to resist. Others will want to explore the indy ii ARG TN \] -| CUSTOMIZABLE 


gameplay enhancements offered. New cards offer strategic HA HAM | (| 

benefits to all the affiliations, and many 10) CARD GAME 
existing cards are now valuable due : PUBLISHER: a 

to rules changes. While the basic goals GENRE: Science Fiction 

of the game are the same, more battles RELEASE: December 1997 

and the ever-present threat of PACKAGING: 9-card booster packs 
assimilation make the spaceline a more a SUGGESTED RET! L: $2.50 per booster 
dangerous place. ‘SET Siz 130 cards 


ASSIMILATE THIS 


With the introduction of the Borg, the 
first new fully-developed affiliation 
since the game’s release in 1994, 
players now have the ability to emulate 
the intergalactic bad guys from the 
Delta Quadrant. However, the Borg 
are a little different from other 
affiliations. They are very focused on 
their objectives and they have certain 
parameters within which to execute 
their plan. But don’t worry; with their 
powerful ships and skill-sharing 
abilities, they have more than enough 
up their cybernetic sleeves to give any 
opponent a worthy fight. 

The Borg don’t attempt missions 
like other affiliations. Instead, the Borg 
use objective cards as their primary 

_. point-scoring method. They assimilate 
2 planets, ships—even other personnel— 
in an effort to win. Opponents must be 
= wary, because although Borg cannot 
= attack without an objective allowing 
z them to do so, they can change their 
= plans quickly and can counter-attack 
8 at will. They also have the ability to 
F beam through opponents’ shields, and 
= = with Defense drones that add strength 
- to all Borg in the same hive, you don’t 
& want to be caught by surprise. 


authorize 


First 


tor Trek. 
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Players who prefer the Federation, Romulan and Klingon affiliations 
will be making use of many new cards and gameplay innovations to 
make life more difficult for their opponents. Some new strategies 
will limit the effectiveness of counter-cards, like Kevin Uxbridge and 
Amanda Rogers, opening the way for more complex game plans. In 
any event, the First Contact expansion will give all players a host of 
different deck-building ideas. 


PLAYING STRATEGIES 


Players now have the option of choosing one of four affiliations or 
any combo of Federation, Klingon and Romulan to build their deck. 
Borg players will want to take advantage of some of the new rules 
of First Contact to construct a winning strategy. Most of the Borg 
personnel are universal, and though they are not terribly menacing 
by themselves, in multiples they can be a dominating force. The 
Borg player will want to have a good supply of drones to scout 
dilemmas, battle opponents and command his fleet. Pay special 
attention to the combinations of skills and subcommand icons when 
selecting your drones. Too few of one kind could be deadly. 

The Borg objective cards allow your collective to initiate battle, 
assimilate planets and carry out operations in space. As a Borg 
player, you may want to employ a multi-faceted strategy to counter 
your opponent. You may want to have a very focused deck, with 
the objective of eliminating your opponent's forces or assimilating 
planet after planet. The good Borg player will strike a competitive 


Communication, Navigation or Defense. 


E Integrity: How integrous the character is. 
F. Cunning: That Borg Queen's a sly one. 
G. Strength: She’s no Klingon, but she’s no Wesley either. 


A. Card Name: The x means no one knows what the heck the Borg Queen is. 

B. Affiliation: This icon represents the new Borg affiliation. Only Borg players can use 
cards with this icon, and Borg players cannot use cards from any other affiliation. 
¢. Subcommand Icons: These icons identify to which subcommand a Borg is assigned: 


D. Skills: Any skills and/or special abilities the character possesses. 


H. Delta Quadrant icon: You'll be seeing more of this in the DS9 and Voyager expansions. 
|. First Contact icon: Designates that the card is from the First Contact expansion. 


The long lost sixth Spice Girl, Borg Spice. 


balance between offensive strategies and a methodical assimilation 
of the spaceline. 

Players building decks around the three traditional affiliations 
will have to re-think past deck-building strategy. Cards such as The 
Line Must Be Drawn Here, Balancing Act and Intermix Ratio mean 
some gimmick decks that were successful in the past will be more 
difficult to execute. Now, players will have to focus more on the 
composition of their Away Teams and their ability to defend against 
personnel attacks. Dilemmas such as Lack of Preparation, Undetected 
Beam-In and Scout Encounter can be devastating to the unprepared. 
Hidden Agenda cards like Mission Debriefing and Prepare Assault 
Teams will keep both players guessing. 

Other cards allow more thematic gameplay. Inserting seldom-used 
personnel into your deck to take advantage of their new mission 
specialist status can be advantageous, especially if you’ve got Assign 
Mission Specialists to give you the extra points. The downloading 
mechanism and the unrestricted upper limit on your draw deck allow 
for great flexibility in deck construction. 


DECK BUILDING 


The Borg affiliation is methodical and persistent. They start slowly, 
adding drone after drone until they gain momentum. Once they 
get going, they can create an impressive force. Knowing how to 
maximize the Borg reporting mechanisms can be essential to a 
successful deck. 
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The Borg work best when they have 
a clear purpose. If your goal is to assimilate planets and complete 
objectives at space locations, don’t worry about getting several 
massive Borg Cubes into play. The scout ships will do fine. If, however, 
you want to engage your opponent in ship battles, you need to 
build your deck to quickly report as many drones as you can; those 
cubes require a lot of drones to staff them. As a rule, you will want 
more Borg personnel in your deck than if you were playing another 
affiliation. Don’t worry. There are several ways to get your Borg into 
play other than the traditional reporting to an outpost. 

If you decide to build a Borg battle deck, start with your 
objectives. Since you can’t initiate battle without the proper 
objective, make sure you stock plenty of the ones you'll need. 
Eliminate Starship is the foundation of a good attack deck. This 
allows you to target and battle an opponent's ships, but you don’t 
score points for merely destroying them so stock a good supply 
of Salvage Starship objectives. You can get 30 points each after you 
blow up a ship; however, Salvage Starship only works at unique 
space missions, not planets. If you plan on doing a lot of battling 
and want to concentrate on space locations, also stock some 
Establish Gateway objectives. Not only can you earn points with 
them, but they allow you to download Transwarp Network 
Gateway cards, valuable assets for Borg spaceline movement. 

You will also want to include some Assimilate Counterpart 
objectives, which allow you to battle an opponent's crew or Away 
Team. And if you're going to get a counterpart, you should put in 


A. Spacoline: The missions, which players must accomplish or assimilate. 
B. Transwarp Doorway: The Borg use these to hop to and from the 


Delta quadrant. 


C. Starship: Traveling through space ain’t like dusting crops, boy. 


D. Outpost: Where you bring characters and ships into play. 
E. Personnel: To boidly go where no Borg has gone before. 


F. Events/Ohbjectives: Event cards you've put into play or your 


current objective. 


G. Hidden Ohjectives: Objectives which you haven't gotten to yet. 


H. Draw Deck: Where you get your cards. 
1. Discard Pile: Where your cards go after you use them. 


J. Qs Tent Sidedeck: An extra stash of cards you put together at 


the beginning of the game. 
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“You're sure this'll get rid of my acne?” 


at least one Assimilate Homeworld objective. It’s 40 points and hurts 
your opponent if you have the proper missions on the table. The 
key to getting all this to work is building an efficient deck. 

The Borg need lots of 
drones—no problem. With the new deck-size rule, you can put as 
many drones in your deck as you like, as long as you have a minimum 
of 30 cards in your draw deck. While you should always use good 
judgment in building your deck, too many cards can dilute your 
deck strength; the Borg have more ways of getting out personnel than 
any other affiliation. Cards such as Undetected Beam-In, Scout 
Encounter and Retask allow you to download drones into play 
without using a card draw. Other cards, like Activate 
Subcommands and Awaken, can also get drones into play 
more quickly. In addition, the Borg Scout Vessel can “report 
with crew,” and when you have a Borg Cube in play, you 
can report personnel directly to the cube. Proper utilization 
of these cards should make getting your Borg into play easy 
and efficient. 

The Borg, as with any affiliation, 
will want to make good use of a Q’s Tent side deck. With the 
downloading function, you can have important cards ready 
to download without taking up deck space or having to play 
a Q's Tent from your hand. It’s possible to have a Q’s Tent 
side deck and depend on downloading to get out all the 
cards. This is also a good place to store contingency cards 
you may need. 


When building a Borg deck, mission selection 
is critical. Certain missions cannot be scouted by the Borg, 
so you want to make sure you select missions that work well 
with your strategy. Since your opponent may also attempt 
the missions you put into play if he has the proper personnel 
or Espionage cards, you also want to be careful not to give 
your opponent the opportunity. Missions like Tarchannen 
Study, which require more obscure cards or skills to complete, 
are solid choices. If you plan on assimilating planets as a 
strategy, include a few homeworlds in your selection. 

Some of the new 
Hidden Agenda cards can create opportunities for your Borg 
to attack and assimilate if you plan carefully. One thing to 
remember though: Borg cannot score bonus points unless 
a Borg card specifically allows it; no easy five points with a 
Particle Fountain if you're playing the Borg. Other important 


cards for the Borg player to stock are the 

“Adapt” interrupts, Transwarp Network 

Gateways and the Regenerate card. Even 

though the Borg are strong, they are not 

infallible. Borg efficiency equals Borg success. 

Here are some helpful hints when creating a 

Borg deck: 

* Use lots of drones and try to get a wide 
variety of special skills. Even if you don’t 
have a chance to use a particular skill, you 
can also use that drone for staffing 
or scouting. 

¢ Have a good supply of Transwarp Network 
Gateways. Several cards can force you back 
to your outpost, and you will probably 
need the gateways to get back on the 
spaceline quickly. : ; Sri : : : 

¢ Always have drones and adaptation cards : HIDDEN AGENDAS 
available for downloading. {1 Mission Debriefing : 

Make sure to put a Borg Queen and/or ol - : {the ee Must Be Drawn Here : 
Locutus in a Q’s Tent to increase your bE 
chances to get one in play. 

¢ Have a specific strategy in mind and stick 


with it. Blowing up ships can be great fun, Cargo Re levvous 1 Eight of Nineteen — 
but if you built a deck to assimilate planets vert Installati 2 Eleven of Nineteen — 
quickly, straying from the gameplan can Investigate Anomaly _ 2 Four of Eleven’ 

slow you considerably. Patrol Neutral Zor = 2.Nine of Eleven — 


¢ Use—but don’t overuse—A Change of Plans. air Mission ‘ me . betas - 
¢ Don’t reveal your objective too quickly. : 2 One of Eleven 8 
Let your opponent sweat for awhile. 1 Six of Seventeen 


¢ Stock several copies of the objectives you 1 Ten ot Nineteen 
want to use. You're stopped cold 2 Thirteen of Nineteen 


without them. 2 Three of Nineteen 


1 Two ~~ Elever n 
RESISTANGE DOESN'T 
HAVE TO BE FUTILE 


Although the Borg are a formidable opponent, 
running into a strong Borg deck does not 
mean you're going to lose the game. In order 
to win, you have to overpower their small 


ships and outmaneuver the larger ones. This 2. Amanda Rogers 


means flexibility in your deck. You may have : 2 Awaken 
to attempt different missions than those you 1 Shot in the Back i 
first planned because your first choices may : 
be assimilated and unavailable. Keep a good OBJECTIVES : 
distance from your Borg opponent; one 1 Establish Gateway — i 
Transwarp Network Gateway and you could E 
be looking at the business end of a fully- Q’S TENT SIDEDECK 3 
functional Borg Cube. : heen ne Plans oo a 
And since every deck you face will not be ctivate Subcommands _ d 
Borg, you can’t just build an anti-Borg deck 1 Alternate Universe Doorway 4 EQUIPMENT 
or the other affiliations will wipe you out. | oo : 
The Klingons will be battle happy, the oe / a 
Romulans have some sneaky tricks of their i scien 1 Assimilate Co 


own and the Federation has a few new toys 
as Well. The key to success will be how well : 
your deck can withstand the tests of the 7 : : q Eliminate Starship 
many new challenges First Contact has a to Establish Gateway 
brought the Star Trek CCG universe. . 


Wizards of the Coast and Dark | 


THE 
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orse Comics presents 


y | ‘ The Gathe Cc 


o<x ENTRY FORM 


THE “SHOW US YOUR “DEADLINEIS — 
STRONGHOLD’ CONTEST §=— pri. 30, 1998. 


Phone Number (with area code) 


Did you attach your photo? 
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ti 


zaming characters and creatures square o 
Third Annual /nQuest Invitational Tournament 


Game: BattleTech 
Height: 12 stories 
Weight: 100 tons 
Reach (with guns): 300° 
Upcoming Events: Galactic War against the Draconis Combine 


VS. 


Game: ?? 
Height: 40 stories (-2” in heels) 
Weight: One gazillion and one tons 
Reach: 15 stories 
Upcoming Events: Battle of the Summer Box Office 


Will the Dino from Down Under finally 
meet his match in a BattleTech mech? Or 
is this merely destined to be a rematch of 
the epic Godzilla/Mechagodzilla bout of 
1974? Can one man in a glorified tin can 
accomplish what more than a dozen 
movies could not—kill off ‘Zilla before he 
gets his own star on the Walk of Fame? 

Re Uh-oh. The mech contends 
that Godzilla is not actually a game mon- 


e774 


he 


Ve 


int 


ster. This could spell doom for ‘Zilla. While 
the judges are debating, the big green guy 
pulls out a copy of Macho Women with Guns. 
Obscure, yes, but Godzilla has stats in the 
game, and thus, is a legal game monster. 

: The mech’s challenge really 
pisses off ‘Zilla. He whips out his Swiss army 
knife. Could it be? Yes! He’s going for the 
can opener! 

2: The mech takes off. Bye-bye 
downtown Tokyo. 

Four: Godzilla opens up the mech 
like a can of beans. The atomic lizard slurps the 
mech jock down as if she was an overcooked 
ramen noodle. 

\ Godz— 

u Five: Wait! ‘Zilla looks a little greener 
than usual around the gills... EVERYBODY 
CLEAR THE AREA, HE’S GOING DOWN! 

The judges busily consult a vet- 
erinarian for a ruling. 

Godzilla’s tail moves...and 
out pops the mech jock, shaking off diges- 
tive juices and waving to the fans. Guess 
Godzilla can’t handle his sushi. 

Mech 


=. ©. 
OOH 
x yy 


RUST MONSTER 


Game: AD&D 
Length: 5’ from tip to tail, about 3’ high 
Weight: 120 Ibs. 
Reach: 24” 
Favorite Snack: Your character's favorite platemail suit 


STEEL GOLEM 


Game: Magic: The Gathering 
Height: 7” 
Weight: 1,500 Ibs. 
Reach: 42” 
Favorite Snack: Fudge ripple topped with iron filings 


A being of living metal. A giant armadillo 
with a propeller on its tail. This oughta 
be good. 

Pre-Game: The Steel Golem strides con- 
fidently toward the ring, certain of vic- 
tory. See, SG here prevents creatures 
from coming into play after he does. All 
he has to do is arrive first, and Rusty 


WORF SON OF MOGH 


Game: Star Trek CCG 
Height: 6°5” 
Weight: 225 Ibs. 
Reach: 38” 
Signature Weapon: The bat'leth, Klingon crescent 
of death 


XENA, WARRIOR PRINCESS 


Game: Hercules & Xena 
Height: 5°10" 
Weight: 150 Ibs. 
Reach: 37” 
Signature Weapon: The chakram, Ring-Tess of doom 


won't even be able to enter the arena. 

The Rust Monster, having spent the night 
in the ring, wakes up in time to see the 
Golem loping toward the ring. “Crap,” 
says the Golem. The Rust Monster says 
nothing, twirling his tail in the breeze. 

Round One: The Golem raises a mighty 
fist and brings it down upon the rust 


The battle of the licensed properties is a 
heated one. Both contenders are living 
legends to their peoples, masters of the 
martial arts, and have a powerful set of 
lungs for all that screaming they do. Of 
course, Worf pals around with Cardas- 
sians and Ferengi while Xena tends to 
associate with nubile gymnasts in various 
states of undress. We know which side 
we're rooting for. 

Round One: Worf swings his bat’leth 
into position for an overhead slice. Xena 
blocks with her short sword and gives 
him a high-kick to the chest. 

Round Two: Xena does a sextuple back- 
flip, landing on her feet. “Have you been 


monster, splattering innards hither and 
yon and all over most of the front row. 
Luckily, Rusty’s got more innards and 
flicks its tail, tapping the ankle of the 
enormous golem. 

Round Two: Rusty leaks fluid, but the 
Golem crumbles to powder. 

Winner: Rust Monster 


trained in zero-g?” growls Worf. “No, 
I’ve just got a high center of gravity,” 
answers Xena. 

Round Three: Worf stares at Xena’s 
“high center of gravity” long enough 
for her to hurl her chakram at him. It 
zips through the air, bounces off several 
support struts and heads for the Klin- 
gon’s neck. Worf casually disintegrates it 
with his phaser. 

Round Four: Xena pitches her head 
back and lets loose with the Amazon 
battle yodel. Worf clutches his ears 
in pain. “Sweet mother of Ardra, is 
that a tribble being boiled alive?” 
Xena takes the advantage and lets 
loose a flurry of 
karate chops to the 
Klingon’s bony 
skull-plate. The 
warrior falls. 
Round Five: A 
thousand Trekkies 
bush hot he 
defense of their 
hero. “No way 
could Xena beat 
Worf! It’s no fair!” 
They stop dead in 
their tracks at the 
sight of all the 
female Xena fans. 
“Um... well, 
maybe. Wanna 
get a soda and 
talk about it?” 
Winner: Xena 
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SHIVAN DRAGON 


Game: Magic: The Gathering 
Size: About the size of an F-15 fighter jet 
Biggest Advantage: Pumpable with red mana 


DUNKELZAHN 


Game: Shadowrun 
Size: About the size of a fire truck 
Biggest Advantage: Can speak in 
complete sentences 


Round One: The Shivan Dragon rises 
over the skyscrapers, wings spread, 
letting out an unearthly roar fitting 
for a living force of mass destruction. 
Round Two: Dunkelzahn, as a pres- 
idential candidate, calls for Secret Ser- 
vice protection. Three men in dark suits 
pull guns and start firing at the beast. 
Round Three: Shivan Dragon eats 
them. They were probably no bigger 
than 1/1 to begin with. 


KAKITA TOSHIMOKO 


Game: Legends of the Five Rings 
Height: 5'7” 
Weight: 145 Ibs. 
Reach: 58” (includes 24” katana) 
Protegé: Doji Hoturi, noble Crane samurai 


OBI-WAN KENOBI 


Game: Star Wars 
Height: 5'10” 
Weight: 160 Ibs. 
Reach: 65” {includes 30” lightsaber) 
Protegé: Luke Skywalker, whining farmboy Jedi 
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Round Four: The Shivan opens its 
gaping maw and lets loose a foun- 
tain of flame. The heat is intercepted 
by a Fire Elemental bound to the 
Shadowrun dragon for just such an 
occasion. (Those 2057ers are pretty 
savvy about magic.) 

Round Five: Dunkelzahn spreads 
his own wings and takes to the sky. 
He’s a little out of practice, but he 
can still get himself airborne. A 
heavy claw-swipe knocks the Shivan 
into a spiral, from which the Shivan 
quickly recovers. 

Round Six: Another spurt of Magic 
flame ruins DZ’s custom-made 
Armani suit. A glimmer of hate 
grows in the candidate’s eyes... 
Round Seven: ...as he lets off a spell 
of his own. A Manabolt—which, 
being made of mana, burns the 
Shivan into a 5/5 s’more. 

Round Eight: Dunkelzahn calls for 
Chinese take-out. 

Winner: Dunkelzahn 


They say age and treachery will outwit 
youth and skill. What about age and skill? 
Kakita Toshimoko is called the “Gray 
Crane” but he can slice through ninja with- 
out breaking a sweat. Obi-Wan’s eligible 
for Social Security on Tatooine, but a Jedi 
Knight can give any samurai a run for his 
koku. When blades start flashing, it’s time 
to separate the men from the boys. 
Round One: Toshimoko slips into a 
fighting stance. “I stand for honor.” Obi- 
Wan glares. “/ stand for honor.” 

Kakita: “Really? What about respect, duty 
and training?” 

Kenobi: “These are the values of a Jedi.” 
Kakita: “Hm. Maybe we’re not supposed 


to fight after all. Join me and battle in 
the name of the Emperor!” 

Kenobi: “The Emperor?!? You must fall, 
Imperial lackey!” 

Round Two: Obi-Wan stares at his foe, 
hand on his lightsaber, awaiting the 
proper moment. Toshimoko stares back, 
trusting in the Tao of Shinsei to show 
him the way. 

Round Three-Nine: More meditation. 
You can feel the power charging the air 
between these competitors. 

Round 10-22: You can also feel the 
grass growing beneath your feet. 
Round 23: A cricket chirps. Toshimoko 
draws the Ancestral Sword of the Crane 
as a blue beam rises to 
meet it. Obi-Wan gasps 
as the katana faces 
the blow unharmed. 
“Strength of Purity,” 
smiles Toshimoko. 
Round 24-27: The two 
swordsmen trade strikes 
until Toshimoko’s blade 
slices a gash across Obi- 
Wan’‘s belly. Kenobi 
slumps obligingly to the 
ground. “You...are a wor- 
thy adversary. May...the 
Force...be with you...” 
Kakita sips his sake. “Ah, 
but Kenobi-san...1 have 
Force. And Chi.” 
Winner: Kakita 
Toshimoko 


SARUMAN 


Game: Middle-earth 
Height: 63” 
Weight: 185 Ibs. 
Reach: 43” 
Dream Date: Samantha Stevens 


Vs. 


RAISTLIN 


Game: AD&D 
Height: 6'1” 
Weight: 159 Ibs. 
Reach: 41” 
Dream Date: Sabrina, the Teenage Witch 


A couple of heavyweight- 
wannabees who need help 
holding up their pants on a nor- 
mal day are about to unleash 
the forces of the cosmos in an 
effort to prove which wizard 
should indeed get to rule the 
fantasy realms. 

Round One: Oooo... spooky. 
Raistlin goes for the intimida- 
tion factor by staring at his 


THE ORCS 


Game: Warhammer 
Average Height: 7'3” 
Average Weight: 379 Ibs. 
Average Reach: 40” 
Average 1Q: 52 


THE BORG 


Game: Star Trek CCG 
Average Height: 5°11” 
Average Weight: 315 Ibs. 


Average Reach: 40” 
1Q (Collective): 45,687 


Can the fat, smelly 
orcs overcome the 
coldly logical Borg 
Collective? Or will the 


opponent with those creepy 
hourglass-shaped eyes. Saruman 
backs off a bit, not much of a 
threat without his staff. Too bad 
the pansy let Gandalf take it 
from him. 

Round Two: This bout’s a rout! 
Raistlin zings off a fireball that 
everyone but Saruman saw 
coming. Put up your gloves 
man! Defend yourself! 

Round Three: Saruman dives 
in for the clutch, desperately try- 
ing to avoid—Oh no! He’s bitten 
off a chunk of Raistlin’s ear! 
Round Four: Raistlin is honkin’ 
mad now. He whacks Saruman 
with his staff. How those blows 
can hurt, we don’t know, but it 
looks like Saruman is about to 
fold like a card table. 

Round Five: Wham! Raistlin is 
out cold. Lucky for the old 
geezer, somebody bounced a 
palantir off Raistlin’s head. Yes, 
Saruman’s cornerman, Worm- 
tongue, finally got his aim right. 
Winner: Saruman 


asexual cyborgs triumph over their 
stupid, inbred opponents? It doesn’t take 
a genius to call this one, folks! 

Round One: Here come da orcs! They 
rush in without a plan, trusting their mus- 
cle and smell will overwhelm the Borg. 
Round Two: The Borg mow them 
down by the hundreds with their assim- 
ilated technology. 

Round Three: Here come da orcs! More 
phaser fodder for the Borg. : 


Round Four: Ugh. The stench of 
roasted orcflesh... 

Round Five: Here come da orcs! Noth- 
ing stands in their way—not sweat, not 
drool, not common sense—as they drive 
their army of monster trucks straight for 
the heart of the Borg. Va-Room! 
Round Six: Out in space, the Borg Queen 
presses a button and her Cube transports 
another 30,000 troops to the planet. It 
takes 37 to level the orc vehicles. 


Round Seven: The Borg surround the 
sniveling, abusive orc refugees. 
Round Eight: What the...? The Borg 
Queen has sounded the retreat only 
moments after beginning her assimilation 
of the head orc! “They cannot be assim- 
ilated! Do not add them to the Collec- 
tive! I'll kill the first rustbucket who adds 
their imbecility to our hive! Run away! 
Run away!” 

Winner: The Orcs 
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BARON SENGIR 


Game: Magic: The Gathering 
Height: 6'6” 
Weight: 230 Ibs. 
Reach: 39” 
Biggest Disappointment: 
Homelands voted second-crappiest Magic expansion 


COUNT VLADIMIR 
RUSTOVICH 


Game: Werewolf: The Apocalypse 
Height: 6'1” 
Weight: 170 Ibs. 
Reach: 35” 
Biggest Disappointment: 
No cameo in “Kindred: The Embraced” 


A fangfest from the word “slurp,” this one’s 
areal shudder. Two power-hungry vampire 
lords with powerful legions looking to cor- 
rupt and despoil the world. Baron Sengir 
is the progenitor of the Sengir Vampire 
(still the coolest Magic vampire ever); Count 
Rustovich is on the board of directors of 
Werewolf PENTEX corporation and knows 
the Wyrm on a first-name basis. Frankly, 
folks, it’s bad news no matter who wins. 

Round One: Baron Sengir peers impe- 
riously down at the vaguely human-sized 
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PREDATOR 


Game: Aliens/Predator 606 
Height: 7'6” 
Weight: 410 Ibs. 
Reach: 46” 
Greatest Triumph: Holds belt from “Contest 
of Champions II” 


BEHOLDER 


Game: AD&D 
Height: 4°3” 
Weight: 217 lbs. 
Reach: Able to touch the hearts of millions 
Greatest Triumph: Once ate entire truckload of 
Twinkies without puking 


As the returning champion, and cur- 
rently belt-holder from “Contest of 
Champions II,” the Predator has 
made it perfectly clear he’s after one 
of the biggest trophies of his 
career—the Beholder’s skull. This is 
certainly a grudge match as the 
Beholder has been out for blood 
ever since he found out the Preda- 
tor was sleeping with his wife. 

Round One: The Beholder makes 
a crucial error right up front. Finally 


getting a bead on the elusive Preda- 
tor, the Beholder picks one of his 
eyebeams at random and zaps his 
prey with an anti-magic ray. 
Unfazed, the science-based Preda- 
tor chortles, shakes it off and takes 
out half of the Beholder’s eyestalks. 
Round Two: The Beholder’s 
hurtin’. He backs away from the 
Predator, preparing to fire his death 
ray—and the Predator nails him 
with that nifty wrist blaster. The 
Beholder’s down to a single stalk. 
Round Three: The Beholder des- 
perately rushes the Predator. 
Ooooh! Trust the mighty hunter to 
take a cheap shot, kicking the 
Beholder in the family jewels. 
Round Four: It’s over! The Beholder’s 
down for the count. The Predator 
wastes no time adding another prized 
skull trophy to his collection. 
Round Five: Look out! Mrs. 
Beholder’s loose from the crowd. She's 
comin’ up quick and shouting some- 
thing that sounds like “My hero!” 
Round Six: Gross! She’s humping 
his leg! 

Winner (and still champion): 
The Predator, love machine 


Count. “Shouldn't you be hawking cereal 
somewhere, little man?” Rustovich 
responds by taking the shape of a nine- 
foot-tall demon bat. The Baron whim- 
pers piteously. 

Round Two-Four: Vlad intro- 
duces Sengir to the fleshcrafting 
art of Vicissitude, turning the 
Baron’s internal organs into a 
meaty salad. 

Round Five: Back in humanoid 
shape, the Count hoists Sengy 
into the air by the scruff of the 
neck and gives him a Potence- 
powered kick in the keister, send- 
ing him flying. He lands on the 
doorstep of the Wizards of the 
Coast offices. 

Round Six-Nine: Baron Sengir 
argues furiously with the Magic 
design team. Peter Adkison 
refuses to buy White Wolf in order 
to fix the match. The DCI says it'll 
work something out. 

Round 10: Baron Sengir flies 
back to the ring. 

Round 11: Vlad prepares to 
hand the Baron another thrash- 
ing, but his blows do no good. 
Sengir smiles and shows the Cai- 
nite the latest DCI ruling: Baron 
Sengir is errata’d to read: “Counts 


as a vampire and can now regenerate 
himself.” Rustovich gets a Soul Burn like 
you wouldn’t believe. 

Winner: Baron Sengir 
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Qualifiers around the world, 
Wizards of the Coast® 
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BATTLE COW 


Game: Battle Cattle 
Height (hoof to shoulder): 5°6” 
Weight: 2,144 Ibs. 
Reach: 42” 

Most Embarrassing Moment: 
InQuest #29, “Games that 
Suck” article 


VS. 

Game: Settlers of Catan 
Average Height (hoof to shoulder): 3'2” 
Average Weight: 178 Ibs. 
Average Reach: 21” 

Most Embarrassing Moment: Farmer 
Hoggett 


The sheep seem to be facing 
insurmountable odds. They 
certainly have their work cut 
out for them. The question 
on everyone’s mind at this 
point: steaks or hagis for din- 
ner? 

Round One: The Cow’s first 
blast takes out six of the herd. 
The other sheep are scatter- 
ing, some for the forest and 
the rest for the mountains, 
while a few are staying behind 
to buy them time for their 
escape. You gotta feel bad for 
the sheep. What fool sched- 
uled this match? 

Round Two: ZAP! There 
goes another sweater that'll 
never be made. 

Round Three: What's going 
on? The forest sheep are 
returning and they’re carry- 
ing...some kind of hollowed- 
out log? 

Round Four: ZAP! What a 
waste of perfectly good lamb 
chops. 

Round Five: Wait! The 
mountain sheep come back. 
What are they doing with 
those diamonds and that 
powdery substance? 

Round Six: BOOM! Amaz- 
ing! The cow is down! The 
sheep constructed a crude 
cannon from a log, diamonds 
and sulfur a la Captain Kirk 
when he fought the Gorn. 
Boy, do these sheep know 
their “Trek”! 

Round Seven: The battle 
cow is udderly defeated by a 
flock of real baaaa-d asses. 
Winner: The Sheep 
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‘That wraps up this year's “Contest of Champions.” We had scream- 
ing warriors, dueling dragons, assimilated orcs and scorched 


sheep. ..« little bit of everything. So what match-ups would you 


like to see? You never know, “Contest of Champions IV" might pit 
your favorites head to head... S e 


The InQuest staff went head- 
to-head... Pens and dice were 
no match for our favorite 
mascot’s hairballs. 


Chessex Gaming Centers” 
are your full-service, one-stop shopping 
stores where you'll find the largest selection _ 
of games and accessories anywhere! Come 
down to a Chessex Gaming Center™ near you 
and experience the huge stock and quality 
service for yourself. While you're at it ask an 
employee for a demonstration of the Hercules” 
and Xena™ Roleplaying Game. 


Se"... eaten ee seca 


& © their respective owners. 


OUR TALE BEGINS IN THE FABLED OFFICES OF INQUEST MAGAZINE, WHERE WE FIND 


EDITORS JEFF HANNES AND MIKE SEARLE AT THE END OF A LONG DA 


By the /nQuest & ToyFare staffs. 
Photographs by Paul Schiraldi. 


AS THE TWO TIRELESS EDITORS EXIT, WE 
TURN OUR ATTENTION TO A SEEMINGLY 
NORMAL BOOKCASE. 


s. 4 


AUNGHE.. reigt 
aunes 
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HEY MIKE, 
C'MON, LET'S 
| CALLITA DAY. IT's 
ALMOST NINE O'CLOCK, 
AND TONIGHT'S 
“PARTY OF FIVE" 
NIGHT. 


AND DELVE FARTHER, EVER FARTHER 
INTO THE DARKNESS, WE WOULD SEE 
THE BIZARRE UNIVERSE HIDDEN WITHIN... 


BUT, IF WE WERE TO PROBE BEHIND 
THOSE LONG UNUSED GAMES, LAYING 
LOST AND FORGOTTEN UPON THE SHELF... 


Easy to learn. Ea 


THIS PAMELA 
& TOMMY LEE 
VIDEO RULESS 


OUI, WE 
MADE EET. NOW 
PREPARE TO LOOZE 
ALL DATCHOO 


HEY, 
ALRIGHT, 


YO S HEY, —— : 
MACE BUDDY! BONJOUR. 


OKAY, THAT'S 
A POINT OF DAMAGE 
FOR EVERYBODY! 
HAWS 


UGH. THAT 
JOKE'S AS OLD 
AS MONO 
ARTIFACTS. 


SS octal FF < 1 
MEANWHILE, AT THE OTHER END OF MIKE § E- 3. 
HERE, IF YOU WERE TO STRAIN YOUR 


SEARLE'S DESK, WE TURN OUR ATTENTION ee S 
TO A SEEMINGLY HARMLESS-LOOKING HARMLESS, THAT TS, LINTIL YOU PEER DEEPER, ARS, YOU COULD MAKE OUT TINY 
OFFICE PLANT. DEEPER BEYOND ITS SIMPLE FACADE... : 
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..-SO WE WILL 
INFILTRATE THE RANKS 
OF THOSE ACCURSED 

MAGIC CARDS, SOWING 
DECEIT AND DISSENT 
AMONGST THEM 


WE WILL NOT ‘ 
SKULK AND SCHEME 
LIKE THE TRAITOROUS 
SCORPION CLAN/ 


> 
THOSE ACCURSE 
MAGIC CARDS WILL PAY 
FOR FORCING US TO LIVE IN 
THEIR SHADOW ...WE MUST 
FACE THEM IN HONORABLE 
COMBAT! 


NO FORKS 
AND NO HANDs. 
THIS SUCKS. 


Tre @® 


>) 


q 


OH WELL, 
ANOTHER DAY 
WITHOUT 


AND SO, A QUEST IS BORN. AND WITH IT, A JOURNEY. OVER THE MOUNTAINS, ACROSS CONTINENTS AND THROUGH 
LITTLE PIECES OF BRIGHTLY COLORED PLASTIC, EVERY STEP BRINGS THE HIGHLY COLLECTIBLE WARRIORS CLOSER 


TO THEIR DESTINATION. 


MY BLADE SC 
THIRSTS FOR } VICTORY 
BLOOD! : 
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7 WHO PUT ALL 
THESE ARMIES IN 
FRANCE? THAT'S 
> RIDICULOUS. 


BUT AT THAT VERY MOMENT... THAT WOULD 
JOLLY WELL PLEASE 


— ME INSIDES, OL' 
CARE FER 2 BEAN! : 


Mo! FISH N! 
CHIPS, BOMBUR J 
OL! MATEP 


r "9 CARETOSIT 
OH OME: , FOR A SPELL, MAKE 
YOU...EHP WELL 
MERRY AND HAVE 
GOOD DAY TO YOU, : : SOME PIEP 
STRANGERS. o ? 


YOU DARE 
OFFER US YOUR 
DECADENT 
WESTERN PIEP/? 


| FEEL 
YOUR PAIN. 
ALAS, | DO NOT 


ARRRGHHHE... 


—! 
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MEANWHILE, INSIDE SAID BOOKCASE... 


8B00-YAH, 
READ 'EM AND WEEP! AND 
*PHEW*, SOMEBODY OPEN 
A WINDOW. THIS TACO 
BELL IS KILLING ME. 


HEY...HE 
OWED ME 
MONEY! 


” DIES DIE! ~ 


DIES DIES 


EVERYONE, LISTEN TO 
ME! HERE'S THE CHANCE WE'VE BEEN 
WAITING FOR! IF WE UNITE AND STRIKE 
NOW, WE CAN END MAG/C'S REIGN AND 
WE CAN BE THE NEW NUMBER ONE 
GAMES! ARE YOU WITH MEP 


IT's 
( CLOBBERIN' 


” 


ce 'M NO 
) LONGER BEING 
ae PUBLISHED! 


ENEK 
BROCH 
MICL BIK 7/ 
MURIK/ 
DUR‘NIS* 


SPARE ME, 
IMA 


rAREARGHH... 


HELP, I'M . 
FALLING! ; 
AHHH... . ¢ CONSIDER 
4 YOURSELF 
ERRATA'D. 


*<DIE!> 
TRANSLATED 
FROM KLINGON 


MIKE, | AM 
SO SICK OF YOUR 
CRAP. THIS IS LIKE THE 
THIRD TIME THIS WEEK 
YOU'VE DONE THIS. I'M 
GOING TO WORK FOR 
» THE DUEL/ST. 


THE END 
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See the top 
corner of the. 
cara? 


Each card om be used 


some seriou 


Other attr 
and Bullets 
bad-ass eac fer is, plus 
there’s all s of special 
gimmicks in the eee box ati 
bottom. 


e’s Goods, unt, Events, 
Actions, all to make your 


Wizards of the Coast, Inc. Deadlands is a registered trademark of Pinnacle Entertainment 
Rolling Thunder are trademarks of Five Rings Publishing Group. Five Rings Publishing roup a pohetn 


‘See, pardner, this is real easy. 


aks, gunslingers, and varmints 
1 shapes and sizes are comin’ 
town ~ Gomorra ees 


Recruit a posse, get in showdowns 
and shootouts, and try to take 
control of the town. 


InQuest Fan Awards 


The Chosen Ones 


Readers pick 1997’s best games By the inguest staff 


more than five times the number of votes. Rick Swan was disqualified since 1997 
was not his first appearance. His mother may also have voted more than once. 


It’s a time for laughin’ and a time for cryin’. Some games walked away with 
more than they deserved, while others went home empty-handed. The fans 
have spoken...and more often than not, they're speaking with one voice. A 
deluge of votes—tabulated on the bloody fingers of one of the prisoners in our 
dungeon—add up to a lot of opinions on the part of the fans. He was mighty 
grateful to those who couldn't follow directions and voted for things not released 
in 1997; he didn’t count those. However, those ballots that were counted seemed 


"fo agree on most things. ... 


Shadowrun almost 2-1 over its closest competitor, Dune. 
All of us here at InQuest would like to know the name of the solitary buttweasel 
who sent in that one vote for Imajica; we'll send you all the extras we didn’t 
send to game-starved kids in Africa. 


BEST RPG 


Legend of the Five Rings (L5R) wallopped Men in Black almost 3-1. 
For those folks who wrote in for Trinity, don't be disappointed: it'll show up on 
the 1998 ballot. Hopefully, it won't have changed its name again by then. 


BEST BOARD GAME 

Lionheart by a landslide. Games editor Jeff Hannes went into seizures when it 
beat out Twilight Imperium. He was all right, though, after we placed a Jester’s 
Cap under his tongue. 


BEST MINIATURES PRODUCT 


In a close race, Epic 40,000 narrowly beat out Moondragon for the win by a 
mere four votes. Just out of curiosity... How many of you voters have actually 
played Moondragon? 


BEST CARD GAME 


oo 
poe 


© Crowd scene: Everett ( 


We were ecstatic that the “game of choice” around the office here was noticed 
by the fans; they voted Titan; The Arena the champ over a distant-second 
Dilbert: Corporate Shuffle. Look for a Titan: The Arena sequel with a sci-fi theme 
later this year. 


BEST CCG EXPANSION 


In the first category of the Magic sweep, Weatherlight ran rampant over its 
competitors, scoring more than five times the votes of Dagobah or Time of the 
Void. Even Tempest, a Magic write-in, challenged them for second place. 


BEST RPG SUPPLEMENT 


AD&D still rules the RPG world as Domains of Dread beat out a strong and 
surprising second-place Delta Green supplement for Call of Cthulhu. What 
amazed us most was the work some people had gone to organizing a write-in 
campaign for Conspiracy X's Cryptozoology. 


FAVORITE ARTIST 


In the closest race of the awards, Phil Foglio narrowly escaped the grasp of 
Brom by less than 10 votes to walk away with the victory. We have the feeling 
that Phil's mom may have voted more than once. 


FAVORITE HERO 


No surprises. Tempest's Gerrard wailed on L5R’s Akodo Toturi, smashing him by 


FAVORITE VILLAIN 


Same story here: Greven il-Vec stompped Yogo Junzo by a ratio of nearly 6-1 
to complete the Magic sweep. Greven, however, stunned us all by announcing 
that he would give his award to Marv Albert who received a write-in vote. “His 
talent has gone unrecognized for too long. . .| still have a lot to learn from Marv,” 
Greven said. Fellow vote-getters Yoda and Wizards of the Coast were untouched 
by this show of generosity. 


In another close race, L5R’s “Victory of the Lion Clan” at 97's GenCon narrowly 
defeated “Dr. Van Richten’s sacrifice” from the AD&D product Bleak House. 
Look out in 1998 when we expect the big event to be introduction of the 
Buttweasel Clan with Cow Nose the samurai. 


Magic and AD&D kicked the collective asses of all other pretenders to their 
throne. Magic got six times and AD&D garnered five times the votes of the 
third-place contenders. Axis & Allies, BattleTech, Call of Cthulhu and Vampire: 
The Masquerade all ran a pretty close race for that slot; next year, two of them 
should see some glory. In the meanwhile, before next year, voters—other 
than the 10 of you who voted for it—should check out Champions Fourth 
Edition. It finished an undeserved dead last. 


And when planning your votes for next year, remember: The more you play, 
the more you know. 


AND THE WINNER IS... 


BEST CCG Best RPG Supplement 
Shadowrun (49.8% of Domains of Dread for 
the vote) AD&D (58.4%) 


Favorite Artist 
Phil Foglio (29.9%) 


Favorite Hero 
Gerrard (61.2%) 


Favorite Villain 
Greven il-Vec (70.2%) 


Coolest Moment 
“Victory of the Lion Clan” 
from L5R (38.2%) 


Hall of Fame 

Magic: The Gathering (39.7%) 
Advanced Dungeons & 
Dragons (32.2%) 


Best RPG 
Legend of the Five Rings 
(55.5%) 


Best Board Game 
Lionheart (47.0%) 


Best Miniatures 
Product 

Epic 40,000 (31.8%) 
Best Card Game 
Titan: The Arena (46.2%) 


Best CCG Expansion 
Weatherlight for Magic: 
The Gathering (61.2%) 
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walled grounds. The guilty are not tortured or put to death, nor 
are they rehabilitated. There is only one sentence for criminals in 
Lorinthar—the Exile Zone. 

No one knows how the Exile Zone came to be, but the people of 
the land know of its existence. In the northern reaches of Lorinthar, 
there is a large expanse of land polluted by chaotic magic. Those who 
cross the borders of the Zone are prs the mysterious region. 

None have returned. Being exiled to the Zone is a life sentence. 


WHAT IS THIS? 


“Into the Exile Zone” is a fantasy roleplaying adventure (also 
called a “module”) for four to six players. It is designed to be 
plugged into an existing RPG campaign or used as the 
springboard for a new campaign. The module is divided into 
two parts. Part one is what you're reading right now and 
contains the detailed plot of the adventure. Part two is 
contained in the module booklet which came with this issue. 
It includes all the background information about the Exile 
Zone and the neighboring city of Lorinthar. 

The module booklet also includes a map of the Zone and 
game statistics for Advanced Dungeons & Dragons, GURPS and 
Earthdawn, but the adventure can easily be modified to fit any 
system. All locations, such as the kingdom of Quaylen, can 
be changed to locations within your campaign world, allowing 
you to plug this adventure into your existing campaign. 

What follows is for the GAME MASTER ONLY. In fact, if a 
friend of yours is going to run this module, you shouldn’t have 
even read this far. If you’re planning on running this module, 
you should read the module booklet first, and then come back 
here to read the plot details below. In either case, make sure 
you've read everything at least once (preferably twice) before 
running this adventure. 


Adventure Background 


About a week ago, Roland Hathord, a diplomat from the 
Kingdom of Quaylen, was sent to open trade negotiations 
with Lorinthar. Shortly after his arrival in the city, he was 
wrongly accused of committing a crime and immediately 
sentenced to the Exile Zone by one of the city’s guard captains. 

When news of this reached Devon Gaston, the mayor of 
Lorinthar, it put him in a panic. If word reached Quaylen, 
Lorinthar could suffer retribution. Since Gaston’s 
communications with those inside the Zone have unexpectedly 
ceased, there is only one solution; he must send a group of 
adventurers into the Zone to retrieve Diplomat Hathord. 

The catch, which Gaston won't reveal, is that all people 
entering the Zone are transformed into creatures—including 
the adventurers. 


BEGINNING THE ADVENTURE 


The first thing you need to do is to get your group’s player 
characters (PCs) into the city of Lorinthar. The easiest way is 
to have this adventure take place right after the PCs finish 
their latest quest. After reaping their reward, an existing NPC 
(the person that hired them, a longtime friend, etc.) 
recommends that they get some rest and relaxation in the city 
of Lorinthar. It’s got all sorts of nifty shops—a great place to 
spend their newly found loot—and the NPC has a friend in 
the city who owes him a favor. If the PCs go to the inn named 
The Golden Talon, the owner, Bernard Mickell, will take good 
care of them. y 


T here are no prisons in the city of Lorinthar. No holding cells, no 


Alternatively, the PCs can be sent by their king or a 
representative to find out why a diplomat they sent a week ago 
(i.e., Roland Hathord) hasn’t returned. If you take this approach, 
you'll need to make some modifications to the beginning of 
the module; however, make sure the PCs have a chance to 
explore the city a bit before they take off for the Zone. 


THE CITY OF LORINTHAR 


Lorinthar is about a week from the PCs’ current location. What 
happens—if anything—on the way to the city is up to you. 
Once the PCs get there, read the following: 


As you reach a crest in the road, the city of Lorinthar comes into 
view. Even from this distance you can tell that it is a place of wealth and 
prosperity. There are buildings of two-stories or more, and the roofs are 
tiled with the scales of great beasts, not thatched. As you approach the 
ornately decorated gates, you see two guards standing on either side of 
the city entrance. They are both pi in lavish armor that is like none 
you've ever seen. As you get closer, you notice that the armor is a coat 
of intricate scales. One of te guards is garbed in bright purple, the other 
in deep crimson, and both have long, curved wc at their sides. 

en you reach the gate, the guard in crimson stretches his arms 
wide and says, “Welcome to Lorinthar.” 


Although they appear equipped for it, the guards are not 
looking for trouble. They are simply there to greet the PCs. They 
will ask them if they are here for business or pleasure, and if 
the PCs have any specific questions about locations within the 
city, the guards will be as helpful as they can. As the PCs enter 
the gates, the guard in purple tells them the following: 


“You are welcome to partake of all the pleasantries and fineries 
our city has to offer. | submit but one word of caution: We city guards 
don’t take kindly to people who cause trouble, so you might want to make 
sure you're not one of them. Keep that in mind and you should have 
an enjoyable stay.” 


Once inside the gates, the PCs are free to explore the city, 
exploring the various shops, services and entertainment Lorinthar 
has to offer. The one thing the PCs will clearly notice is that 
everything in the city is exotic. See the module booklet for 
more detailed information on the people and places in Lorinthar. 


The Golden Talon 


Eventually, the PCs will find their way to The Golden Talon, 
either because it was recommended to them or because that’s 
the first inn they happen to enter. Like every other place in 
Lorinthar, The Talon is lavishly decorated. The chairs are draped 
with the skins of exotic beasts, the tables are crafted from high 
quality lumber and the floors are carpeted with finely woven rugs. 

Bernard Mickell, the owner of The Talon, introduces himself 
to the PCs; if they were sent to Lorinthar, he knows who they 
are and that he’s repaying a debt through them. Whatever 
the case, he’s jovial and courteous, inviting the PCs to dine in 
his inn. The menu is filled with steaming meats and spicy 
brews of which the PCs have never heard, such as the crunchy 
zenobord or the sweet jaffelkop. After the dinner, Bernard 
offers the PCs rooms, as many as they desire. The PCs will 
likely notice that the doors have no locks. If asked about this, 
Bernard shrugs and tells them, “It isn’t necessary.” 

The evening passes uneventfully, and in the morning, 
Bernard has prepared breakfast for the PCs. While they’re eating, 
he says he hopes they've enjoyed his hospitality, and he’s 
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wondering if they might do a small favor for 
him. Devon Gaston, the mayor of Lorinthar, 
is looking for a group of adventurers. 

If the PCs are reluctant about meeting 
with Gaston, Bernard points out that Gaston 
is a representative of the city, and the city is 
extremely wealthy. If that doesn’t entice the 
PCs...ah well, you're on your own. 


Meeting with the Mayor 


The PCs make their way to Gaston’s estate, 
a sprawling manor with a magnificent 
garden. At the gate, they are greeted by a 
pair of guards. One says the mayor is 
expecting them and escorts the party to the 
entrance of the manor. From there, a servant 
has the PCs wait in the parlor. Gaston, a 
heavy-set man in his fifties, enters the room 
a few minutes later. A taller man, the wizard 
Xanalor, draped in elegant robes, walks 
beside him and takes a seat in the corner of 
the room. Gaston sits across from the PCs 
and addresses them: 
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“Well, first I'd like to thank you for agreeing to 
meet with me. | trust you have enjoyed your stay in 
Lorinthar thus far?” 


eel 


Gaston will engage the PCs in some brief 
small talk. Through it all, the wizard remains 
silent. If the PCs ask about him, Gaston will 
introduce him as his aide, Xanalor. Xanalor, 
the city wizard, nods at the PCs and will 
answer any questions directed toward him, 
but until his services are necessary, he will 
keep a low profile. When the pleasantries are 
done, read the following: 


felpel ed edfedelyeltelpeltelpelfaljelpelfelye)yel(e) rele! elvelelrelralpelpeselrelrel 


Every meester in the Exile Zone is different —just 
don’t mess with the wrong one. 


{ 


(elelpelrelralrelpelrelpelreljalreljelrelpelrelelpelyeljelcelpelrelielcelyelvelielieliel(e 


you help us?” 


Gaston will negotiate a reward with the PCs, offering them 
any request (within reason), and that you, as a GM, feel 
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comfortable. Just don’t promise so much that it seems like 
this is an impossible quest. The reward should be significant, 
but reasonable. 

If the PCs accept, Xanalor will prepare them for the Zone. 
He explains that the Zone causes unpredictable effects, not the 
least of which can be madness, but he can protect the PCs from 
the Zone’s effects by inscribing a magical sigil on each of them 
(see diagram, page 94). He also casts a Sigil of Location upon 
the party leader, explaining that this sigil will act as a compass, 
glowing brighter when the PCs are moving towards Hathord’s 
current location. 

After the sigils have been cast, Gaston wishes the PCs luck 
and Xanalor escorts them to the edge of the Zone. Xanalor isn’t 
much of a talker, so the PCs are treated to a tour of storefronts, 
wealthy merchants and the cobblestone road wandering out 
to meet the ominous forest to the north. Before the PCs enter 
the Zone, Xanalor warns them that the sigils will only last for 
24 hours. Once they find Hathord, they must bring him back 
to the entrance, where Xanalor will cast a spell allowing them 
to exit the Zone. 


The PCs have been transformed into 
monsters by the magic of the Exile Zone. 
From this point forward, they will play the 
creatures included in the Module Booklet 
(pages 8-13). Xanalor’s sigil allows the PCs 
to maintain their intelligence and speak to 
each other, but all clothing and equipment 
has transformed with the PCs, and they have 
lost all of their mental, natural and/or 
spellcasting abilities. (Note: The flowmorph 
can only speak if he forms a mouth.) You can 
choose which players will become which 
monsters randomly or based on how much 
you think certain players would enjoy being 
certain monsters. If you have less than six 
players, use the monsters in the order in which 
they appear in the booklet. 

At this point, show the PCs the pictures of 
the monsters they have become, but not the 
stats. Give the PCs a chance to explore their 
new abilities, with subtle hints to help them 
along with some of the more obscure 
examples. Each monster has a section titled 
“NNeird Sensations” which you can use to help 
the PCs discover their abilities. 

Once the PCs have had plenty of time 
to experiment, you can give them copies of 
their new characters. Alternatively, you can 
hold on to the stats, only giving PCs specific 
information when it is relevant and letting 
them know what their damage level is 
through descriptions like, “That last shot just 
nicked you” or “You’re in so much pain you 
can barely stand.” Whichever method you 
choose will depend largely upon the personal 
preference of you and, more importantly, 
your players. 

The PCs may choose to try and leave the 
Zone; this is doomed to failure (see booklet, 
page 6). Or they may use the Sigil of 
Location to begin searching for Hathord. It 
will glow slightly once they move deeper 
into the Zone. Whatever route the players 
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INTO THE EXILE ZONE 


Once all of the PCs have crossed the barrier to the Zone, read 
the following text: 


As you move into the barrier, you feel as though you are being 
sucked into a vortex. Everything around you slows to a crawl and the 
frees transform into a blinding array of shimmering lights. A searing pain 
rips through you, and you feel as if your skin is being ripped from your 
body. You drop to your knees, or at least it seems that way. You can feel 
your bones moving under your skin as the air is forced out of your 
lungs, but you've lost all sense of your body. You instinctively try to 
cry out in pain, but all that emerges is a burning, a flame shooting a 
your mouth. You try to bring your hands to your throat, but you don’t 
even know where your hands are. 

Suddenly, in one explosive burst, the pain leaves you and you drop 
to the ground. The world comes back into view, but when you open 
your eyes, you see several bizarre creatures staring back. After a few 
disorienting moments, you notice the sigils glowing bright red on each 
of the creatures... These monstrosities are your companions. 


decide to take, there are three key events 
they will encounter, in the following order: 


ENCOUNTER #1: Pack Attack 


As the PCs are traveling through the forest, the stalker PC 
becomes aware that there are several other creatures in the 
immediate area. Before the PCs have a chance to react, 
they find themselves surrounded by a pack of eight vicious 
wolf-like creatures with quills (see page 15 of the booklet 
for statistics). 

The PCs can do whatever they wish, but combat is 
unavoidable; some wolves will fire their quills at the PCs while 
maintaining the perimeter, and the rest will move in for the 
attack. The wolves are not really meant to hurt the PCs; once 
a few of the wolves have dropped, the rest will flee. 

The purpose of this encounter is to give the PCs a chance 
to fight using their new abilities. Here is also your first chance 
to show the PCs that they are not completely protected from 
the influences of the Zone. Throughout the course of the 
module, there will be times when a character’s bestial instincts 
take over their rationality. Each time this happens, the sigil 
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THE NATURE OF THE BEAST 


During the adventure, the PGs will sometimes succumb to their bestial 
nature. Each time this happens, the sigil protecting them becomes a 
little dimmer. Here are a few examples of how the Zone begins to take 
its toll on the player characters: 


BALEWORM Becomes very impulsive and quick to act or attack 


without giving it much thought. 


Feels very sluggish and lethargic, with little desire 
to do anything. 


FLOWMORPH 
GEOPHAGE The geophage is more apt to become agitated, 
physically lashing out at a companion with whom 
he has an argument. 


Raw meat consumes the PC’s attention. After an 
enemy dies, the grubskin will try and eat it. 
Becomes paranoid, overly sensitive that the group 
is being watched or hunted. 


WINGED SLURRY | Is easily startled and its instinctive reaction in a 
dangerous situation is to immediately flee. 


GRUBSKIN 


STALKER 


becomes a little bit darker. See the “Nature of the Beast” 
sidebar (above) for tips on how to do this effectively. When 
these slips happen is up to you; the best time is when the PCs 
are frustrated or wasting time. 


ENCOUNTER #2: Rumble in the Woods 


As the PCs continue searching for Hathord, they can make 
out sounds like wailing and the crash of trees in the distance. 
As the PCs get closer, they hear the roars and growls of two 
distinct creatures. 


When you look out into the clearing, you see a fearsome sight. Two 
creatures—both easily twice your size—are locked in a struggle. One, 
a lizard-like creature with horns protruding from its face, neck and 
shoulders seems to have the upper hand on the other, a crab-like 
creature with six pincer arms. Both creatures are heavily splattered 
with blood —whose you cannot be certain; however, you can make out 
the magical glow of a sigil on each of them. 


The PCs can watch the battle to its conclusion, or get 
involved if they desire. If any of the PCs asks for more detail 


XANALOR’S SIGIL 


94 INQUEST 36 


K’MAR’S SIGIL 


about the sigils, he will notice that, while both sigils on the 
monsters are the same, they are different than the sigil the 
PCs possess. Regardless of what the PCs do to get involved, 
the lizard creature will defeat the crab creature, killing it, and 
then flee into the woods. The PCs can follow the tracks, but 
they will not be able to keep pace. Alternatively, if the PCs 
stop to listen, they hear the faint sound of moving water from 
the nearby lake. They may choose to go that way instead of 
following the tracks. Either way, the PCs will come across the 
next encounter. 

The purpose of this encounter is to clue the PCs into the 
fact that something is going on here; there are other intelligent 
creatures in the Zone. Why or how this is possible, the PCs 
don’t know. 


ENCOUNTER #3: Pit Trap 


While traveling along, the stalker PC suddenly stops and his 
whiskers prick up. He smells something; he’s not sure what, 
but it’s drawn his notice. The rest of the PCs smell nothing. 
The stalker is compelled to follow the smell, and soon, when 
the PCs are within about 50 feet, it becomes apparent what 
has caught his attention—a huge slab of raw meat hanging 
above the ground. 

The stalker is salivating and is uncontrollably drawn to the 
meat. As he gets within 10 feet of it, he suddenly drops out 
of sight. The fall is 15 feet; most likely, the PC won’t get hurt. 
After the stalker falls, he returns to his senses, no longer 
consumed by his urges. The pit is 10’x20’, clearly made by 
intelligent creatures and not difficult to escape given a little bit 
of thought. The pit was designed for non-sentient beasts, so 
if the PCs put a little brain power into it—simply climbing out 
won't work—the stalker can easily escape. For example, the 
geophage could knock down a tree to use as a ramp or the 
baleworm could dig an inclined tunnel. 

Alternatively, the PCs may choose to leave a character 
in the pit and hide in the brush, waiting for someone to 
arrive. Regardless of what they choose to do, a small band 
of the renegades will approach before they have a chance 
to leave the area. 


You see a large band of creatures approaching you. Each is unlike 
any creature you have ever seen. One has tassel-like feathers that 
drape its skin. Another has long curved spikes emanating from just 
about every part of its body. Yet another has a thin, insectoid frame and 
razor-sharp pincers. All of the creatures 
are unique; and you realize that all of them 
bear a sigil like the one you saw earlier. 

Before you can act or speak, the 
insectoid creature takes a step forward. 
Acidic saliva drips from its mouth as it opens 
its mandibles... and speaks. 

“Why are you here?” 


The leader, Morlen, is cautious, 
and as soon as he is satisfied that the 
PCs are not allied with K’mar, he will 
abruptly cut them off and say, “We 
must leave. It is not safe here now 
that you have triggered the trap.” 
The renegade creatures lead the PCs 
back to their village, advising them 
to be as quiet as possible (see location 
3 on page 6 of Module Booklet). 

There are several reasons for 


i The city of Lorinthar offers exotic goods, and 
very unusual land to the north. 
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this encounter. The most obvious is to introduce the PCs 
to the villagers. This encounter also serves to establish 
that there is a bad guy (someone setting traps) and it is 
an opportunity to have a PC succumb to his bestial nature. 


THE RENEGADES’ VILLAGE 


Once the PCs reach the village, Morlen will begin answering 
questions, including the story of who the renegades are. He 
can tell the PCs much of the backstory, including how K’mar 
harnessed the power of the Zone to cast permanent sigils, 
and how the city of Lorinthar has been sending innocents to 
the Zone. He will also tell them of how the renegades fled 
K’mar’s stronghold and how they have been hunted; however, 
he will not tell them the full extent of events: how creatures 
are being slaughtered, skinned and sold back to Lorinthar in 
a ghastly trade circle. This is a taboo subject for Morlen and 
his followers, and they will not speak of these abominations. 

If the PCs ask about the diplomat, the renegades have not 
seen him, but Morlen will tell the PCs that if Hathord is still alive, 
he has most likely been captured by now. 

If the PCs offer to go to K’mar’s stronghold, the renegades 
will do what they can to help. They will tell the PCs how to get 
to the stronghold, and if the PCs are willing to try and take 
down K’mar, a small group will volunteer to create a diversion 
while the PCs find a way to enter. With the amount of troops 
K’mar possesses, the diversion will most likely be fatal, but the 
creatures are willing to make the sacrifice for the sake of the 
others trapped in the Zone and the thousands more who 
could be sent into it if K’mar is not stopped. 


THE TRANSMUTER’S TOWER 


The volunteered renegades will lead the PCs to within a mile of 
K/mar’s stronghold. On the way, one of the renegades suddenly 
stops, looking quizzically into the distance. When questioned, he 
explains that there used to be a tower on the hill off to the south; 
now, for some unknown reason, it’s gone. The tower belonged 
to the transmuter who created the Zone (although the renegades 
do not know this). 

If the PCs choose to explore the ruins, they find that all that’s 
left of the 30-foot diameter tower is the foundation. The walls that 
remain go only a few feet above the ground, and the stone 
staircase leads down into what was the tower’s basement, now 
open to the sky. The tower has been completely looted by K’mar’s 
minions, and the tower itself has been dismantled and taken to 
use as building materials to improve K’mar’s stronghold. As such, 
there is very little rubble. There are, however, a large variety of 
tracks leading in the direction of the stronghold. 

If the PCs examine the basement, they find plenty of scorch 
marks, but little else. The only noteworthy item is a small piece 
of paper, ripped from a larger piece. It is only a small scrap, 
at least 50 years old. There is not enough writing on the paper 
to decipher anything, but a PC who was a spellcaster can 
determine that it is from a spellbook. 

However, there is something substantial to be found if the 
flowmorph PC explores the cracks in the walls—several sheets 
of the same paper. A skilled mage may be able to determine 
that the spell on the pages is some kind of powerful 
transmutation spell; any character that can read will be able 
to understand the wizard’s notes scrawled in the margins. 
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The notes give insight into the history of the Zone, including 
the wizard’s intent to create a “mobile field of transmutational 
energy,” which would allow him to change his form. There are 
also notes which describe the field as unstable and his difficulties 
with keeping the field contained. 


INFILTRATING K’MAR’S FORTRESS 


It is about 20 minutes before sundown when the PCs approach 
the fortress, and they find it is much more than they expected. 
What was supposed to be a small keep set into the mountain 
has been transformed into a heavily fortified structure. Various 
monsters are working on improvements, hefting stone blocks 
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into place on various parts of the keep. Twenty humanoid 
monsters are encamped in front of the stronghold (see page 
15 of the booklet for stats). 

To enter the stronghold, the PCs have four basic options: 

1. Try and enter through the front gate. While feasible, 
this is highly unlikely. The PCs would have to defeat almost all 
of the monsters, plus they would sound the alarm. 

2. Search for a secret entrance. If the PCs scout out 
the area around the stronghold, they hear the rumbling 
of water. There is a waterfall about 400 yards from the 
main entrance. Behind the waterfall is a cave which leads 
to the monster pen in the keep (area 7 on the map of 
K’mar’s fortress). 
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3. Burrow through the ground. The baleworm PC can 
create a tunnel leading into the fortress, although unless the 
PCs scout the entrance (by sending in the flowmorph, which 
can go through cracks in the wall), the baleworm will be 
tunneling blind and show up in a random location. 

4. The grubskin PC can have his maggots eat their way 
through one of the walls, allowing the PCs to enter. 


As long as the renegades are causing a diversion, the PCs 
can accomplish options 2, 3 or 4 without being seen (as long 
as they’re somewhat discreet). If they’re not careful, they may 
have to face a few monsters. Of course, the PCs might try 
another method; if this happens, use-your best judgment. 


Inside th — i 

Once inside the fortress, the PCs will have a chance to explore. 
As the PCs move through the-various rooms, keep in mind 
that the dimensions of the rooms and hallways are huge, so 
as to accommodate the array of creatures that moves through 
them. The hallways are 15-feet wide and the ceilings are as high 
as 20 feet. Also, the Sigil of Location reaches its maximum 
intensity once the PCs enter the fortress. When they enter 
K’mar’s lair it will begin to pulse. 

1. COURTYARD: A variety of torture devices decorate the 
courtyard for the pleasure of K’mar and her minions. Several 
reserve guards are also milling about in this area. If any intruders 
are detected in the area, the alarm is sounded here and the 
two massive double-doors are locked from the inside. 

2. ENTRY HALL: This well-lit chamber is the central location 
of the fortress. The guardian (see page 15 of the booklet) has 
one purpose—to keep others from going through the double 
doors leading into K’mar’s lair (area 8). If the PCs move 
towards the door, it will scuttle over to block their path and 
say, “Go way.” If the PCs do not comply, it will attack. 
Otherwise, the guardian will stare at the PCs but ignore them. 
The stone staircase in the far left corner of the room goes up 
about 15 feet and hits a ceiling of rubble; the second level of 
the fortress is still in the process of being built. None of the 
doors in this room are locked. 

3. LIBRARY: This room, filled with fully stacked 
bookshelves, is K’mar’s library. Most of the books here are 
ones she has pilfered from the transmuter’s tower, although 
she has written several herself. If the PCs spend a significant 
amount of time in this room, they can learn more about the 
nature of the Zone—including the existence of the breach 
(although the location is not given) and how K’mar has 
managed to tap into the central core of the magic of the 
Zone, a swirling vortex of magical energy. 

4. TREASURE ROOM: The door to this room is locked, 
but entering is easy enough. The flowmorph can go under 
the door, the grubskin can have maggots eat their way 
through the wall, etc. Inside, the room is filled with gold 
and gems K’mar has collected from the Zone; however, all 
of these will revert to worthless stones, metals, coal, etc. if 
the Zone loses its magic. 

5. PROCESSING CENTER: As the PCs approach this area, 
they will be able to make out the cries and howls of K’mar’s 
unfortunate victims. This grim chamber is filled with cruel 
devices used to help skin and process the body parts of 
captured creatures. If they’re quiet, the PCs can observe the 
grisly activities of this chamber from the shadows without 
being detected. 

6. STOREROOM: This dimly lit chamber is filled with barrels 
and crates which contain processed skins, bones and body 
parts, as well as the skeletons of various stripped creatures. 
These are materials to be shipped out of the Zone to Lorinthar. 

7. MONSTER PEN: This huge cavern houses a great variety 
of captured beasts, which K’mar will either make minions or 
have processed into goods. The lone guard is able to keep 
the magically sedated creatures in line until K’mar determines 
their fate. Note: The secret waterfall passageway enters the 
fortress through the corridor at the top of the chamber. 

8. K‘MAR’S LAIR: This chamber is effectively sealed off 
from the rest of the fortress. The walls, ceiling and floor are 
magically reinforced; the only entrance is the double-doors, 
which K’mar eagerly waits for the PCs to cross. When the PCs 
enter the room, read the following: 
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You have entered an enormous chamber, over 100 feet long and 
at least 40 feet wide. At the back of the room, you can make out a 
swirling white vortex, which spirals 30 feet up to the ceiling. Lining the 
walls are ornate pillars crafted of red marble. Chained to several of 
these pillars are badly beaten and wounded creatures of varying sorts; 
each dis K’mor’s sigil imprinted on its body. One of them, a gargoyle 
that seems to be intrigued by the now pulsing Sigil of Location, 
immediately catches your eye. 

Suddenly, you're aware that there is another pair of eyes set intensely 
fixed upon you. A gray, frail creature with long gangly arms and legs 


emerges from the shadows. Its bulbous black eyes stare you up and 


down. A sigil burns white-hot on its chest. The chained creatures recoil 
in fear, and in the still of the immense chamber you can hear their 
frightened whispers. “K’mar...K'mar...” 


K’mar is not interested in negotiating; if the PCs don’t 
initiate an attack, she will. Ideally, the PCs will attack first; in 
response, K’mar shapechanges into an elusive form, and the 
battle is underway. This should be a hard-fought battle that 
the PCs soon realize they have little hope of winning. They 
may get in a blow every now and then, but they won’t be 
able to do enough damage to kill her. 

Throughout the combat, K’mar continually changes form to 
thwart the PCs’ attacks, and this is the key to defeating her. PCs 
who pay attention will notice that the vortex flickers every time 
K’mar changes form. This is because she is drawing energy from 
the Zone. If one of the PCs interrupts the flow of energy—by 
throwing something like a book, a piece of treasure or even a 
spray of maggots into the vortex while it is flickering—K’mar’s tie 
to the vortex will be severed. Note that if a PC throws something 


’s fortress is a work in progress, 
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| It ain’t no picnic living in the Exile Zone 


into the vortex while K’mar is not shapechanging, the item will 
simply dissipate and K’mar will be unaffected. If a PC throws 
himself into the vortex, it’s instant death—hey, look before you leap. 
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K’mar knows the secret of the Exile Zone. 
Can you figure it out before it’s too late? 


If the PCs are getting whipped and seem to be totally 
clueless about discovering K’mar’s weakness, you can have 
Hathord (the gargoyle) nudge them in the right direction. 
Once they defeat her, read the following: 


The vortex flashes bright crimson, and you hear K'mar release a 
bellowing roar. You look at the creature to see it seg it agony, 
or between forms. The color of the vortex begins to deepen, and 
at the same time, you can see the life draining from K'mar. The ground 
begins to rumble, and pieces of the ceiling fall around the vortex, which 
seems to be running red with blood. In a sudden explosion of energy, 
the vortex shoots into the air, bringing the rocks above it crashing down. 

At the same time you are knocked to the ground—not by the 
explosion, but by the convulsions in your body. Your form begins to 
morph and twist, as it did when you entered the Zone. The pain is 
seething, but you manage to maintain consciousness, and through a 
stream of uncontrollable tears, you can see K'mar transform into the 
crumpled form of a young woman. 

She cries out in a feeble, broken voice. ‘Weak, helpless...” And with 
a dying scream she shrivels into a withered husk. Then it is over. You 
are able to rise to your fee-—your human feet. 


WRAP-UP 

When K’mar dies, the magic of the Zone dissipates and 
everything, including the PCs and Hathord, returns to normal. 
If any of the PCs are wearing armor or clothes they purchased 
in Lorinthar, they are in for a rude awakening: These items 
are now made of human flesh. 

Disoriented, Hathord will ask them what happened and 
then thank them for rescuing him. The PCs can take whatever 
actions they wish at this time, but all that remains of their 
mission is to return Diplomat Hathord to Lorinthar. Outside the 
fortress, chaos reigns among the disoriented humans who 
have no recollection of their transformation. The PCs, thanks 
to Xanalor’s sigil, retain full memory. Beyond K’mar’s keep, 
the Zone is eerily silent; there are no more monsters, and a 
strange stillness blankets the land. Xanalor will not be waiting 
for the PCs at edge of the zone, but it does not matter. There 


100 INQUEST 36 


is no magic to prevent the PCs from leaving. When the PCs 
finally arrive at Lorinthar, read the following: 


Even as you approach the city, you can tell things are not 
as they should be. There is no noise, no commotion. It is as if 
you are entering a ghost town. When you arrive at the city 
gates, it doesn’t take long to figure out what has happened. In 
the shops, where there used to be fine clothes and armor, hang 
strips of human flesh. The roofs, which had been ornately tiled 
with mosaics of monster scales, are now draped only with human 
skin. Some of the buildings are crafted aa bricks of bone, 
others are thatched from pee tendons, muscles and sinews. 

Most of the people have fled the city; those that remain have gone 
mad from the horror of their predicament. There is a man lying in the 
street, groaning as he rips at the human flesh that was once his armor. 
Another man is retching; an over-turned plate and its half-eaten contents 
are splayed on the ground. 

As you come closer, you can see that one of the men in the street 
is Mayor Gaston. He stumbles towards you crying, “What have 
you done?” 


The PCs can try and speak with Gaston, but it’s pointless. 
He has completely lost all reason. He’s trying to rationalize the 
horrors he has caused within Lorinthar, crying, “But they were 
criminals!” However, he is clearly consumed by guilt. The whole 
thing has turned him into a blathering idiot and it should be 
clear that any promised rewards will never materialize. If the PCs 
become stagnant, Diplomat Hathord offers suggestions. 

All he wants to do is get away from the horror that Lorinthar 
has become. He proposes that if the PCs escort him back to 
Quaylen (about a week away), his king would be grateful and 
would surely reward the PCs—not only from saving Hathord 
from the Zone but also for preventing what could have been 
a nationwide disaster if Quaylen had opened trade with 
Lorinthar. What happens on the way to Quaylen (should the 
PCs accept the invitation) is up to you, but we’d recommend 
you give ‘em a break. @ 


FUTURE CAMPAIGN IDEAS 


There are plenty of ways you can incorporate elements of this module 
into an ongoing campaign. The PCs may forge a new alliance with the 
kingdom of Quaylen. Perhaps, after giving them their reward, the King 
offers them another assignment. There are also several unanswered 
questions and issues from the adventure that can arise later in your 
campaign. For example: 

© What happened to Xanalor? Answer: He fled as soon as all hell 
broke loose in Lorinthar. He knew what was happening and he didn’t 
want to be around when the PCs came back. Now, he’s off somewhere 
else, perhaps plotting revenge against the PCs for ruining his 
prosperous career. 


© What happened to the real criminals who had been sent to the 
Zone? Sure, some of them were innocent, but a lot of the people that 
survived the Zone were bad people. What happens when you open the 
floodgates of a prison that big? 

@ Is the Exile Zone’s magic really gone? The destruction of the 
vortex was possibly a temporary disruption in the Zone’s field. Perhaps 
the Zone arises again and alters the area in another strange way. 


The InQuest staff would like to thank the dozen people who 
helped with playtesting and stat-conversion: Tony Carlini, 
Chris Doyle, Lisa Doyle, Sean Jaffe, Steve Kenson, Steve Labun, 
Devin McCullen, John Rios, Dan Scheffer, Mike Soss, Kathy 
Weinstein and Mike Zucca. 
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colorful than the na 
designs—Black Lotus, jener’s Cap and Greven ik 
Vec—that go for $7.98 to $8.98 apiece. Their flip- 
tops close with spiffy Velcro strips, and UltraPro 


says they won't crack like ordinary acrylic boxes. 
And don’t forget, each box comes with 75 Deck 
Protectors. That still sounds wrong.... 


You’re in good company if you admire writer Aaron Allston, author of 
dozens of meaty gaming supplements for AD&D, Champions, Car Wars 
and GURPS, plus novels like Doc Sidhe and Galatea in 2-D. This month, 
Allston hits the bestseller lists with Wraith Squadron, his first of three 
licensed X-Wing novels, based on the mega-hit LucasArts computer games 
set in the Star Wars universe (Bantam Spectra, $5.99). 

Allston got Wraith Squadron practically by accident; a Bantam editor 
pencilled him in as a possible author, resigned soon afterward, and the next 
editor assumed Allston was already writing the books. Imagine getting a 
call out of the blue: “So, have you finished writing that Star Wars novel 
yet?” Aaron took the job and, despite an incredibly tight deadline, came 
through. In Wraith Squadron, Wedge Antilles— stalwart hero of four other 
Michael Stackpole X-Wing novels—leads a covert action group of X-Wing 
pilots in a mission to take over an Imperial warship. Meanwhile, West End 
Games adapts Stackpole’s original X-Wing quartet in the upcoming Rogue 
Squadron Sourcebook for Star Wars: The Roleplaying Game. Gee, who could 


A 
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they possibly get to adapt Wraith Squadron...? 


DRAGONBALL GOES BLIND 


You've already got Pioneer’s Dragonball Z Resurrection 
stand-alone expansion for Ani-Mayhem, not to mention the 
Dragonball Z Playstation console game, posters, trading cards, 
action figures, T-shirts, flip-top wristwatch and hordes of 
videos with every episode of the high-action Japanese anime 
series. Let’s see, you've covered your body, your bedroom 
walls and bedspread, the floor—gasp! Your window! It does 
not yet partake of the full Dragonball Z experience! You'll 


want the $34 Dragonball Z bamboo Venetian-style blind from 
Samurai USA. It features Goku, Gohan, Yamcha, Vegiita and 
three more Z fighters with names like mixed Scrabble tiles. 
Check www.samurai-anime.com for more information. Now 
if only you could dress up your dog.... 


GHOSTLY GOODIES 


And speaking of wraiths (you know, like Wraith Squadron...it’s 
funny), if you're a player of White Wolf's Wraith: The Oblivion 
RPG, you may have been dismayed by the lack of cool doo- 
dads available for this game of passion and horror. Fret no 
more, deadboys and girls. Henry Higgenbotham’s Wolf Totem 
studios has come to your rescue with a line of sculpted stuff 
for you to scarf. The picture shows the Arcanos magnets ($5 
apiece), the Charon pin ($10) and both sides of the Wraith obo- 
lus ($10). All magnets are also available as pins and vice versa. 
Finally, for $25, you can hang the Wraith Key from your neck. ..if 
it’s still attached. To reach Wolf Totem, check out their site at 
http://www.mindspring.com/~spigmoid/index.html. 


APRIL 1998 103 


ee | a 


BABYLON 5: SAY IT WITH MUSIC 


If you’re running Chameleon Eclectic’s The Babylon Project RPG, how 
do you simulate the “Babylon 5” TV show’s atmosphere in your game 
sessions? Hire series creator J. Michael Straczynski to drop by and 
provide historical footnotes to your plots? Sorry, he’s busy working 
10 hours a day. Maybe you could spring for a Silicon Graphics work- 
station to create those cool CGI special effects. Sonic Images offers 
a far cheaper solution: five CDs of Christopher Franke’s original music 
for “Babylon 5.” 

The company has already offered two album-length suites 
amalgamated from various episodes, but each of these new “episodic 
CDs” ($10.98 apiece) contains about 30 minutes of music from a sin- 
gle third-season show. So far they've released the music from the 


GO FISH! 

e 
When the stars are right and Great Cthulhu rises from 
his watery house in the sunken city of Rl’yeh... you're 
probably pretty hosed. But, if you put one of these 
nifty Cthulhu-fish on the bumper of your car or the 
back of your notebook, you might get eaten last. These 
7 3/4” x 2” metallic stickers parody the popular “Dar- 
win-fish” stickers, themselves a spoof on the Icthyos 
symbol used as a symbol of the Christian faith. (Talk 
about an inside joke.) If your local high priest is out of 
these gold or silver goodies, check your local game 
store; they retail for about three bucks. Otherwise, con- 
tact Chaosium directly at 510-547-7681. 


customers can send.a fax to 213-650-1016. 
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‘Mysteries of the Sith screens 
104 INQUEST 36 


Hugo-award-winning “Severed Dreams,” “Late Delivery from Avalon,” 
| “Walkabout,” “Shadow Dancing” and, especially good for eerie hor- 
ror adventures, “Z’Ha’Dum.” All works are performed by the 
Berlin Symphonic Film Orchestra, with Alan Wagner con- 
ducting. For more info, e-mail sonicimages@sonicimages.com, 
or check the Web at www.sonicimages.com/b5. Less-wired 


In last fall’s long-awaited Jedi Knight computer 
game, seven Dark Jedi villains became lightsaber 
fodder for hero Kyle Katarn. But five years later, 
the Star Wars computer game hero goes miss- 
ing, and his budding apprentice, former Empire 
assassin Mara Jade, has to find him—in the 
catacombs beneath a temple of the Sith. 
You know, as in Dark Lord of the Sith? As 
in Darth Vader? 

Mysteries of the Sith, March’s add-on 
scenario disk for Jedi Knight, puts Mara 
through 14 new scenarios of single-player 
hell. Her new weapons include a carbonite 
pellet gun (similar to the Freeze Ray in Duke Nukem 3D), a stationary repeat- 
ing blaster cannon, a long-range electroscope, a seeker rail detonator, a flash 
bomb and the BlasTech DL-44 heavy blaster pistol (Han Solo’s favorite), Mara 
also grows wise in the ways of the Force, with new powers like Force Push, 
Chain Lightning, Lightsaber Throw, Force Projection and Far Sight. And who's 
she fighting? Name it: a Hutt crimelord, pirate raiders, dianogas, swamp 
wampas, Imperial torture droids, undead Sith warriors and the Rancor. 

Deathmatch players get 10 new sites for wholesale butchery of their friends, 
including classic locales like Cloud City, a carbon-freeze chamber and the 
Imperial Throne Room. Players can look like a Jedi, Imperial soldier, stealthy scout 
or Boba Fett. Five more multi-player levels link in a contest called “Kill the Fool 
with the Ysalamiri.” To score points with the next Star Wars trivia fan you 
meet, mention that an ysalamiri is a small salamander-like creature capable of 
deterring the Force within a ten-meter radius. The price of Mysteries of the Sith 
was not set at press time, but check www.lucasarts.com for the latest. 
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SAY, YOU'RE ROLLING WELL TODAY 


“| speak the guard’s language because of my 18 Intelligence, so 
I'll charm him with my 18 Charisma. Then, when he’s not look- 
ing, I'll climb the wall with my 18 Dexterity and break through 
the window with my 18 Strength.” Clearly, this gamer has already 
discovered Koplow’s Character Builders dice. Have you? Guaran- 
teed to roll a six every time, each weighted 18mm die comes in 
red, green or black (sets of three, $5.98) from Koplow Games, 
369 Congress St., Boston, MA 02210; call Customer Service at 
1-800-899-0711 for a catalog. But watch out if your gamemas- 
ter discovers your Character Builders. He'll make you use ‘em in 
Champions or GURPS where a roll of 18 blows your attack. 


HATCHLINGS FOR EVERYONE! 


Your party creeps along the shadowed cavern passage toward the 
dragon's hoard. You peek around the corner, and amid your 
puny little lead figurines, the gamemaster suddenly drops a bend- 
able rubber Alien Hatchling from last fall’s “Alien Resurrection” 
movie. Eeee-yaaah! These Chestburster and Facehugger toys 
($10.25 each) would give small children nightmares, but at 
25mm scale they loom as large and menacing as any 
dragon in your fantasy RPG. And they’re a fraction 
(okay, a large fraction) of the cost of lead figures. Check 
out the nasty newborns at the Hasbro Web site, 
www.hasbro.com. 


STOP PLAYING WITH YOURSELF 


What sight saddens more than a gamer without oppo- 
nents? Okay, hundreds of sights sadden more. But the 
point is lonely fans of Jolly Games’ Wiz-War and Pin- 
nacle’s Fields of Honor miniatures game should soon 
find plenty of opposition over the Internet. Adventure 
Online Gaming is preparing online adaptations of these 
games using innovative tools that work through any stan- 
dard Java-enabled Web browser, without need for special soft- 
ware. These computer versions are exact translations, so when 
a Wiz-War player in Wyoming plays his Wall of Thorns onscreen, 
you'll groan just as if the card hit your own table. 

It’s free for now, so see how it works at the AOG Web site, 
www.gameworld.com. Right now, all it offers is a funny card 
game of backbiting office politics, Lord of the Cubicles, along with 
Spades and Solitaire. (Whoop-de-doo.) But AOG licensing man- 
ager Greg Gorden (designer of Cubicles and the Earthdawn, TORG 
and DC Heroes RPGs) says Wiz-War should come online by March, 
with Fields of Honor to follow in late summer. The Web site also 
announces plans to adapt Daedalus Entertainment’s Shadowfist 
and Feng Shui. 


Want your gaming-related merchandise featured in “Treasure Chest”? 
Don’t just stand there nodding, package up a copy and send it to us. If it’s 
good and we like it, you'll see it in these pages. Send the loot to: 


TREASURE CHEST < 


INQUEST NEW PRODUCTS 
151 WELLS AVE. 
CONGERS, NY 10920 
FAX: 914-268-0053 
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Did you attach your entry? 


Zip 


mail address 


RDSTOCK Gaiam 


Tracking trends in the card game market 


Welcome as always to “Cardstock,” where the women are strong and the men are (literally) barbarians. I'm Lars 
Pearson, InQuest price quide manager and the most Norwegian man in the gaming industry. 

A quick note needs to be made about the recently-released First Contact (Star Trek). \t’s gotten rave reviews 
and shown nice, clean increases, but take notice that the excitement is mostly among the major cast members. The good 
news is cards like Jean-Luc Picard, Data and Geordi LaForge should keep going up since you'd have to be a 
brainless tribble to play Star Trek and not use them. But in time, the rest of the expansion might stagnate. We'll have to 
wait and see. 

Beyond that, the news this month is Tempest, Tempest, Tempest. It's easily the hottest Magic set right now, with 
mucho price increases. But beware: Magic’s upcoming Stronghold expansion will, of course, immediately trump 
Tempest as the set to get. That means that the now-zooming Tempest will likely level out and possibly go down. Oof. 

Still, here’s a short list of extremely useful Tempest cards that might not drop too much under any scenario. Heck, 
they could even show increases: 

© Cursed Scroll—One of the hottest cards right now. Simply put, you name a card and your opponent has to 
choose one from your hand. If he or she draws the card you name, two damage is meted out to target creature or 
player. Yowza! Now, if you want to be—and this is a technical term—a “sly bastard,” the best idea is to get yourself 
down fo one card when unleashing this baby. That way, the odds of your nemesis choosing the correct one kinda 
increases, And for the three generic mana it costs to use this spell, the price is rather cheap. 

¢ Eladamri’s Vineyard—As a low-casting enchantment, this card really speeds up green decks. If your opponent 
isn’t playing green, they'll be forced to use two green mana every turn to avoid mana burn. Unpleasant, to say the least. 

¢ Earthcraft—Tap a creature fo untap a land. That's the beauty of Earthcraft. In combination with a Sacred Mesa 
or Goblin Warrens, this can become an infinite creature generator. Yea-woo! Free warning, though: If your opponent 
ever casts Earthcraft, expect him to be playing a Mesacraft deck and counter it or disenchant it as soon as possible. 

© Wasteland—With the restriction of Strip Mine, this card has become the choice de resistance for land 
destruction among Type | and Type I! players. Even though you have to sacrifice Wasteland, the devastation to nonbasic 
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lands is absolute. oa sme OR 
© Sapphire Medallions—Those pesky Medallions. Players can’t decide if they're worth their weight in salt, but 
one thing is clear: Sapphire Medallions have been enjoying a renaissance. All Medallions make spells cheaper, but with FIRST CONTACT 
blue cards, this is especially useful. Blue mages need to save mana so they can cast counterspells. Wily players can also Expansion set gets rave reviews, major cast 
use the Sapphires to take advantage of buyback spells like Capsize and Whispers of the Muse. members show healthy increases, 
Beyond Tempest, there is one Magic item of note. The Extended tournament format has really started to gain Expect uphill slopes among 
ground, meaning that it’s possible, let me stress possible, that several out-of-print cards will become popular on the key cards in future. 


singles market. After all, Extended allows for cards from Revised and every expansion after it, including The Dark and 
Tempest. It’s a little too early to do more than speculate which cards will gain in popularity, but stay tuned. 

That's all for this month. Stay good, and in the words of Abraham Lincoln, “Whenever (I) hear anyone arguing for 
slavery, | feel a strong impulse to see Spirit Shackle tried on him personally.” 


PRICE GUIDE CONTRIBUTORS 


A.&S Comics in North Bergen, NJ; Adventures in Comics & Games in Carmichael, CA; All About Books & Comics V in Tempe, AZ; 
All American Comics in St. Louis, MO; All Pro Sports in Newark, DE; American Comics & Cards in Chattanooga, TN; Augusta Comics 
& Cards in Carmel, IN; Austin Books in Austin, TX; Barry’s Collectors Corner in Grand Forks, ND; Bob’s Hobbies in Springfield, MA; 
A Book Deal in Roswell, GA; Book & Music Exchange in Louisville, KY; Books, Comics & Things in Ft. Wayne, IN; Books Galore in pee =ct 
Frie, PA; Brainstorm Comics in Frederick, MD; Brandywine in West Chester, PA; Broadway Comics in Valrico, FL; Card & Comic So So 
Arcade in New York, NY; Card & Comic Empire in Huntzville, AL; The Card & Comic Shop in Port Lavaca, TX; Cards, Coins & seats toot se Oh necro 
Collectibles in Monroe, LA; Cards & Comics, Inc. in Twinsburg, OH; Castle Archon in Erie, PA; Castle Comics in Portsmouth, OH; a 

Chimera Comics & Cards in Fond Du Lac, WI; Classic Comics in San Angelo, TX; Claude's Comics in Hatboro, PL; Coastside Comics in 

Pacifica, CA; Collector's Choice in Athens, TN; Collector's Lair in Lynchburg, VA; Collector’s World in Anderson, IN; Comic City in San HOTH & DAGOBAH 
Diego, CA; Comic Cubicle in Williamsburg, VA; Comic Dreams in Manteca, CA; Comic Dungeon in Riverside, CA; The Comic Shop in As Star Wars’ Cloud City expansion gains steam, 
Fairbanks, AR; The Comic Shop in Garden City, KS; Comics on Parade in Santa Barbara, CA; Comic Town in Reynoldsburg, OH; Hoth and Dagobah sets freeze over. This month 
Comic World, Inc. in Stafford VA; Comics Warehouse in Albuquerque, NM; Comics & Comix Inc. in Rocklin CA; Comics Inc. in continued huge hits among rares such as You : 
Fayetteville, NC; Comically Speaking in Maynard, MaA; DR Comics & MR Games in Oakland, CA; Daddy's Toys in McHenry, I; Will Go to Dagobah 

Discount Hobby in Kalamazoo, MI; Dover Cards & Comics in Dover, NH; Dragon’s Lair in Austin, TX; The Dragon’s Lair in West : 
Springfield, MA; Dreamscape Comics in Easton, PA; Dugout Sportscards in Corpus Christi, TX; Eagle Hill in Presque Isle, ME; Fantasy 
Factory in Dalton, GA; Fantasy Works Comics in Aurora, CO; Fantasy Zone Comics in North Kingstown, RI; Fiction Comics in 
Porterville, CA; Front Row in Severne Park, MD; Gallop’s Comics & Games in Statesboro, GA; Game-Alot in Santa Cruz, CA; Games, 
Crafts, Hobbies & Stuff in Overland, MO; Games Plus in Woodinville, WA; Gator Country Cards & Comics in Gainesville, FL; Golden 
Comics in Action, MA; Golden State in Sebastopol, CA; The Great Escape in Louisville, KY; Gridiron Comics & Games in Manchester, 
CT; Hansen's Hobbies in Wilmette, IL; Harvey’s Sports and Comics in West Harvey, (1; Heroes and Fantasies in San Antonio, TX; 
High Five Sport Cards in Fremont, CA; Hobby Center in Hattiesburg, MS; Hobbytown USA in Las Vegas, NV; Home Field Inc. in 
Portland, OR; Jennings Collectibles in Huntsville, AL; Key's Games & Hobbies in Moline, IL; La Jolla Sportscards in La Jolla, CA; 
Legacy Comics & Cards in Colorado Springs, CO; Leisure Hours Hobbies in Joliet, IL; Lion & Unicorn in Hoover, AL; M&M Sports 
Cards and Comics in Cedar Rapids, IN; Meridian Cards & Comics in San Jose, CA; Mission Games in Mission, British Columbia, 
Canada; Nostalgia Ink in Jackson, Ml; Oak Leaf Comics in Cedar Falls, 1A; Odin’s Cosmic Bookshelf in Lilburn, Go. and Stone 
Mountain, GA; Outer Limits in Clifton, NJ; Paul & Judy’s in Arthur, IL; Paper Heroes in Killeen, TX; Pee Wee Comics in Canoga 
Park, CA: Premier Collectibles in Greenwood, IN; R & B Newsstand Co. in Bowling Green, OH; Sean's Locker Room in Somerset, PA; 
Shahrazad Games in Lexington, KY; Shinder’s in Minneapolis, MN; Sidelines in Dayton, TN; Slam Dunk in Oceans Springs, MS; S-N- 
§ Collectibles in Lake Ridge, VA; Source Comics & Games in St. Paul, MN; Tabletop Game & Hobby in Lenexa, KS; Texas Game Co. 
in Allen, TX; The Time Tunnel in Statesville, NC: Thunderation Comics in Henderson, NV; Titan Games and Comics Ill in Smyma, GA; 
T's in Middletown, NY; Troll and Toad in Keavy, KY; WarGames & Fantasy in Metairie, LA; Who's on First in Westhaven, (T; 
Wizard World in Nanuet, NY: Yong & Dell’s Sports Cards in Lacey, WA; The Zone in Louisville, KY 


INQUEST 36 


‘Magic: The Gathering is o registered trademark of Wizards of the Coast Inc. 


ALPHA LIMITED 

WIZARDS OF THE COAST- 1993 

Cards have black borders. Alpha cards have a 
rounder corner when compared to Beta cards. 

Full Set (295 cards)... eee $3,600.0 
Starter Deck (60 cards) .... 
Starter Box (10 decks)... 
Booster Pack (15 cards)... 
Booster Box (36 packs) 


All unlisted cards are 80 % of Beta value. 
Alpha errors are worth 125 % of Beta value. 


Orcish Artillery 


BETA LIMITED 

WIZARDS OF THE COAST- 1993 
Beta cards are black-bordered. 
Full Set (302 cards) .... 2.2.2.2 .0s0e 
Starter Deck (60 cards) ...... 
Starter Box (10 decks) ..... 
Booster Pack (15 cards)... 
Booster Box (36 packs) 
Unlisted Commons 


® Air Elemental 
© Ancestral Recall. . 
© Animate Artifact .. 
@ Animate Dead .. 
yx Animate Wall 
* Jui of Mishra 


| Bonce 
Basalt Monoli 


® Birds of Paradise 
@ Black Knight... .. 
% Black Lotus .. 
® Black Vise... 
O Black Ward . 
+e Blaze of Glory 
+e Blessin 
© Blue Elemental Blast 
O Blue Ward 
@ Bog Wraith ..... 
* Broingeyser ... 
@ Burrowing 


O Circle of Protection: Red. 
QO Circe of Protection: White 
% Clockwork Beast 


O Consecrate Lan 
®@ Conservator ........ 
%* Contract from Below 
© Control Magic 
O Conversion 
® Copper Tablet . 


© Copy Artifact. 20.00 
© Counterspell 14.00 
+ Crusade 22.00 


@ (iystal Rod .. 
@ Cursed Lond ..... 
% Cyclopean Tomb . 
Dork Ritual... 
¥% Darkpact.. 
@ Deathgrip .. 
* Deathlace ..... 
%* Demonic Attorney 
+ Demonic Hordes . 
@ Demonic Tutor . 
* Dingus Egg .. 
Qi Disenchant .. 


+ @ Dragon Whelp . 
: @ Dwarven Demolition Team . 
: Mi Eorthbind 
00: % Elish Archers .. 


: @ Evil Presence 
: Ml False Orders... 


ARONA lcs acts DO 8.00 
Orcish Oriflomme ......... 00. ceeeeeeeeeee 15.00: 


: @ Goblin Balloon Brigade . 
: & Goblin King 
: & Gronite Gargoyle 
> O Green Word ....... 
: O Guordion Angel... 
: ® HelmofChatzuk . 
: & Hive, The 
: % Howling Mine 
: @ Humicone .... 
= @ Hypnotic Specter 
? @ ke Storm 
 @ Icy Manipulator 
: > lllusionary Mask 
: @ Instill Energy... 
2 BB Invisibility. 
$ @ Iron Stor.......... 
: ye Islond Sanctuary. 
: & vor Cup 
 % Jade Monolith 
: @ Jode Statue ... 
£ se Jayemdoe Tome 
: @ Juggemout .... 
: O Karma 
 @ Keldon Warlord . 
: %& Kormus Bell .... 
to Kudzu. 
: O lone . 
> @ Ley Druid 


: WE Dmin life dreainonw 


% Droin Power....... 
@ Forth Elemental ....... 
* Earthquake 


* Fastbond 
@ Feedback ... 
@ Fire Elemental . 
& Fireball 

@ Flashfires 
%® Force of Nature 
® Forcefield. 


i ©@ Lifeforce 
oe lifelace ... 


5 oe Living Artfact 
£9 living Londs ... 
= @ Living Wall ... 
: lm Llonowar Elves 
: te Lord of Atlantis 
$e Lord of the Pit . 
: @ Lure 
5% Magical Hack . 
: % Mahamoti Djinn. 


i % Mox Pearl 


5% Mox Ruby 
= te Mox Sapphire 
$e Notural Selection. 
© Nether Shadow .... 
$ @ Nettling Imp...... 


2 ae Nightmare .... 
> Norther Paladin. 
> @ Obsianus Golem... 
: @ Orcish Artillery... 
+ @ Orcish Oriflamme 

MM Porolyze ............ 
£ Personal Incarnation 
: Im Pestilence 
: @ Phantasmal Forces ... 
: @ Phantom Monster... 
: ok Pirate Ship... 


= Power Sink ... 
He Power Surge 
: 8 Prodigal Sorcerer 
+ © Psionic Blast. 
i ae Purelace .... 
: Ml Raise Dead... 
£ we Raging River .. 
I Red Elemental Blast 


: se Righteousness ..... 
: te Roc of Kher Ridges 
+ He Rock Hydra 
> @ Rodof Ruin ... 
> we Royal Assassi 
 @ Sactifice 

© ye Savannah 


> Savannah 
£ @ Scavenging Ghoul 


: * Sedge Troll... 
£ @ Sengir Vampire 


= 4 Manabarbs ... 7.00 
5 oe Mana Flare . 18.00 
! e Mona Short. . 12.00 
: %& Mana Vault. . 18.00 
= Meekstone.... . 10.00 
2 oe Mind Twist... 7.50 
£ ¥e Mox Emerald. . 190.00 
Se Mox Jet ..... 190.00 


Your blue spells cost ® less to play. 


% Nevinyrral’s Disk. . 


ic 
see 


: O RedWord ...... ». 2.00 
+ @ Regrowth .. 14.00 
| O Resurrection ... 4.50 
: ¥y Reverse Damage .. 10.00 


* I Sinkhole 

£ @ Siren’s Call. 
bok Sleight of Mind. 
5 & Smoke 
: @ Sol Ring 
£ @ SoulNet..... 
+f Spell Blast 
: & Stasis 
£ @ Steal Artifact 
: @ Stone Giant .. 
2 I Stone Rain 
> x Sunglasses of Urza .. 
; 9 Swords to Powshares 


= @ Thicket Basilisk... 
: %& Thoughtlace ..... 
: @ Throne of Bone .. 
: % Timber Wolves .. 


i % Time Walk 


: @ Tunnel 
i : Twotlended Sint of fed 


: @ Wallof Air 

© @ Wall of Bone 
: @ Wall of Brambles .. 
: @ Wolloffire ..... 
: @ Wall of Ice 
: @ Wollof Stone ... 
+ O Wall of Swords .. 


: @ Wooden Sphere... 
= +e Word of Command 
: ve Wroth of God ... 
: & Zombie Master 


: UNLIMITED EDITION 

¢ WIZARDS OF THE COAST- 1994 

> Cards are white-bordered but otherwise identical 
© to Beta cards. 


+ Full Set (302 cards) 
= Starter Deck (60 cards) .. 
= Starter Box (10 decks). 
: Booster Pack (15 cards)... 
£ Booster Box (36 packs) . 
: Unlisted Commons 


i © Air Elemental 


£ @ Animate Artifact. 
+ @ Animate Dead ... 
i ¥ Animate Wall .. 
© xt Ankh of Mishra 


; 
+ & Aspect of Wolf 
: % Bad Moon. 
: He Badlands. 
$ # Balance ..... 
: @ Basalt Monolith . . 
: me Bayou . 


i @ Bog Weoith 
i x Broingeyser 


i ye Shivan Dragon... 0... 


@ Simulocum .. 


x Time Voult ...... 


; e Uden Tl Me Senate ert 250 
: % Verduran Enchantress... 
= st Vesuvan Doppelganger 
i Meh Bodyguard... 
toe 


@ Wall of Water ... 


+ Warp Artifact 
© Water Elemental 


* Wheel of Fortune 
O White Knight... 
O White Ward ..... 
& Will-0’-The-Wisp 

ve Winter Orb...... 


‘ ik 350.00 


I Disintegrate .. “3.00 : 3 Library of Leng 2.50 : O Serra Angel 24.00 : - 35 
“ee Distupting Scepter.........-cscse.0--- 72.00 ; lidissra criti tients 55.00 : a SONG: 3 setagescz sane oleate oe 1.00 ie * Camoufage Berasenswis ty eee RSE “7.00 
key THARTIFACT  WmBIACK BLUE GOLD mGREIN Wm RED _COWHITE mm LAND een 
M COMMON  @ UNCOMMON oe RARE 


sha aarid 


 @ LivingWall oo... cece 400: Pe Webs Soe 
de Lord of Ailontis 2 -.., 6.00: o& Wheel of Fortune 
: Lord of the Pt 9.00 : O White Knight 
: @ lure . 15 } O White Word 
: Magical Hock 5.00 = + Will0’ “The Wisp. 
:  % Mohomoti Djinn. . 8.00 : % Winter Ob .. 
: te Mana Flare .. .7100 : ® Wooden Sphere: 
: a Mona Short .. ~4,00. £4 Word of Command. . 
} & Mona Vault. . ...5.00 : a WrothofGod .... 
% Manaborbs .. - 4.00 : & Zombie Master ..... 
% Meekstone .. : : 
O Castle .. ee es ; z 
® Celestial Prism. : REVISED EDITION : FOURTH EDITION 
@ Chonnel ...... = WIZARDS OF THE COAST-1994 = WIZARDS OF THE COAST-1995 
% Choos Orb .... 33 i 00 : Cards are white-bordered and are nearly identical : Cards contain a copyright date beneath 
* Chaoslace ...... 2.00 3 “ 00 = to Unlimited cards, except that the ink on the £ the artist's name on the front of the card. 
% Clockwork Beast «3.00 i 00 : cards is noticeably lighter. : Full Set (378 cards) $250.00 
@ (lone .......... -- 10.00 : 4 Notural Selection . 30.00: Full'Set (302 cords)... cece — 00 : Starter Deck (60 cards) 15 
* Cockattice ...... -. 6.00 4 Nether Shadow .. ...- 4.00 $ Starter Deck (60 cards). = Starter Box (10 decks). .. 80.00 
O Consecrate Lond -. 12.00 5 @ Netting mp.......0 cc 3.00 = Starter Box (10 decks) .... > Booster Pack (15 cards) 3.50 
75 = Nevinyrral’s Disk ... 10.00 Booster Pack (15 cards) : Booster Box (36 packs) . .. 90.00 
* icra Belo A : - 9.00 : Booster Box (36 packs) $+ Unlisted Commons... ees 


@ Control Magic... 


00 : All unlisted cards ore worth the same as Unlimited. Unlisted Uncommons ..............s00ec004 + 50 
O Conversion ...... H 


1.00 i @ iia Golem... 


e 8.00 : @ OrishArtilery ..... ve 1.00 £9 Moddin’s Lomp soe... eee eee 3.00 : @ AirElementol 2.0.0... sa 100 
% Copy Artifact. 10.00: @ OrishOrflomme ...........0 0 1.00 : % Aladdin's Ring .... ..2.00 = % Aladdin's Lamp ... .. 3.00 
@ ee 22.50 33 ¥ Personal en 400 i *& Armageddon Clock ...2.00 : % Aloddin’s Ring ... 3.50 
Crusade : : ¥e Bodlonds ..... 16.00 : © Angry Mob .. 1.00 
® Ciystal Rod. } © Basolt Monolith. ..250 : @ Animate Dead. ae 
@ Cursed Lond .. : te Bayou .. 16.00 = + Animate Wall A 
se Cyclopean Tomb . oe Birds of Paradise -. 8.00 = % Ankh of Mishra 00 
% Darkpact...... : & Bottle n.. = e Armageddon 00 
eo : : Armageddon Clock 3.00 
 Deathlace .. : @ Ashes to Ashes . . 1.00 
& Demonic Attomey = Aspect of Wolf 3.00 
+ Demonic Hordes . : ae Bad Moon 00 
© Demonic Tutor 3% Balance 

% Dingus Egg ......c00-eeeeseeeeeeee--- 5.00 | © Resurrection... ae Ball Li 

% Disrupting Scepter Birds of Paradise 


@ Dragon Whelp ... 
oe Droin Power ............ 
@ Dwarven Demolition Team 


200} Righteousness... 5.00; 
-. 9.00 = e Roc of Kher Ridges 


: : : ve Blessing ............ 
- 7.00: te Rock Hydra 


= ¥ Blue Mana Battery 


@ Earth Elemental ......... #1 00°3 & Rod of Ruin. ag : } > Bottle of Suleiman 

1 Forthbind i 00: : Bass Man 00 
& Forthquake ... ar a Bronze Tablet : 
% Elvish Archers = @ Carrion Ants... . 3.00 
@ Evil Presence .. = %& Chooslace ... 1.50 
® False Orders . 2.00 


: O Circe of Protection: Artifact 
= 9 Clockwork Avian 


* Fastbond : : # Clockwork Beast 3.00 
©@ Feedback 100: @ Seng apy $e Cockatrice ... 4.50 
© Fite Elemental. 100: 9 Sera Angel ..... 2% Colossus of Sardi - 5.00 
@ Floshfires ...... 100: r = @ Control Magic ... . 1.00 
% Force of Nature. KG =v Coral Helm... 2.00 
* Forcefield 4% Cosmic Horror 3.00 
% Fork © Counterspell ... 1.00 
* %* Crimson Manticore 3.00 
Goea’s Liege ye Gusade 0.0.0... 6.00 
st - 95.00 :  @ Sol Ring 900 : @ Cursed Lond ...... 1.00 
eae ahi @ ' % Dancing Scimitar 3.00 
@ Gloom ......... 00 : js « * Deathlace ...... 2.00 
© Goblin Balloon Brigade 00 : on % Dingus Egg ...... 4.00 
% Goblin King... -8.00 : @ Stone Giant ..... i : > Disrupting Scepter... 4.00 
* Granite Gargoyle ® Bross Man . : © Divine Tronsformation 7.50 
O Green Word... .00 : % Dragon Engine ... 1.50 
CO Guordion Angel oo... et ee eeseeses. OO $ Hiefgiig 92 : 3.00 : @ Dragon Whelp 2.00 
* VemoCuk 2 SON: maith = SS ; © Combe... 1.00 : % Drain Power 
wie the De thous imi 3.00 : de Eorthqua 
© Howling Mine : & Demonic Attorney - 3.00 : % Ebony Horse 
@ Huricone .. me S* de Timber Wolves. % Demonic Hordes .. 2.50 : %& EMojaj ...... 
© Hypnotic Specter 3.00 : © Time Voult...... @ Demonic Tutor. $00 = ye Elder Lond Wurm 0 
@ |ceStom ....... .- 20.00 : se TimeWalk © Desert Twister. 1.50 : a Elish Arch 00 
@ Icy Manipulator. . 35.00 } 4 Timetwister.. «Dragon Engine... 2.00 : # Eyeforan tye 00 , 
* ilusionary Mask. 32.00 £4 Tropical Island @ Dwarven Weaponsmith. 1.50 } @ Fellwor Stone ; 
@ Instill Energy . 15 = @ Jeunami~ ae Ebony Horse... 2.00 : % FlyingComet ... 3.00 
@ Invisibility 00 : & EHajiqj .... 4.00 : % Force of Nature 6.50 


® ron Stor... 


+e Island Sonctu 
® Wor Cup ....... 


@ Energy Flux .. 
ve Eye foran Eye . 
xx Flying Carpet 


50 : % Fungusour ... 
J5 = % Goea’s Liege 
3.50 : % Goblin King 


3.00 : % Greed ...... . 3.00 
3.00 : % Green Mana Battery 
4.00 : % Helm of Chatzuk 
2.00 : » Hive, the 
eo : 1.00 : © Howling Mine 
%& Magnetic Mountain . 3.00 = + Hurkyl’s Recall 


Jade Monolith 
®@ Jode Statue .... 
— 
® Juggemaut .. 


oe Hurkyl’s Recall .... 
% Island Fish Jasconius . 
x Jondor’s Ring... 


: e > ithe Tol. 
9 Verduran Enchontess: 


te Mijoe Djinn. 6.00 : % Hur Jackal 
% Millstone... . 7.00 : @ Hypnotic Specter 
ve Mishra’s War Machine . 3.00 : % Infemo ... 
* Onulet .......... 2.00 : @ Instill Energy. .. 


© Omithopter 
% Plateau. 


. 50 $x Island Fish Jasconivs 
= 7% Island Sanctuary 


© Wolof Sone. 


=O Wall of Swords .. 
> © Wollof Water . 
> @ Wonderlust ... 
> e Warp Arifoct 

® Woter Elemental 
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PE ARTIFACT, ME BLACK 


ve Primal Clay 
: ® Rock, The 
£4 Rocket Launcher 


tm BLUE 


GOLD 


im GREEN 
@ COMMON 


we RED 
@ UNCOMMON oe RARE 


CQWHITE gm LAND 


@ Keldon Warlord $ @ Kther Storm... 200A! 75 = @ Dwarven Ruins 

@ Killer Bees... : @ Air Elemental...... 1.00 : % Earthquake ...... 
O Kismet :  ¥ Akron Legionnaire ..2.50 | @ Ebon Stronghold 

+ Kormus Bell > Aladdin's Ring ».2.50 5 & Elder Druid 

oe Lond Tox i An-Havva Constable ..3.00 Elkin Bottle 
Leviathan > O Angry Mob..... .. 50 : @ Elven Riders 

% lifelace .. : @ Animate Dead .. 50: 9 Elvish Archers. 

* Living Artifact x Animate Wall ... ..2.50 + @ Energy Flux 

%* living Lands . . = & Ankh of Mishra -4.00  @ Evil Eye of Orms-by-Gore 
ve Lord of Atlantis > @ Anti-Magic Aura. .. 50 : @ Evil Presence ........ 
+ Lord of the Pit : O Mrenson's Aura 50 : + Eyeforan Eye 
‘Magical Hack : a Armageddon... 7.00 : @ Fallen Angel 

%& Magnetic Mountain : @ Ashes to Ashes .. 50 : @ Feedback ..... 

& Mahamoti Djinn 50 : @ Ashnod's Altar ... . 1.00 : @ Feldon's Cone. 
+ Mona Clash ... 3.00 : © Aspect of Wolf ..3.50 : @ Fellwar Stone 

% Mona Flore 50: @ Mog... .. 50: % Feroz's Ban ... 
e Mana Short 00 : © Azure Drake .. 75 | @ Fire Drake ... 

% Mano Voult ... : %& Bad Moon ... ..6.00 : @ Flame Spirit 

+ Manabarbs 00 : % Ball Lightning 9.00 : @ Floshfires ... 

& Meekstone 00 : * Barl's Cage ..2.50 = % Flying Carpet 

& Millstone... 00 : @ Binding Grasp 1.00 : %& Force of Nature 

e Mind Twist. -4.00 : © Birds of Paradise 25.50 4 o& Forget .2...2...5-. 
& Mishra’s Factory RS 500 : @ Black Knight . . 1.00 | @ Fountain of Youth 
sé Mishra’s War Machine 00 : ht ea .. 50 } oe Fungusaur......... 
o& Nether Shadow ..... i 00 : @ Fyndhorn Elder 

te Nevinyrral's Disk ..................... 700 : @ Bog Wraith........ © Game of Chaos ... 
& Nightmare ...... = % Gauntlets of Chaos 
Norther Paladin £ @ Glacial Wall ..... 
x Onulet ... : @ Glasses of Urza 

oe Personal Inca : @ Gloom ... 

© Pirate Ship 2... ‘© Goblin King 


& Power Surge 
® Primal Clay ... 
oe Psionic Entity 
ve Purelace ...... 


‘ye Red Mana Battery 
vr Reverse Damage 
ve Righteousness... 
Royal Assassin . 
@ Sengir Vampire 
O Serra Angel... . 
© 


% Sorceress Queen 
O Spirit Link. 
ve Stasis 
@ Strip Mine ... 


% Sylvon Library... 
%* Tempest Efreet 


> & Broken Visage 


% Tetravus ...... : We Broken Visoge ...-.....5. 
% Thoughtlace ... * Brushland ......... 
% oe ® oo Ants ... 

itonia’ <t ? OCosile.......... 

, 7 : @ Cove People ... 

ap eer D CoP: Artifacts ... 

% Urza's Avenger pare 
@ Uthden Troll. ‘ity of Bross... 


% Clockwork Beast ... 
@ Clockwork Steed .. 
* Cockatrice......... 
* Colossus of Sardia 
@ Conquer 
* Coral Helm 
®@ Crow Giant 
* Crimson Manticore... 
% Crown of the Ages ... 
> @ Cumble 
: ¥ Crusade 
? @ Crystal Rod... 
: @ Cursed lond ... 
: %© Dance of Many ... 
% Dancing Scimitar... 
@ Deothgrip .... 
+ Deflection . 


* Verduran Enchantress 
%* Volcanic Eruption... 
@ Wonderlust .. 
& Warp Artifact 


* Winds of Ching 

@ Winter Blast ... 
% Winter Orb... 
se Wrath of God 
* Xenic Poltergeist 
* Zombie Master 


FIFTH EDITION 


Seouur: 


* Dragon Engine 
*® Droin Power ... 
O Dust to Dust ... 
@ Dwarven Catapult 
* Dwarven Hold 


ROHIMONS Ebay Riceten ee Lae 10 


O Nbbey Gargoyles .......000.0 0.000000, 50 
- 1.00 
ASD 3 


@ Abyssal Specter .... 
% Adarkar Wastes ... 


* Derelor.. 3.0 

WIZARDS OF THE COAST- 1997 @ Desert Twis 8 
@ Detonate ad 

Full Set (449 cords) ...... eee @ Diabolic Machine eb 
Starter Deck (60 cards) .. # Dingus F 0 
Starter Box (12 decks) ye Di : ti 1 ter. 35 
Booster Pck (5 cas) © vine Tonfomation 10 
Booster Box (36 packs). yA) 
4.0 

iad 

el 

5 


ao 


HEAVILY TRADED 


£ Goblin Watrens 
= O Greater Realm 


i Inferno... 2.2... 


i @ Instill Energy 


: ¥ Jade Monolith 


: O Justice 


2 te Mano Clash 


@ Greater Werewolf ........ 
@ Havenwood Battleground 
Hecatomb 
Helm of Chatzuk 
Hive, The 


Hurricane 
Hydroblast 
cation Phalanx 
Ication Store ... 
Ication Town ... 
ce Floe...... 


¥e Infinite Hourglass 
® Iron Star 
%* Ironclaw Curse... 
+e Island Sanctuary... 
@ lvory Cup 
O ory Guardians .. 


% Jalum Tome 
x Jondor's Saddlebags 
— 
® Jester's Cap .. 

° Johtull Wurm ... 
% Jokulhaups 
® Joven's Tools ... 


yx Kjeldoran Royal Guard .. 
O Kjeldoran Skycaptain .. 
@ Knight of Stromgald .. 

@ Leshrac's Rite 
* Leviathan ... 
% Lhurgoyf ... 
® Library of Leng . 
©@ Lifeforce 


% Living Lands... 
% Lord of Atlantis... 
+ Lord of the Pit 
@ Lure 
ye Magical Hack 
* Magus of the Unseen 


% Mana Flare 
%e Mana Vault 
* Manabarbs 


Mole Worms 


* Netner Shadow... 


A 
3. 


mn 
ou 


4.0 


saints ae 50 i 


4.00 : 


— 


SRBeeshpesoveyesysessy 
aa a 


fea 
ooo 


: & Orcish Squatters 
: ve Order of the Sacred Torch .. 
: O Order of the White Shield... 


: ¥e Personal Incarnation... 
: @ Phantasmal Forces... 
: @ Phantom Monster... 


= ¥ Primal Order... 
: @ Primordial Ooze .. 
: @ Pyroblast 
: @ Pyrotechnics... 
! @ Rabid Wombat . 


: ye Reverse Damage ... 


} @ Rod of Ruin 


: ¥ Sond Silos... 
: @ Seo Spirit ... 
> @ Sea Sprite ... 
: @ Seasinger......... 


:  % Serpent Generator 


i & Time Bomb 


® Nevinyrral’s 
* Nightmare ... 
* Obelisk of Undoing .. 


: @ Orcish Artillery........ 5. 50 
= @ Orcish Captain -. “OD 
: @ Orcish Oriflamme .. 50 


: ae Pirate Ship 50 
: @ Power Sink... 25 
x Primal Clay 2.50 


£ @ Radjon Spirit. .. 50 
oe Rog Mon ... ..3.00 
w Recall ......... ..3.00 


+ Righteousness 


e Bins of Trokait 
O Sacred Boon ... 


@ Segovion Leviathan .. 
%* Sengir Autocrat... 
se Seraph 


? O Serra Bestiary... .. 50 
= O Serra Paladin 1.00 
® Shapeshifter .... 1.50 
@ Shatterstorm . . 1.50 
a Sibilant Spirit 5.00 
: @ Skull Catapult ... BUD 
o& Sleight of Mind 3.25 
© WSMORO SEE wus: ..3.00 
5: & Sorceress Queen 4.00 
: @ Soul Net ...... Aa 
O Spirit Link... ..2.50 
* Stampede . ..3.00 
%® Stasis ...... 45) 
@ Steal Artifact . ye. 50 
@ Stone Giant -. 50 
@ Stone Spirit... a4 
%* Stromgald Cabal ... 4.0) 
* Sulfurous Springs... ..5.00 
@ Svyelunite Temple ree 
% Sylvan Library... 5.0) 
®@ Townos's Weaponry .. 50 
@ Thicket Basilisk .. ine |] 
© Throne of Bone ool 
@ Thrull Retainer... ene 
patent 4.0 


APRIL 1998 Of 


oping oa1id 


* Titania's Song 
ve Truce 

@ Tsunami 
% Underground Ri 
@ Untamed Wilds... 
x Urza's Avenger . 

@ Urza's Bouble ...... 
% Verduran Enchantress 


@ Wallof Air ............ 50 


$ Wall of Bone ... 
@ Wall of Brambles 
@ Wall of Fire 

@ Wall of Stone ... 
O Wall of Swords 
@ Wanderlust...... 
* Warp Artifact . 
@ Whirling Dervish . 
O White Knight. 
®@ Wind Spirit... 
* Winds of Change . 
@ Winter Blast... 
%& Winter Orb 

@ Wolverine Pack... 
® Wooden Sphere ... 
@ Word of Blasting 
ve Wroth of God . 
* Wretched, The 
& Wyluli Wolf... 
* Xenic Poltergeist . 
* Zombie Master. 
% Lur's Weirding 


ARABIAN NIGHTS **~~ 
WIZARDS OF THE COAST- 1994 

Full Set (78 cards) 
Booster Pack (8 cards). 
Booster Box (60 packs) .. 
Unlisted Commons 


Aladdin 
% Nladdin’s Lamp 


4 Noddin’s Ring... 650; 
@ AiBobo...... 6.50 : 
3 Nlifrom Cairo. 0.00: 


Q Amy of Allch 
@ Bozoar of Baghdad : 
% Bottle of Suleiman ... 


@ Bross Man ...... 3.00 
OG - 3.00 
% City ina Bottle 25.00 : 
@ City of Bross. . 27.00 
@ (ydone ...... . 6.00 : 
% Dancing Scimitar .. 6.00 : 
Wi Desert oo... .. 3.00 


@ Desert Nomads ... 
@ Desert Twister... 


Diamond Volley 7500 : Wake 1.50 
sk Drop of Honey 46.00 : % Bronze ee 5.00 
% Ebony Horse 6.00 : % Candelabra of Tawnos 44.00 : 
x EHajaj 7.00 : © Gitde of Protection: Arifact i 

oe Elephant Grav 28.00 : @ Citonul Druid... . 3.00 
oe Ethnam Djinn... 30.00 : % Clockwork Avion .. .-. 9.00 
oe Eye foran Eye ... .. 5.50: % Colossus of Sardia. ... 10.00 : 
® Flying Corpe 926.00: me Cora Hol. ctr cs Avene 5.00 
@ Flying Men ...... ~600 : @ Cured Rack... eee 2.00 
%* Guordion Beast 55.00 : O Damping Field eve 3.00 
W Hur Jackal... ROO FRE DROWNOG sd cc.. ons cockandenine 3.00 
* Ifhebiff Efree .. 32,00 : i Drafna’s Restoration .. cra haw 
% Island Fish Josconius ... ... 6.00 | @ Dwarven Weaponsmith. . wee 2.00 
te sland of Wok-Wok MSO: @ Enemy UX 2.2... eee ee 2.00 
x Jondor’s Ring ......... -.. 6.00 : @ Feldon’s Cone .. .-.- 8.00 
% Jandor’s Saddlebags ... 6.00 } % Gaea's Avenger ... 16.00 
® Jeweled Bird... ... 6.00 | © Gate to Phyrexia vaee'8.00 ¢ 
we 50.00 : @ GoblinArisons oo... 1.50 : 
4 Junun Ffreet ~. 10.00 : % Golgothion Sylex ent 00. 3 
* sani _ 17200 ; = @ Hounting Wind .. 2.00 | 
@ ‘hobo! Ghoul . ~. 40.00 : .% Hurkyl’s Recall .. 4.50 | 
King .. 20.00 : © Wory Tower ..... 100 : 
W KidApe ...3.00 : © JolumTome..... «6.00 
@ Library of Alexandria 115.00 : © Martyrs of Korls eee 5.00 
@ Magnetic Mountain . .. 6.00 } @ Mightstone ...............--eenecense 4.00 
@ Merchant Ship .. ...8.00 : @ Millstone... 11.00 
WH Metamorphosis .....0...0eeeeeeeees 2.00 : @ Mishro’s Factory ........+sesserereses 10.00 : 


W112 INQUEST 36 


IP Rukh Fog 


' mE Stone-Throwing 
ml WybliWolf ..... 


Booster Box (60 packs) .. 


i © Argivian Blacksmith... . 
! ME Argothion Treefolk .. 


£@ Ashnod’s Ar 


i ® Ashnod’s Transmogrant 
a 


ge Mijoe Din)... eee ecesesseeeeees 10.00 

£ © Moorish Cavalry 5.00 : 

: i Mountoin 7.50 
@ Oosis......... 4.00 
se Old Man of the . 40.00 
@ Oubliette...... . 5.00 
ye Pyromids .... 28.00 
¥ Repentant Blacksmith 4.00 


x Ring of Ma’tuf....... 


®, & Name a card. Target 


® Sondals of Abdallah . 
se Serendib Djinn... 
oe Serendib Efeet 
te Shohrozad .. 

@ Sindbad .. 
% Singing Tree . 
@ Sorceress Queen . 


* Ydwen Efreet .... 


- ANTIQUITIES “= 


WIZARDS OF THE COAST- 1994 
Full Set (100 cards) 
Booster Pack (8 cards) 


Unlisted Commons 


+ Argivian Archaeologist 


se Armageddon Clock .. 


{mm Arffoct Blast... 1.00 
IE Arffact Possession 1.00 
O Artifact Word... ..1.00 


® Ashnod’s Battle Gear 


key 


= @ Onulet 
£ Ml Orcish Mechanics 
= §8 Omithopter 
: Ill Phyrexian Gremlins .. 


: @ Powerleech 
: Ill Priest of Yawgmoth.. 


£ B® Reconstruction 
: OQ Reverse Polarity . . 
: @ Rocket Louncher 
5 @ Sage of Lo-Nam 
= ve Shapeshifter... 
=e Shatterstorm 

© 8 Stoff of Zegon 
: @ Strip Mine ........ 
: @ stip Mine (sky picture) 
£ @ Suchi 


£ x Townos’s Coffin 
= @ Townos's Wond.... 
: ® Tawnos's Weaponry 
= ¥& Tetravus 
= @ Titania's Song. 
+ @ Tronsmute Artifact . 


£ @ Abomination 


5 Abyss, 

: Acid Rain 
: » Adun Oakenshield .. 
: @ Adventurers’ Guildhouse 
: @ Krothi Berserker 
© MH Aisling Leprechaun .... 
: ve Akron Legionnaire . 
2 te All Hallow's Eve 


: se Angelic Voices . 
: «Angus Mackenzie 
® i Anti-Magic Aura . 


£ Wt Barbary Apes 


i @ Beasts of Bogardan . 
: @ Block Mana ae 
Effigy. 


: @B 

:@ Bad lust 
: @ Blue Mona Battery . 
? © Boris Devilboon ... 
: @ Brine Hag 
& Corrion Ants 


: @ (othedral of Sera... 
: I Caverns of Despair 


2 ARTIFAT ‘BLACK 


= @ Mishro’s Factory (Winter) 
= 3 Mishra’s War Machine . . 
: de Mishra's Workshop 

: Obelisk of Undoing . 


%& Triskelion 
& Urza's Avenger . 
® Urzo’s Chalice .. 
Urza's Miter... 
® Wall of Spears . 
® Weakstone 
@ Xenic Poltergeist 
4 Yawgmoth Demon 


LEGENDS i 


= WIZARDS OF THE COAST- 1994 

= Full Set (310 cards). 

© Booster Pack (15 cards) 

5 Booster Box (36 packs) 
Unlisted 


Commons ...... 


% Ababara’s Carpet 
# Alchor’s Tomb . . 


Arboria ....... 


i © Arcades Sobboth ..... 
: a Arena of the Ancients . 
= Avoid Fate 
: © Axelrod Gunnarson . 
Ayesha Tanaka .... 
: @ Azure Droke .... 
 @ Backdraft 

: @ Backfire ....... 


ve Bronze Horse. 


© te Concordant Crossroads . 
£ e Cosmic Horror... 
= @ CrowGiont .... 
> @ Crevasse......... 
: IE Grimson Kobolds 


we BLUE 


~ GOLD 


2 Ch 
is 


: Do 


2.00 : Ml Darkness... 
..1.00 : @ Deodfall .... 
- 1.00 = @ Demonic Torment . 
4.00 = @ Devouring Deep 


600: a 
1.00 : @ 
te 
@ 


12.00 : Evil Seg ere 
.. 5.00 = @ Fallen Angel... 

- 1.00 = % Falling Star 

24.00 : MH Feint......... 


: O D’Avenant Archer ... 


? ¥& Disharmony 
: xe Divine Intervention 
: © Divine Offering .. 
io Divine Transformation. 
= @ Dream Coat .. 

+ @ Dwarven Song. i 
: ¥e Elder Land Wurm .. 
: oe Elder Spawn .. 
4.00: ae Elven Riders . 
. 1.00 : Q Enchanted Being 
i dr ein 


Etern 
Eureka 


imson Manticore 


Kkon Blockblade .. 


a Warir 


2.50 : Me Fite Sprites . 
10.00 = ¥e Firestorm Phoeni 
. 3.00 : @ Flash Counter 

.. 3.00 = @ Floral Spuzzem 
8.00 : i Force Spike ...... 
. 9.00 : 4 Forethought Amulet 
1.00 : © Fortified Area ... 


: © Gd 


: @ Ho 
> © Ha 


Ho 
Hu 
Hy 
ch 


Im 
In 


*Y~@O0+*+eelen 


“ii x 


: & Kol 


lm GREEN 
tal COMMON 


= @ Frost Giant 


£ © Gountlets of Chaos ... 
+ Ill Ghosts of the Damned. 
: Ml Giont Turtle 2... 
i 2 Glyph of Delusion ah 
: Wl Glyph of 


= & Gravity Sphere. . 
50 = O Great Defender 
> O Great Wall 

: O Greater Realm of Preservation 
: & Greed 
> ® Green Mana Battery 
 » Gwendlyn Di Corci.. 
> Half 


2 Ml Headless Horseman... 


Indestructible 


finite Authority 
: invoke Prejudice 
= O Nvory Guardians ... 
: © Jacques le Vert 

: © Jasmine Boreal ... 
: © Jedit Ojonen............ 
+ © Jerrard of the Closed Fist 
: lohan 
£m Jovial Evil... 
: ae Juxtopose 
: @ Karokas 
: © Kosimir the Lone Wolf 
: © Kei Takohashi- 
> Killer Bees .... 
> O Kismet 
: %& Knowledge Vault .... 
£ @ Kobold Drill Sergeant 


= @ Kobold Taskmaster .... 
= Ml Kobolds of Kher Keep 
: @ Kry Shield 
= © Lody Coleria 
>» Lody Evangela....... 

= © Lody of the Mountain, The 
> © Lody Orca 
$e Lond Equilibrium 


riel Angelfire 


lane 
mmerheim 
zezon Tamar .. 


ly Day... 


ror of Horrors... 
nding Gjornersen . . . 
erion Blacksmith 

neumon Druid... 
prison 
the Eye of Chaos . 


bold Overlord .... 


RED 
@ UNCOMMON 


CQWHITE me LAND 


oe RARE 


. 10 i @ Tokklemaggot ....... ee eeeeeeeeee 2.50 H @ Cove People... eke 1.00 } te ENish Famer aires, 1. nacerteeerees 3.00 
10.00 : % Telekinesis . 12.00 + ¥ City of Shadows H 


; h $ @ Feral Thallid 
4.00 4 Teleport ... . 8.00 : 4 Cleansing ..... ~5.00 9 Fungal Bloom... 


O Land Tox 
x lond’s Edge... 
@ Lesser Werewolf 


@ life Chisel .... «4.00: ¥% Tempest Efreet ... 8.00 | @ Coal Golem .. ~ 2.00 $ % Goblin Flotilla. .. 2.00 
% life Matrix... i © Tetsuo Umezawo .. 17.00 @ Curse Artifact - 2.00 § ¥ Goblin Warrens . . 3.50 
ye lifeblood ... i a Thunder Spirit ..... 25.00 : %% Dance of Many .. .00 : + Hand of Justice .. .. 5.50 
living Plone... {a Time Elemental . 15.00 | Dark Heart of the Wood a :@ Hoenwod Botley 1.50 
® Livonya Silone... © Tobias Andrion 4.00 : @ Dork Sphere........ sick i * Hollow Trees . 3.00 
© Lord Magnus @ Iolaria 4.00 } @ Diabolic Machine } te Homarid Sh 

Lost Soul © Tor Wouki 3.00 : @ Enter of the Dead H 0 
@ Mano Di Torsten Von U 4.00 : TiC | i ¥& Ication Lieutenant. wll 
x Mana Matr ©@ Touch of Darkness 4.00 : @ Elves of Deep Shadow ve Ication Skirmishers .. 3.00 


@ Marble Priest. * cation Store..... 3.00 
© Morhault Elsdragon . . 


Master of the H 
= Mion Ui 


% Triossic Egg ....... ... 8.00 
© Tuknir Deathlock 
Q Tundta Wolves . 


te Etemal Flame... 
12.00} Exorist 2... +e Icotian Town 
«-. 1.00 | @ Fallen, The abe % Implements af Sacrifice 
. 12.00 + O Fasting ...... 50: te OMgg ...... 
3.00 : @ FellwarStone ... io Rainbow Vale 
@ Underworld Dreams 28.00  O Fite ond Brimstone {Ring of Renewal 
@ Unholy Citadel . 3.00 : @ Fire Droke ... tte River Merfolk 
@ Untamed Wilds . 4.00 : @ Flood...  @ Ruins of Trokair viel 

Urborg .... ..5.00 | @ Fountain of $e Sod N05. 2 es. esses eee X 


* Mold Demon 


@ Mountain Stronghold 
@ Mountain Yeti ..... 


© Nebuchadnezzar ® Urdrogo .. 15.00 : OO : @ Seasinger ............ccccecteeeeeees E 

ke Nether Void * Voevictis Asmadi 14.00 | } @ Soul Exchange .. 1.00 
* Nicol Bolas ® Venorion Gold . 1.00 : ye Goblin Wizard oe Spirit Shield ..... . 2.00 
% North Star... O Visions ....... 4.00 : 4 Grove Robbers 5.00 : @ Swelunite Temple .. - 1.00 
* Nova Pentacle ... % Voodoo Doll .... 8.00 : 4 Hidden Poth ... 7.00 i % Thelon’s Curse ..... . 2.00 
OQ Osai Vultures @ Woking Deod 1.00 : ¥ Inferno ......... 5.50 : %& Thelonite Monk  .. . 250 
© Palladia-Mors ... Q Wall of Caltrops . 1.00 : 4 Knights of Thon 6.00 : % Thrull Champion... . 4.00 
@ Port Water .. @ Woll of Dust... 2.50 2 de Leviothon ...... 7.00 : % Tourach’s Gate... . 2.00 


© Pavel Maliki... 
@ Pendelhoven..... 
ve Petra Sphinx 
we Pixie Queen... 
Planar Gate 

@ Pradesh Gypsies........ 
O Presence of the Master 
@ Primordial Ooze ..... 


1.00 : % Vodolian Knights .. 
3,00 § % Vodolion War Machine . 
4.00 : % Zelyon Sword 


ICE AGE «& 
WIZARDS OF THE COAST- 1995 
Full Set (383 cards)... ....eeeeeeeee 


te Mona Cosh. 
% Mana Vortex 
: z= I 


© Princess Lucrezia + Starter Deck (60 cards)... 
% Psionic Entity : OM lorker : Starter Box (10 decks)... 
Psychic Purge } te Nameless Race Booster Pack (15 cards) 


: @ Necropolis... “200. £ Booster Box (36 packs)... 
{Niall Silvain ... ... 3.00 | Unlisted Commons ath: 
$ @ Orc General 1.50: Unlisted Uncommons ..........ss:sceseeeevens 


@ Puppet Master 
@ Pyrotechnics ..... 
@ Quagmire 
% Quarum Trench Gnomes 
@ Rabid Wombat ........ 
@ Radian Spirit... 


i @ Adarkar Sentinel . 


H 5 han Allergy 


W Roging Bull .. ... 4.00} %& Adarkar Wastes... i: 
we Rognor......... j eeenk Mit ... 2.50 | % Aegis of the Meek 3.50 
© Ramirez DePietto ; b Runesword ...... £ @ Agression .... i 
© Ramses Overdark ... me Safe Haven... ; 


: @ Scarecrow ...... 
{ % Scarwood Bandits 
! @ Scorwood Hog ...... 
$ & Season of the Witch ... i= 

| @ Sisters of the Flame... .. 2.00: ¥ Blinking Spirit 
®@ Skull of Om......... 4.00} % Blizzord......... 
% Sorrow’s Path ..- 3.00 | % Brand of Ill Omen 
@ Spitting Slug...... .. 2.00 : %& Brshlond ..... 


ve Ropid Fire ............ 
© Rasputin Dreamweaver 
MRM ss 5x 


@ Red Mana Battery 
@ Reincarnation 


@ RelicBind 


OQ. Remove Enchantments . @ Standing Stones  y CalltoArms 4.00 
™@ Remove Calendar : + Coribou Range 5.00 
@ Reset... i % Celestial Sword 3.00 


% Revelation . 
% Reverberation . 
O Righteous Avengers. . 
oe Ring of Immortals . 
© Riven Tumbull ..... 
© Rohgahh of Kher Keep 


2% Choos Lord ...... 2.00850 
) + w Chaos Moon ... me 

 % Chromatic Armor... 
+ %& Crown of the Ages .. 
£ Curse of Mart Li 
+ @ Dance of the 


= @ Woll of Putrid Flesh. 
£ @ WollofTombstones 
400 : @ WollofWonder....... 
16.00 = @ Whirling Dervish....... 


£ © Wond of Ith... 


* fam Soulsinger rag i —— : @ Wor Barge 50 ; ba ence : = 
® Sea King’s Blessing. . “400 ; @ Winds of Change preemie Ae espotic Scepter | 
“ : ippoorwill me Dread Wight ...... ... 3.00 


@ Seafarer’s Quay... 3.00 : x Winter Blast... 
O Seeker 7.50 ; MH Wolverine Pack . 


; ‘ : + Wood Elemental 
© Segovian Leviathan Be oe Wretched, The... 


5.00 : % Dworven Armory 
4.00 : % Eorthlink .. 
4.00 : % Elder Druid .. 


x Witch Hunter. 
4 Worms of the Earth 
% Wormwood Treefolk ... 


“ 22.00 ; 
ee ; hace : % Elemental Augury 4.00 
* Serpent Generator. 00 bal sve Be== == : : & Elkin Bottle .. . 4.00 
B® Shelkin Brownie 100 : & ephyr Falcon. FALLEN EMPIRES \“7 = ¥& Enduring Renew . 6.00 
@ Shield Wall ..... 2.00 : WIZARDS OF THE COAST- 1994 £  ¥ Energy Storm 00 


© Shimian Night Stalker "3.00; : meGelipied . aates 50: Fiery lusce ... 
@ Silhouette ...... 4.00 : THE DARK ~ [ 1.00 | 


© Booster Pack (8 cards) . = @ Fire Covenant... 


pa siteoy ie Ebe 400 oak Taig Booster Box (60 packs)... ; * — Woodlands : 4300 
Solna Svan 18.00; Boal Fock ( om). hee le aes SD | & Fahd 
@ Spectral Cloak ...... 6.00 Booster Box (60 packs). ye Formation ... . 2.00 


4 Spinal Villain 18.00 : Unlisted Commons ..........ceceeeeeeeeeee a : @ Fyndhom Bow ... 


a 2 ‘ 
@ Spirit Link... 7.00 : ; se Balm of Restoration . 2.00 : %® Fyndhor Pollen . 2.50 
MH Spirit Shackle. 1.00 : pad veniet * Bottomless Vault. 1.375: % Game of Chaos... 3.00 
x Spiritual Sonctuory 12.00. at cei + Breeding Pit .. 2.00 | % General Jarkeld 5.00 
© Stongg ......... 8.00 : heh: é 4. Conch Hori... - 200 | % Ghostly Flame ... . 5.50 
@ Storm Seeker 7.00 : | Bal Light % Delif’s Cube . .. 1.50 | % Glacial Crevasses . 3.00 
¥% Storm World. 15.00: % Balltighining  Derelor .... 3.00 : * Glaciers... 3.00 


 Subdue ......... 1.00 : @ Banshee .. 


i % Bar's Cage .. “300 § % Goblin Lyre. 


2.00 : * Grovebind ... 
“3.00 : ¥& Halls of Mist... 
.. 2.00 : O Hallowed Ground 
“3.00 ; % Hecotomb ...... 600 


+ Draconian Cylix . 

% Dwarven Armorer 
H greet * Dworven Hold .... 
H eda ie any ct © Dworven Ruins 
? @ Bone Flute ........ at ‘i ‘ 


a Sylvan Parad + Ebon Proetor 


opimmsp ad1id 


@ Syphon Soul......... 1.50 i © Book of Ross @ Foon Stronghold. -. 1.00 | %* Hot Springs 3.00 
‘4 Tobemoce of Pendell asiog © Brothers Fire .. hy ST islam es 200: @ Hovicne tesa 1.00 


HEAVILY TRADED 


APRIL 1998 H3 


se Vexing Arcanix ..... 
se Vibrating Sphere. 
* Wiitigo 
ye Winter's Chill 
oe Wrath of Marit Lage 
o Lur's Weirding 


~ CHRONICLES 


% Wee Couldon oo... 


@ Icequake .... .. 1.50 : WIZARDS OF THE COAST- 1995 > © SiwitiScorzam ............ ioe 
® Icy Manipulator ... 8.00 = Full Set (125 cards) » Sol’kanar the Swamp King 5.00 : 
% Icy Prison ......... . 4.00 : Booster Pack (12 cards)... © Stongg . 3.00 
oe Illusionary Presence .. ..-. 8.00 ! Booster Box (45 packs) .00 : @ Storm Seeker ; 
ve lllusions of Grandeur .. - 4.50 : Unlisted Commons ..........0cccecee eens #10 + @ Tokklemaggot 15 
Infernal Darkness . 2.00 : 2 oe Teleport ....... . 2.00 


+ Infernal Denizen 


% Infinite Hourglass . 400: Hy 

® ‘lester’s Cop 00 = Aladdin ..... 

> Jester’s Mask 00 : ¥& Angelic Voices .. 

e Jokulhoups 8.00 : * Arcades Sabboth. . 5.00 
O Justice ....... 2.00 : 3 Arena of the Ancients 00 
* Korplusan Forest ... 6.50 © Axelrod Gunnarson .. . 3.00: 
% Korplusan Yeti ...... -.. 4.00} @ Ayesha Tonaka........002..c eee 2.00 : 
O Kjeldoran Elite Guard . 1.25 + @ Azure Drake... cece 15 : 
¥e Kjeldoran Knight ..... EG. 


+e Kjeldoran Phalanx 
++ Kjeldoran Royal Guard 
O Kjeldoran Skycoptain . 
O Knights of Stomgald 
@ Krovikon Vompire . 


* Lond Cop ..... 
& Lovo Tubes ... 
* Lhurgoyf...... 
we Lighting Blow ... 
$x Lost Order of Jarkeld . 
te Magus of the Unseen... 
% Morton Stromgald ... 
ye Mercenaries ...... 
© Merieke Ri Berit... 
oe Mesmeric Trance. 
@ Mind Warp .... 
& Mind Whip . 
% Minion of Leshrac ... 
+& Minion of Tevesh Szat 
» Monsoon ....... 

® Mountain Titan . 
* Mudslide 
te Musician 

ae Mystic Might. 


¥% Oath of Lim-Dol 
¥ Orcish Librarian... 

¥ Orcish Squatters......... 
+e Order of the Sacred Torch 450 ¢ 
*® Pole Bears ............ 9 9800 


@ Banshee ....... 


& Pentagram of the Ages 5.50 : 4 Bar's Cage ..... 
se Polar Kraken... 7.00 : @ Beasts of Bogardan . 
bs 1) ... 6.00 § © Blood of the Me tyr 
3 Pygmy Allosauru: + 3.00 5 9 Blood Moon .. 

@ Pyroclasm ...... .- 2.00: % Book of Rass 

oe Reality Twist .. 375 5 Se Bronze Horse” 


» Reclamation 
% Ritual of Subdual 


“3.00 : * Chromium 


% River Delta ...... > @ Cocoon ....... 

ve Runed Arch ... 4.00 4e Concordant Crossroads . 
ve Sermph ......... 8.50 : @ Crow Giont ........ 
& Shel of the Ages IS = te Cyclone ........ 

* Shyft nee 4.00 = © Dakkon Blackblade ... 
» Sibilont 00 = 4% Dance of Many ..... 


» Skeleton Ship 


@ Enchantment Alteratio 
@ Skull Catapult. ae 
sat of Mind 


: @ Erhnom 

> @ Fallen, the 
: @ Fallen Angel .. 
-2U : @ Feldon’s Cone 
3.00 :  @ Fire Droke...... 
- 15 = © Gabriel Angelfire 
- 5 =e Gauntlets of Chaos .. 
4.00 :  @ Goblin Arisons 
-- 4.50 + 4 Hel’s Caretaker... 
3.00 : s Hom of Deafening .. 
00 : © Wory Guardians 
4.00 = % Jolum Tome... 


% Snow Fortress 
* Snowblind . 

+ Soldevi Golem 
@ Soldevi Simulacrum 
© Spectral Shield .... 
% Spoils of Evil ... 
%* Spoils of War... 
ge Staff of the Ages 

‘Stompede 


» Stormbind ...... 5.00 : "Jeweled Bird 
% Stromgald Cabal 2 Johon 

% Stunted Growth £  %& Juxtopose 
+ Sulfurous Spring ©) Kei Takahashi 


1.00 : ye Lond’s Edge .. 
as : © Marhault Elsdragon 
3.00: » Nebuchadnezzar 


O Swords to Plowshar 
@ Thermokarst 
% Timberline Ridge 


* Time Bomb ... -4.00 :  & Nicol Bolas ..... 

% Total Wor... 2.00 : s& Obelisk of Undoing .. 

% Troilblazer ...... 2.00 : © PalladiaMors i 2 
% Underground River ....... 6.50 PO Ratt SpniAhs.- css goensacceves SVE IOD 3.00 ; 


114 INQUEST 36 key 


: @ Puppet Master 


: de Revelation .. 
© Rubinia Sabine 5 
: we Safe Haven .. By 
i ge Sentinel 22.0... 2.00 = 
: x Serpent Generator. . 

= O Shield Wall 

+ @ Shimian Night Stalker 


50; © Tobias Andrion 
} © Tormod’s Crypt 
+ Triassic Egg .......... 
 @ Urza's Mine (four version 
 @ Urza's Power Plant (four versions) 
£ @ Urza's Tower (four versions) 


: @ Wolof Wonder .... 
! O Witch Hunter .... 
: oe Wretched, The . 
:» Xira Aven Be 
: me Yowgmoth Demon .........0..0.20. 0. 4.00 : 


: HOMELANDS © 
: WIZARDS OF THE COAST- 1995 
: Full Set (140 cards)... eee A 
: Booster Pack (8 cards) els 
£ Booster Box (60 packs) 
: Unlisted Commons 


: O Abbey Gargoyles 
: @ Ather Storm.......... 
=e AnHawa Constable 
> @ An-Howa Inn 
£ @ AnHowo Township 


ARTIFACT — ME BLACK 


} @ Rabid Wombat . 1.50 
oe Rokalte “150 
+ @® Recall .. 3.00 


» Voevictis Asmadi 


@ Wall of Opposition . 


% An-Zerrin Ruins... 
 Anaba Ancestor ... 
4 Anabo Spirit Crafter 


% Apocalypse Chime... 
% Autumn Willow . 


© Ayson Abbey... 1.00: 


+e Aysen Crusader... 
yx Aysen Highway... 
ve Baki’s Curse ... 
* Boron Sengir... 
yx Beast Walkers... 
& Black Coiage ... 
& Broken Visage... 
@ Castle Sengir 
x Chain Stasis 
@ Chondler ...... 
® Clockwork Gnomes 
® Clockwork Steed .. 
® Clockwork Swarm 


% Daughter of Autumn : 

O Death Speakers... . ae 

% Didgeridoo... 4.00 
@ Drudge Spell... .. 1.00 
* Dwarven Pony ... . 2.00 
% Dwarven Sea Clan 2.50 
® Ebony Rhino ..... AA 

@ Eron the Relentless 

@ Evoporate ..... 50 
* Faerie Noble 

% Feroz’s Bon... 3.00: 
* Forget......... 3.00 : 
@ Funeral March e305. 


Ghost Hounds 
Giont Oyster... 


=e Mammoth Hamess ... 
= oe Morfhon ......... 
: @ Merchant Scroll 
> ae Mystic Decree 
= ¥ Norwhal 
= @ Orcish Mine 
2 ye Primal Order... 
+ O Prophecy 


5 @ Renewal ...... 
 @ Retribution ... 
: de Reveka, Wizard Savant 


: @ Roterothopter .. 
5 ge Rysorion Badger 
: © Seo Sprite ... 
! @ Sea Troll ...... 
$e Sengir Autocrat 
: de Sera Aviary ... 
: O Serra Bestiary 
 O Serra Inquisitors 
= O Sera Paladin ..... 
2 @ Serrated Arrows .... 
tg : ¢& Soraya the Falconer 
%* Voodoo Doll ....... .. 200 | 

: :  Timmerion Fiends 
© UD 5 Oesauins 
ie Veldrane of Sengir 
2 ae Wall of Kelp ..... 
2 + Willow Priestess 


= @ Wizards’ School .. 


BESCEt OBO EE ORES one awe ccee eto. 


O Rashka the Slay 


@ Spectral Bears 


+ Winter Sky .. 


ALLIANCE 


2 WIZARDS OF THE COAST- 1996 
: Full Set (199 cards) 
+ Booster Pack (12 cards)... 
: Booster Box (36 packs) ... 
£ Unlisted Commons 


AMMO EY saccowcnveecreress Se 5.00 
Balduvian Dead 
Bolduvian Horde... 
Balduvian Trading Post . . 
Bounty of the Hunt. . 
Browse ......... 
Burnout ...... 
Chaos Harlequin 
Contagion 
Deadly Insects 
Death Spark .... 
Diminishing Returns... 
Diseased Vermin... 


Elvish Spirit Guide 
Energy Arc 
Bile .. 


False Demise .. 
Fatal Lore. 
Feast or Famine . . 
Floodwater Dam 


jargantuan 

Gorilla Berserkers. 
Gorilla Shaman... 
Gustha’s Scepter. 
Hail Storm ......... 
Heart of Yavimaya .. 
Helm of Obedience 
Inheritance ........ 
Ivory Gargoyle ........ 
Juniper Order Advocate 
Kaysa 
Keeper of Tresserhorn .. 
Kjeldoran Home Guard 
Kjeldoran Outpost ... . 
Krovikan Horror .. 
Krovikan Plague 


et Were $e Library of Lo-Nam 
xv Hazduhr the Abbot © Lim-Dal’s Paladin. 
@ Headstone ..... © LimDol's Vault ..... 
* Heart Wolf * Lodestone Bauble LA 
p Ihsan’s Shade 5 = © Lord of Tresse 
@ Irini Sengir . 00 : © Misfortune ..... 
* lronclaw Curse 50 : © Mishra’s Groundbreaker 
@ im oo. ..25 = @ Misinformation .. 
@ Joven .. 25 = @ Mystic Compass .. 
@ Joven’s Ferrets .. ..25 : © Noture’s Blessing 
® Joven's Tools. 1.00 : @ Noture’s Chosen ... 
2% Koskun Falls ... 3.00 : % Nature's Wrath ..... 
: @ Koskun Keep 1.00 : % Omenoffire ..... 
2° @ Leoping Lizard ..25 : © Phantasmal Sphere . . 3 
SOONG! acoso cece ern 2.00 : % Phelddogit (RL 5.00 
@ BLUE GOLD mGREEN RED OQWHITE dm LAND 
BCOMMON @ UNCOMMON o& RARE 


Phyrexian Portal... 
Pillage 
Primitive Justice 
Pyrokinesis .... 
Reprisal ......... 
Ritual of the Machine 
Rogue Skycaptain ... 
Royal Decree 
Scarab of the Unseen 
Scars of the Veteran... 
School of the Unseen . 

Seasoned Tactician. 
Sheltered Valley .. 
Shield Sphere . 
Sol Grail... 
Soldevi Digger 
Soldevi Excavation: 
ldier of Fortune . 
Spiny Starfish ... 
Splintering Wind 


Storm Elemental 
Stromgald Spy ... 
Suffocation ...... 
Surge of Strength ... 
Sustaining Spirit. . 
Sworn Defender... 
Thawing Glaciers 
Thought Losh 
Tidal Control . 

Tornado ..... 
Unlikely Alliance. 
Urza's Engine. 
Varchild’s WarRiders 
Viscerid Drone ...... 
Wandering Mage 
Whirling Catapult 
Winter's Night 
@ Yavimoya Ants 


MIRAGE 7 

WIZARDS OF THE COAST- 1996 
Full Set (350 cards) 
Starter Deck (60 cards) ... 
Starter Box (12 decks) 
Booster Pack (15 cards) 
Booster Box (36 packs) 
COMMONS: cnssrennitianinicrnuniotasiicemmeancire ] 


Scosco 


EOE OXFHH HESS OOOSH+ + OOH SOK OCOOBTH+HOOOSX * 
wo 
Ssssussusvesusesevessi 


mE te he en SS: 


4 Abyssal Hunter... 
Acidic Dagger 
Miya Grove .. 
Afterlife... 
Aleatory ... 
Amber Prison... . 
Amulet of Unmaking 
Ancestral Memories . . 
Ashen Powder 
Asmira, Holy Avenger. 
Auspicious Ancestor . . 
Bad River 
Barbed Foliage ... 
Barbed-Back Wurm ... 
Barreling Attack . . 
Basalt Golem 
Bazaar of Wonders .. 
Benthic Djinn........ 
Blighted Shaman . 
Blind Fury ....... 
Blinding Light 
Bone Mask 
Brushwagg 
Burning Palm Efreet 
Cadaverous Bloom .. 
Canopy Dragon .. 
Carrion 
Catacomb Dragon 
+ Celestial Dawn ... 
® Cerulean Wyvern 


+t OFX OOO + S+OOOU FH eH OOF 


Rom OW ww?) 


SSSSSSSSSSESSRRSSS 


rea 
= 


®@ Choriot of the Sun 
@ Cinder Cloud ..... 
~~ Circle of Despair .. 
@ Consuming Ferocity . 
®@ Coral Fighters....... 
Crimson Hellkite 
@ Crimson Roc... 
@ Crypt Cobra .. 

© Crystal Golem 

@ Crystal Vein ..... 
% Cursed Totem 

(Cycle of life ..... 
%* Daring Apprentice 
@ Decomposition ................ee 3 


Bywys% 


SSSCSSSSCSOUUNSSS 


WENT DOWN 


Phyrexion Devourer ..............2200082 5.00 i 


coo ca 
| herbelin Aelplathaderette! olelbgietiedi hed si edna <li detedtll 4 


S++ On ee Ses Sees eee eee oe 


+ Ot ee Ot ee COO 


He) 
io 


& 


7 oO 
: © 
: @ 
: © 
; @ 
i * 
i @ 
ad 
io 
: @ 
ik 
: @ 


Dissipate ......... 
Divine Retribution 
Dread Specter... 
Dwarven Miner 
Early Harvest... 
lixir of Vitality ... 
Emberwilde Caliph 
Emberwilde Djinn 
Energy Bolt... 
nergy Vortex... 
lightened Tutor 
Ersatz Gnomes ... 
ther Well 
thereal Champion 
callow Earth... 

Favorable Destiny... 
Femeref Archers 
inal Fortune... 
Fire Diamond 
Flame Elemental 


m 
=} 
B 
S 
No 


Flood Plain 
loodgate 
‘oratog a 
Fthidden Cypt semugenaas 
‘orsaken Wastes 
Frenetic Efreet 
Goblin Scouts... 
Goblin Soothsayer 
Grasslands 
Grim Feast... 
Grinning Totem 
Hakim, Loreweaver .. 
tak a Gemstone 


SSSuSSoSuuNSSSD: 


remo NAP shocchuvednveduansind ! 
Harbor Guardian... ; 

Hormattan Efreet ... 
Haunting Apparition 
Hazerider Drake... 
Hivis of the Scale. 
Horrible Hordes . . 
lgneous Golem ... 
Illicit Auction . . 
Illumination . . 

infernal Contract. 
Iron Tusk Elephant ‘sa 
labori’s Influence. 


SSeSeqoseseSSSSSSSSS 


Koervek’s Hex ...... 
Koervek’s Purge 


Karoo Meerkat =... 1.00; 


Kukemssa Pirates 
Leod Golem ...... 


lure of Prey ....... 
Malignant Growth 


on ee Be ae 


SSSSuSSESSSONS 


Purgatory 
Purraj of Urborg .. 
Radiant Essence 


Ravenous Vampire 
Rozor Pendulum... 
Reckless Embermag 
Reflect Damage ... 
Reign of Chaos ... 
Reign of Terror 
Reparations ... 
Rock Basilisk... 


O Shadowbane 
* Shallow Grove .. 


© Shouku’s Minion... 
* Shauku, Endbringer .. 


Sirocco... 


Sky 

Soul Echo 
Soul Rend... 
Spatial Binding 


+ Seeds of Innocence . . 


Rashida Scalebane ... 


le 


Woiting in the Weeds : xaos 


a 
: @ 
w 
e 
i 7 i: @ 
Mana Prism ........ hol! F ] 
Mangara’s Blessing "159: % Spectral Guardian. 
Mangara’s Equity. 150: * Spirit of the Night .. 
Mongara’s Tome. “500 ; @ Stupor ...... ‘a 
Marble Diamond. . “a9 ; % Subterranean Spirit 
Maro 790 . % Sunweb ......... 
Meddle.... “T0 . © Superior Numbers .. 
Melesse Spirit “59; @ Sua‘Ata Firewalker .. 
Mind Bend... “199 | % Tainted Specter .. 
Mind Homess 1.00 | +i veteneey 
Mindbender Spores 3.00: eeko's Dragon 
Mire Shade ..... “100 : * Tefer’s Imp ..... 
Miers’ Cage .. 4.00 : — 
tent - Taq © Telos as 
Mountain Valley 00 : : i a 
Mtenda Griffin ....... 100 ¢ Se Ne os 
Mystical Tutor... ‘oo: & Tombstone Stoirwell 
ee eC 
ea 350 Ueto Wilts. 
Null Chamber 550. ® nerting Sling. 
cinful Memories : © Unfutfiled Desires .. 
atagia Golem “100: ® seen Walker .... 
cupers’ Cage - “40 ; © Unyoro Bee Sting .. 
earl Dragon... 600: O Unyaro Griffin... 
xian ie “gg ; @ Voporous Djinn. 
Phyrexion Purge ....... 3.00 pe eta ” 
Phyrexian Tribute. 300 § < ven a 
hyrexion Vault... 1.00 bee ascade 
Political Trickery .. 5.00 . ee — 
Polymorph... 0s ‘Olcantc Geyser 
referred Selection . 450! 
Prismatic Boon... 100; 2 Houey Nar eos 
MSMOUCLOCE sees sevensncccsuaerdeoss 3.00 : © Wove Elemental 


HEAVILY TRADED 


Ste Poychic Transfer... eeeeeeeeeeeees 5.50 i 
H : @ Wildfire Emissary 


£ © Tebra Unicom... 

= O Lholfirin Commander 
i 9 Titilon of the Claw... 
: @ Zombie Mob 
: ¥ Zuberi, Golden Feather 


: © Amy Ants... 
: rd Blanket of Night 


: ® Bross-Talon 
: © Breathstealer’s Crypt... 
: @ Brood of Cockroaches... 


*#O@*+ O08" Ot 


© Guiding Spirit 
: @ Heat Wave .... 
 @ Helm of Awakening . 


: @ Jungle Basin .. 
£ ie Kaervek’s Spite 
: @ Karoo ........ 
! te Katabatic Winds .. 


 @ Kyscu Drake .... 
: @& Leod-Belly Chimera. 
£ oe Lichenthrope ..... 


: @ Magma Mine... 
+ @ Maptop Golem .... 
= O Miraculous Recovery. 
= @ Mob Mentality 
£ © Mundungu 

> oe Natural Order. . 
 @ Necromancy... 
ae Necrosavant . . 


= @ Ovinomancer .. 
= O Peace Talks ..... 


SOX 4OF4H OH OH ¥ 


He WelSpiNiR ccccphecancisteenuzenns 3.50 


vv 


: WIZARDS OF THE COAST- 1997 

2 Full Set (167 cottls), 0 c2scssavvercuesace 
5 Booster Pack (15 cards)... 
: Booster Box (36 packs) .... 


4 COMMONS ecs<veednussnevsanstnasnetissnete 1 

Pte AUDI. cee eecececcee cee eeeeeees 6.00 
© 96 Avi of Bogrdan “6.00 
i te Archangel 00 


x Bogardan Phoenix... 
Chimera .. 


* Chonatog ..... 6.00 
City of Solitude . 10.00 
Coral Atoll .. ene) 
Corrosion ...... -3.00 
Creeping Mold . 1.00 
Daraja Griffin . . nal 
Desertion .. -8.00 
Desolation........ ald 
Diamond Kaleidoscop 3.50 

@ Dormont Volcano. . sseho 

®@ Dragon Mask .. eld 

© Dream Tides .. aatel 

@ Elephant Grass . 1.50 

xe Elkin Lair... - 4.00 

ve Equipoise. . . 5.00 

@ Everglades. ah 

yx Eye of Singularity .. 4.50 

~~ Femeref Enchantress 3.50 

~» Firestorm Hellkite ..... . 8.00 

+ Flooded Shoreline .. --4.00 

% Forbidden Ritual . . . 4.50 

®@ Foreshadow ..... woth 


@ Goblin Recruiter .. 
x Griffin Canyon. 


O Honorable Passage... 
@ Hulking Cyclops .... 
® \ronHeart Chimera. 
@ Juju Bubble ....... 


xe Kookus 


AAGn 


Soe eso oo: 
SSseegssssecrsa 
oa 


Phyrexian Marauder... 
Pillar Tombs of Aku .. 
Prosperity 

Pygmy Hippo 
Quicksand .. 
Quirion Druid . 
Rainbow Efreet .. 
Relentless Assault 
Relic Ward 
Retribution of the Meek 
Righteous War 
Rowen 
Sands of Time .. 
Scalebane’s Elite . 
Shimmering i ee eee nee B 


APRIL 1998 


115 


sia aatid 


Fe Inne SONU seacsacveraernerdews ones 5.00 : wm ConyonWildcot 00... 15 2 @ Excovator eee eee 1.25 
£ @ Jobor’s Bonner... cece 1.00 : a Copsize we TS fe Extinction... 
© @ lovaHounds........... eee 1.00 : % Corionette .. 4.00: + Fevered Convulsion . 
© oe Liege of the Hollows .5.00 } % Chaotic Goo .. 3.75 5 de Field of Souls. 
@ Llonowar Behemoth . 00 § @ Charging Rhino . 1.50: @ Fighting Drake 
% lotus Vole ...... 12.00 : @ hill ........ 2.00 : @ Firefly ..... 3 
ve Mana Web ..6.00 : @ Choke . 2.00 | i Fireslinger .... aL) 
© te Maraxus of Keld . 7.00 + @ Cin et Marsh... «1.25 : @ Floiling Drake. . 1.00 
© O Master of Aims .... 1.00 + O Girdle of Protection: Black 15 5 O Flickering Ward . 1.50 
* @ Mischievous Poltergeist . ..1.00 : O Circle of Protection: Blue...... . 15: il Flowstone Giant... aad 
© O Mistmoon Griffin ..1.00 + Q Circle of Protection: Green... ..15 | @ Flowstone Salamander ah) 
@ SIMON oo... eeeeeeeeenteeeeeeeeeee 75: Morinfen.......... 5.00 : QO Circle of Protection: Red .... ..15 5 -¥ Flowstone Sculpture... 00 
 Snoke Basket 6.50 : © Mwonvuli Ooze .... 4.00 : Qi Cite of Protection: Shadow . 15 9 Flowstone Wyvern. 00 
@ Spitting Drake 15 +m Nature’s Resurgence 4.50 : © Circle of Protection: White... eld: 4 ols Tome .... 4.50 
» Squandered Resources . 5.00 : @ Necrotog.......... 2. 00 : O Clergy enVec .......... 15} MB Forest ....... andl 
@ Stompeding Wildebeests - 1.00 : @ Noble Benefactor 1.00 : Mi ClotSliver....... ...15 } WH Frog Tongue . 15 
»~ Suleiman’s Legacy .... «4.00! & NullRod .......... 5.00 : O Cloudchaser Eagle . 15 5 9 Fugitive Druid 00 
@ Summer Bloom...............5 1.25 + @ Odylic Wraith 1.50 : mi Coerci 15. =e Furnace of Rath. 00 
@ Suc-Ata Assassin . ... 5} @ Orcish Settlers .... 2.50 : & Coffir 5.00 : 25 
@ Toluum Piper... 75 3% Paradigm Shift . 5.00 : & Coiled Tinvipet ....s.e..e.-e. ld 00 
O Teferi’s Honor Guard . 5 + se Peacekeeper... 6.00 : * Cold Storage .......... 00 : 15 
ve Teferi’s Puzzle Box . 5.50 : % Pendrell Mists .... 6.50 : %& Commander Greven ilVec . 100 i x Gerrard's Battle Cry . rl 
x Teferi’s Realm .... 4.00 : @ Phantom Warrior 2.00 : % Corpse Dance ....... 00 : Ghost Town ..... 
© Tempest Drake .. .. 1.50 | @& Phyrexion Furnace . 00 : @& Counterspell .... 15: @@ Giont Grob... 
+ Three Wishes 5.00 : a Psychic Vortex .... 4.00 : % Crozed Armodon . 00 : Giont Strength... 
® TimeondTide .... 15: @ Releam ....... 2.00 ; MH Crown of Flames ............0-. eee 5 : @ Goblin Bombardment. 
® Tin-Wing Chimera 50: O Revered Unicorn. 00 : % Cursed Scroll... eee 6.00 | I Grovedigger ....... 
te Tithe .. 5.00 : @ RocHatchling 00 : MH Dork Banishing 2... eee 15: & Grindstone... 
# Triangle of ‘ 3.50 : %& Scorched Ruins .... 6.00 : Ml Dork Ritual .... 15: de Hand to Hand 
@ Uktabi Orangutan 75 : se Serenity ....... 6.00 : Mi Darkling Stalker . ..15 > 4% Hanna's Custody. 
4 Undiscovered Paradise ...1.00 | O Serta’s Blessing . 2.50 : @ Douthi Embrace .. 2.00 : @ Horow ..... 
& Vompiric Tutor... 12.00 : @ Serrated Biskelion . .. 1.00 + @ Dauthi Ghoul a 150 4 Havoc... 
@ Vampirism ...... ....J5 + Souther Paladin 7.00 ¢ MM Douthi tortor so... eee 5 : Wi HeartSliver 
@ Vioshino Sandstalker .. 150 + ® Steel Golem ....... 100 : ‘Ml Heartwood Dryad . 
~ Viashivan Dragon. 9.75 @ Strands of Night . 100 | : ae Heartwood Giant... 
se Wand of Denial .... ...7.00 > @ StrowGolem....... seal00) 2 © @ Heartwood Treefolk .. 
®@ Woterspout Djinn .. 1.00 : @ Sylvan Hierophant . “100 ¢ £ ge Helm of Possession . 
@ Wind Shear ...... 15 Toit .... 5.00 | : Q Hero's Resolve. 
ve Thalfirin Crusader... : @ Teferi’s Veil . 1.00: : @ Horned Sliver. 
i 8 a fo ps ‘ A ; : 8 Horned Turtle . 
de Thron Tome .... 4.50 | ‘ ¥ Humility 
WEATHERLIGHT on x Thundermare. 9.00 5 @ Imps’ Toun 
WIZARDS OF THE COAST- 1997 ! @ Timid Drake .... 1.00 2 @ Insight 
Full Set (167 cords)... eeeeeees se Tolarian Entroncer . ..5.00 + @ Interdict 
Booster Pack (15 cards) Hs 4 Tolarian Serpent ..... 5.00 : oe Intuition... 
Booster Box (36 packs) ® Touchstone .... ..1.00 io invulnerability : 
COMMONS: cscscaseniiaisaeeaupseumenan spapsiens 10: 4e Tranquil Grove 7.00 | a / : 2 Wi Islnd... 
; > te Utborg Justice... 450: lad coh ap paar © @ Jackal Pupp .. 
@ Abduction el ees 1.00 : 4 Utborg Stalker. 4.00: “Lats do it again!” : & Jet Medallion. 
ye Abeyance --5.00 | @ Veteran Explorer... . /00 | Sqitee, goblin cabin hand 2: Jinxed Idol. 
% Aboroth .... ---6.50 | @ Vodolian Illusionist 2.00 : 2 oe Kezzerdrix 
@ Kither Flash ....... --2.00 | © Volunteer Reserves . 1.50 : Wi Kindle .......... 
@ Agonizing Memories - 1.00 5 ye Wove of Tenor .... 5.00 5 O Knight of Dawn . 
% Alabaster Dragon 1.50} Well of Knowledge . 6.00 © @ Knight of Dusk. 
% Ancestral Knowledge 7.00 ye Winding Canyon 6.00 @ Krokilin 3i 
@ Arctic Wolves... 1.00 5% Xonthic Statue... J. @ leeching lid. sl 
> ee i ee . Hf i @ Legacy’s Allue .. 25 
rgivian Restoration 1.00 | 
O Aura of Silence . “1.00 | TEMPEST « Pd oe : ; : 
x Avizoa 450 i WIZARDS OF THE COAST- 1997 Lightning Blot 5 
@ Barshi ..... «1.00 Full Set (335 cords)... essen 300.00 B® Lightning Elemental. “15 
+ Bone Dancer . ...4.00 | Booster Pack (15 cards). 3.00 Living Death ....... 5.00 
% Bosium Strip... ...7.00 : Booster Box (36 packs) .... .00 © Lobotomy 3.00 
% Bubble Matix. ...6.00 {Starter Deck (60 cards) ..... 9.00 : * : 
@ Buried Alive .... ...1.00 + Starter Box (12 decks) 90.00 : Mi Dauthi Marauder 5: mm Lowland Giant 
Call of the Wild... ..5.00 | Starter Box (12 decks—pre-constructed) ......75.00 : @ Dauthi Mercenary .. 1.25 | Je Maddening Imp . 
@ Chimeric Sphere oo HOO B COMMONS! sevsicomccnedwacsens ~ 10 @ Dauthi Mindripper 00 Je Magmasaur : 
@ Cinder Giont ....... 100 | £ WH Douthi Slayer ... 15 = Mognetic Web 
©@ Circling Vultures . 1.00 : @ Abandon Hope 0... ee 1.50 : 9 Deadshot....... 00 $ oman Severance: 
@ Cloud Djinn... ..-1.25  Q1 Advance Scout . 155 4 Death Pits of Rath. 50} ge Manakin i 
@ Cone of Flame .. .. 1.00 | Mf Mtershock......... 15 t lic Edict... 15 = ge Monta Riders ... 
ye Debt of Loyalty . 5.00: % Altor of Dementio 6.00 : %% Dirtcowl Wurm . 00: 4 Marble Titan 
x Dense Foliage .... 6.00 > a Moen. -6.50 : Q Disenchant 15 2 gg Marsh Lurker 
@ Desperate Gambit . ...1.00 | @ Ancient Runes .. 1.00 : @ Dismiss ....... 23 tO Master Decoy... 
® Dingus Stoff .... 150} @ Ancient Tomb... 1.50 : Mm Disturbed Burial ale § ae 
* Doomsday .... ...1.00 : O Angelic Protector. 1.50 : © Drocoplasm .... 00 : 
@ Downdraft ....... 1.00 : OQ Anoint .... . 1S} @ Dread of Night . 2.00: 
x Dwarven Thaumaturgist.. -- 4.00 MM Apes of Rath. . 1.25 : 88 Dream Cache ... 15 fam shetallic Siver 
* Ertai’s Fomilior .... ...5.00 : % Apocalypse. ...7.00 {4 Dregs of Sorrow . 5.00 | @ Mindwhip Sve 
@ Fallow Wurm ...1.00 | O Armor Sliver... 1.25 : o Duplicity .... .--5.00 | 4 Minion of the Wastes 0 
@ Fomilior Ground . ...1.00 : O Armored Pegasus w.15S : ¥ Eortheraft.. e500: ye Mini's Guile : ‘00 
we Fevor oo... 100 : % Aunofog 4.00 © % Echo Chomber «5:90 } @ Mnemonic Sliver. 50 
@ Festering Evil .-1.00 : > Avenging Angel. 5.00 | % Eladomi, Lord of Leaves +800 © @ Mogg Canon 75 
4 Firestorm ....... .-1.50 : @ Barbed Sliver 1.50 : % Eladamri’s Vineyard .... 8.00 fm Mogg Conscripts "5 
© Foriysion Brigade ...1.00 | i Bayou Dragonfly ... 15 + Q Elite Javelineer «15° 5s Mogg Fanatic 15 
+x Fungus Elemental. ..5.50 | oe Bellowing Fiend .... 4.00 : % Elven Wothounds 50 ¢ @ Mogg Hollows V05 
@ Gaeo’s Blessing . ...2.50 3 % Benthic Behemoth . 4.50 : mi EWishFuy......... 1S fog Mogg Raider 15 
* Gollowbroid .... ..-5.00 ; il Blood Frenzy ... ..15 : ® Emerald Medallion 00 | @ Mogg Squad... ‘25 
@ Gemstone Mine . 3.00 : WM Blood Pet ... 15} -% Emmessi Tome .... 50 ye Mongrel ack 50 
O Gerrard’s Wisdom 00: @ Bol... 1.50: Ml Endless Scream 15 2 gm Mountain ...... 5 
* Goblin Bomb....... 6.00 : * Booby Trap .. 0.00 : % Energizer ....... 00} Mounted Archers “5 
@ Goblin Grenadiers. ...1.00 : @ Bottle Gnomes . . 1.00 : Mt Enfeeblement .... 5} wm Muscle Sliver “15 
& Heart of Bogardan , we Bounty Hunter 6.00 : @ Enraging Licid . 25 iw Natural Spring... “5 
Heat Stroke : i Broken Fall _.15 :o& Ertai’s Meddling . 75: ge Noture’s Revolt 6.00 
@ Hidden Horror... i Caldera Lake .. 5.00 : % Escaped Shapeshifter .............200, 00 : @ Needle Storm 150 
@ Hurloon Shaman. i = Canopy Spider 15 : @ Essence Bottle .... 00} y NoQuater .... 4.00 
He Infernal Tribute... eee 6.00 : He Conyon Drake... eee 3.25 : MH Evincor’s Justice... eee 5 E @ Hurting ds esscscccccciceeececcee 1.25 
| SARTIFAT  mmBLACK @BLUE — GOLD mmGREEN MRED CIWHITE mm LAND 
| 11G INQUEST 36 key 
m= COMMON = @ UNCOMMON m& RARE 


a ee a 


@ Opportunist 00... eee 1.00 : O Stounch Defenders 2.2.2.2... 1.00 
ve Oracle en-Vec ...5.00 | @ Steal Enchantment 0.0... eee 3.00 
+ Orim, Samite Healer 5.00 : @ Stinging Licid 1.00 
O Orim’s Proyer...... 75 2 il Stone Rain 15 
@ Oven .... 2.50 : @ Storm Front . 5 
Q Pacifism. ee i 5 
 Pallimud 0.0.0... 4.00 : @ Sudden Impact . 0 
® Patchwork Gnomes 75 5 ii Swomp o..... 5 
® Pearl Medallion ....... 5.00 © @ Tohngorth’s Rage .. 0 
ve Pegasus Refuge ....... ..-6.00 | O Tolon Sliver ...... eal 
@ Perish ........ .. 1.00 | @ Telethopter ......... old 
“ Phyrexian Grimoire . .. 4.00 halakos Dreamsower . 25 
hyrexian Hulk ..... .. 1.00 = @ Thalokos Lowlands .... 5 
hyrexian Splicer .. 1.25 + @@ Thalokos Merfolk ... 5 
® Pincher Beetles grenld halakos Seer... 5 
% Pine Barrens .... 5.50 = Thalakos Sentry ... 5 
Wi Pitlmp.... al humbscrews. .... ; 0 
@ Plains .... wb ime Ebb ....... 
ower Sink. sal ime Warp ..... 0 
Precognition . ...9.25 | @ Tooth and Clow . 0 
® Propaganda .. .. 2.00 orture Chamber... 4.00 
@ Puppet Strings .2.00 radewind Rider ....... 00 
OD Quickening Licid 1.25 : i Troined Armodon . 15 
@ Rain of Tears... ...2.00 5 mt Tronquility _—— 5 
@ Rampant Growth . -15 : @ Trumpeting Armodon ....... 0 
Ranger en-Vec -2.00 
% Rathi Dragon .. 12.00 
WH Rats of Rath 15 
@ Reality Anchor. : 15 
@ Reonimate 2... 1.75 
WD ROOD ceroescwmevsecesenvsganesansiienus 1.00 
@ Reckless Spite .. 1.2! 
* Recycle ....... 6.00 


e Reflecting Pool... 


@ Renegade Warlord . 1.25 
© ROPONHONC! swasscaraieciaasceess ones 2.00 
@ Respite....... =i 15 
@ Rolling Thunder. ai 15 
% Root Maze .... sieaeseeOU 
@ Rootbreaker Wurm aaa IO 
@ Rootwalla.......... sacald 
@ Rootwater Depths oo... 1.25 
® Rootwater Diver..... . 1.00 


Rootwater Hunter... 


Rootwater Matriarch.... 450 
Rootwater Shaman . 315 
* Ruby Medallion .. 5.00 


tx Sacred Guide... .. 4.00 
@ Sadistic Glee . es 

ye Safeguard 
¥ Salt Flats ........ 5.50 
@ Sandstone Warrior. 


# Sopphire Medallion... 0.2... 5.00 
@ Sorcomancy 2... eee 4.00 
% Scabland ..... pone DOO 
Scalding Tongs .. . 5.00 
% Scorched Earth .. 50 
@ Scragnoth ..... 3.50 : BACTORY SETS 
© Screeching HOY so-so 75 | YETG Bot Factory Set (363 cots) .....$200.00 
* La ROK! -rescainestetzvesiucss 00 This set is known as the “Domestic Edition.” Cards 
Bi Sea Monster, .... ---15. < have square borders with gold trim. Backs also 
bos Searing Touch... -1.00 = have the words “Collector's Edition” in gold 
WB Seeker of Skybreak “15-5 |etters. These cards are not fournament legal. 
Segmented Wurm. 25 10.000 printed 
Selenia, a ie “ A ae 
O Serene Offering..... 2 , ational Factory Set (363 c 
Servant of Valrath M-TG Beta Intemational Factory Set (363 , ni 
‘ - mee Rift ss... V5 Known as the “International Edition,” this set 
ha WSO. sv ; is the same as above except the cards have 
a hi Bl sesWaateaeats “International Collectors Editon” on them. Cards 
Pe ae Wings 5 are also not tournament legal. 5,000 printed. - 
aoe u M:1G Pro Tour Collector Set ---9100.00 Worldwide Leader in Collectibles 


i=} 


This set contains the cig top decks from the NYC 
tournament in a special slipcase. There are 720 
cards in total. 20,000 printed. 


- =) : Bt hee: : : 
ba 
RARKRHARRSRSSRaoenSSeccsacRes 


All Popular CG's, Star Wars, Star Trek, 
X-Files, Middle Earth, Battletech, 


ho 


@ Skyshroud Vampire 
O Soltari Crusader... 


e: an ses gee 5.0 Legend of the Five Rings, Action Figures, 
Olfarl Foot Soldier. sete P - ~ = 
' ed a oRe 5.0 Toys, Beanie Babies, Film Cells, Lithos, 
O Soltari Monk... 12 
Be tien |) HEY MAGIC FANS! and more... z 
Q Soltari rooper be Ww i te 
be ame bes i og more The National Collector, Inc. 
Sik ne II Magic? Turn to 6113 Clark Genter Ave. oO 
| pina ONOIt! sssswnsvecsvss ar uesssaa cane : * Sarasota, FL 34238 

Spit Minor =. -6:00 k , 
Cp arerncers oe 32 for the 941-927-8398 fax 941-927-9495 = 
ROE ne me top decks of info@tncmagic.com revo 
Se 2 all time! Call or Emailfor your FREE Catalog! = 
# Static Orb .00 @ 


WENT UP WENT DOWN HEAVILY TRADED 
APRIL 1998 &87 


= Ancestral Memories ..........0000- 


: Gilodil oe Ro... 10.00: Archangel ....... 
= Gamling the Old : 50: Armageddon .... 
© Ghén-buri-Ghéin 50: Balance of Power. 
£ Glomdring ..... 50: Blessed Reversal . 
: Glittering Caves = Blinding Light .... 
2 Gloin 2... = Cruel Bargain . 
£ Goldberry .. : Cel Fate... 
© Gollum’s Fate . Cruel Tutor. 
£ Great tages The. i lt 
[BATTLETECH = CS 00: Great Si inn of the Lamp 
WAZARDS OF THE COAST—1996 i Pryde’s Pride .. Roe. 450 filimen Dread Charge 
Full Set (293 cards) ........eeeeeeeee $280.00 : PumaC, Adder eer 00 = Hoormurath of Dir Dread Reaper 
Storer Deck (60 cards). --. 10.00; Rompage!........ Ro. A505 Hobbits... Earthquake 
Starter Box (12 decks). = Rapid CookDown «2.2... Ue 1.00° = Huom .. Ebon Dragon 
Booster Pack (15 cards)... } Raven, RVNSL cer sees 00 Imai... Final Strike 
Booster Box (36 packs) : Reassigned Pilot ..... weesR one 4.00 = Indur Dawndeath .. : Fire Dragon... 
Unlisted Commons .... 10 Report fom the Watch eR 450: Iron Gown, The ..... : Fire Tempest... 
Unlisted Uncommons ............000:s00ce2e+ .25. + Retroftted Loser System .. sey ssa 00 Isles of the Dead that Live = Forked Lightning . 
= Romano Ligo ........ AW = Khamdl the Easterling : Gift of Estates . 
Nex Maly. 50 : Rookie Pilot 2... © Knights of Dol Amroth 50: Harsh Justice .... 
Arms Reduction 00 = Ryoken A, Stormcrow BLOSSOM, wis ssisnanie 50: King’s Assassin. 
Arrow IV Battery 00: Ryoken D, Stormcrow + Magic Ring of Courage Lost Chance... 
Atlas, AS7-K ... 00 : Sabotaged Heat Sinks. © Magic Ring of Lore. > Mercenary Knight. 
Axman, AXM-IN 0.2... 00 : Sahotaged Missiles... + Magic Ring of Nature... Natural Order . 
Bearer of McKennsy Hammer 00: Sactfce for the Dragon Magic Ring of Stealth : Noture’s Claok 
Bjom Jorgenson ............ 100: SAFE Report ........ ! Magic Ring of Words . . wd : Pillaging Horde. 
Candace lio ......... 50: Salvage Strike Crew E Mety ...cccccee Uo... 1.50 + Primeval Force 
Communications Failure... 50: Satchel Charges. R Mithritcoat, © Prosperity .... 
ComStar Bonk Account ...... 1.00: Scrounger Crew. V = Moon... = Serpent Assassin 
Contract w/Gray Death Legion 5.00 : Shogun, SHG-2F ..... R } Morannon . ® Spiritual Guardian 
Contract with Wolf's Dragoons ve-5.50 Silver Sunburst Plt . R © Morgubhorse © Sten Marshal... . 
Coventry Metal Works ...... we Vos...2.50 } Spider, SRSV .... U = Morgutknife = Summer Bloom 
Crockett, CRK-5003-1 yoM cana A Dg R Morgul Night . : Sylvan Tutor. 
Cl eee wR ......4.50  } Subhash Indohor.... R Mount Doom . Taunt ....... 
Daisha A, Dire Wolf... Sun Zhang Academy . V Mount Gundabad . 2 Temporary Truce 
jeath Commando Stike Ro. 4.50 £ Takashi Kurita - R Mouth of Sauron. = Thing from the Deep . 
eath From Above... wU.2....1.00 $ Teachings of Unfinished Book ......R .. is oie : Thundering Wurm. ; 
EST Pat ores sicen wR .....4.50 $ Theodore Kurita... beR 0750 EP Noa oc ceeeeeeees = Thundermare .... 
hae ; we es i a Lyi ae oo ! ; el are Abroad, The . a f tks Defense . 
Dragonfly B, Viper ¢ Momas Mark... : Neeker- Breekers ....... wPro......250 Volcanic Dragon. 
ragonfly C, Viper : Thor B, Summoner R Nenyd .......... : Wicked Pact. 
Dragonfly D, Viper  Tsen Shang... R Old Non Willow. . © Wrath of God... 
ragonfly Prime, Viper : = KitFox R ld Thrush, The ..... : 
ffecive Groundwork... we U.....1.00 } Victor SteinerDavion R Ologhai (Trl) 
lias Crichell ...... ack sassdb De 4 itu Mod Dog .. R ne Ring, The... 
Elite Infonty £ Wol’s Dragoons Plot .........U nest... : DECIPHER-1994 
lite MechWartior. .. : Wyvern, WESN 2.2... eee R stn Edhil 2 Full Set (363 cards)... cece $250.00 
vontha Fetladral : calantir of Elostirion + Storter Deck (60 cords) .....0..ceeeeeeeeeee 8.00 
Exterminator, EXT-4D : Palontr of Minas Trth : Starter Box (12 decks). . 80.00 
alcon, FLC4P : ‘alantir of Orthanc - .. 1.50 § Booster Pack (15 cards)... seh 
Fenris A, Ice Ferret i IRON CROWN ENTERPRISES--1995 ale Sword, The .... “4 .. 8.00; Booster Box (36 packs) .. . 80.00 
Firestarter, FS9-S...... : Full Set (484 cards)... cious, The E i Unlisted Common cards ...........ceeeeeeeee 15 
Flashman, FLS-8K Starter Deck (76 cords). Pokelmen = Unlisted Common Personnel cards . 50 
Golen Cox ............ Starter Box (10 decks) uickbeam £ Unlisted Uncommons .........0..ccceceeeee 75 
Gladiator B, Executioner £ Booster Pack (15 cards viet Lands : 
Gray Death Pilot ......... £ Booster Box (36 packs) en the Unclean wl .. 8.50 + Cords are white-bordered. 
Grayson Death mie Unlisted Common cards. otic the Raven. a .. 5.50; Albert Einstein... 
Guerrilla Support .. £ Unlisted Common sites grog... ie lidar Jorok 
Guillotine, GLI-SM : Unlisted Common characters . actifice of Form . ed .00 : Alien Groupie ... 
Hanse Dovion “The Fox” wR ......9.50 + Unlisted Uncommon cards. : ecret Entrance. oR ...... 6.50: Alyanna Nechayev 
Heavy Industry ......... ae 50: Unlisted Rare cards ..........eeeeeeeeeeees 4.00 adowfax ¥ 00: Ancient Computer... 
Highlander, HGN-732 ..* 5.00 : eo ttst~ .00 : AntiTime Anomaly... 
Hoplite, HOPAD ...... Load : Pr rarity denotes promo. lob’s Lair a 50: Armus—Skin of Evil 
ISF Counterespionage e450 $ Adunophel .. pases, ; [OJe eee. : 50. : Avert Disaster... 
Joime Wolf ......... 90: ee anor oe 8. ilent Watcher e HO) PIB ELON wane snieaswuniesiienn 
Jump Into Cover ... wen ctiO0) ¥ il. UU: Smaug.......... 50! Barclay’s Protoplasmic Disease 
Justin Xiong Allard Align Polat... ief : Betazoid Gift Box............ 
Kai Allordioo ...... : Arkenstone, The .. rin ll... : rusher... 
Koshi A, Mist Lynx = Army of the Dead. vee We: (uma)... EiBory Stip scvesnasearacovaa 
Koshi Mist Lynx... ¢ Assassin ..........- eee : ue of Hues. a ¢ Bynars Weapon Enhancement 
Koshi D, Mist Lynx. : Balance of Things, The itor... a 100 BGS: cas cescarversremaccee 
Lancelot, LNC25-01 : Balrog of Moria... PANO scvesv ours is .00 Crystalline Entity ... 
Leo Showers ...... Bane of the Ithit-stone © Uvatha the Horseman = Cultural Observation 
luck of the Fox... i Boraddor ........... tees : of Etech .......... © 00 Cytherions......... 
Mad Cat A, Timber Wolf : Bilbo ........ ee : Dota ...... 
Mad Cat B, Timber Wolf . .. lack Arrow... Tree, The £ Deanna Troi 
Mad Cat C, Timber Wolf .... Burden of Time, The .. tee U0 Will of Sauron, The : Devil, The . 
Mad Cat D, Timber Wolf : Gollofthe Seo... ve nee 1.50: Will of the Ring, The . : Devoras ... 
Man 0” Wor A, Gargoyle £ Cidan wR 9.00 = Witch-king of Angmar : Dr. Lo Forge ... 
Man O° War B, Gargoyle... : Grith Ungol_..... a Sake 4.50: Wizard's Fire .......... Dr. Leah Brahms 
Man O° War C, ae © Cock Crows, The . ved ses 150 Wizard's Flame... EDUIOS oe eeeeeeeee 
Manipulation of Romano : Daelomin , : Wizard's Laughter ei 50: Evaluate Terraforming 
Marik Arms Trade . . din I... ° Wizard's River-horses. ...... ad .00 : Explore Black Cluster...... 
Marissa Morgan... : Dwar of War . £ Words of Power and Terror ......... 50: Explore Dyson Sphere... 
MasokariC, Warhawk 2 Dw. Ring o' al Ross 6.00: * Explore Typhone Expanse fav Ri icsina Oe 
Mosokari rime, Warhawk... 00: Ow.Ring of Bovor's Tbe .........R ...... 600; i i Extoction eee ss | 
Maskirovka Operatives .. . 50: Dw. Ring of Druin’s Tribe Ro... 6.00 WIZARDS OF THE COAST-1997 : Geordi Lo Forge... i | 
Mouler, MAL-TR Ro ......4.50  $ Dw. Ring of Durin’s Tribe Ro. 6.50: Full Set (215 cords)... eeeeeeseeeeeees 00: Goddess of Empathy hs | 
Melissa Steiner Davion Dw. Ring of Dwalin’s ibe .........R ...... 6.00 = Starter Deck (86 cards). es Gown ......... walk cas 10) | 
Mongoose, MON-66 .. { Dw. Ring of Thelor's Tribe Vee 3.00 Starter Box (12 decks) > Hookono ...... | 
Morgan Hasek-Dovion © Dw. Ring of Thrér’s Tribe. . all sessey 3.00! Booster Pack (16 cards)... * Honor Challenge 
Morgan Kell... song. ........ . -2U Booster Box (36 packs)... Horga’hn ...... 
NDS weroesn : Elrond ..... + Unlisted Common cards MUON: ssiccnerees acer 
Natasha Kerensky : Eye of Sauron... . : -20 = Unlisted Uncommons ... ... 50 + Hunt for DNA Program 
Open Supply Lines. Fair Travels in Dark-domains . AR asi 5.50 = Unlisted Rare cords... se. eeeseeeseeseeeee 2.00 :1KC. Bortos ......... 
Operation Advisory C : Fair Travels in Free-domoins ......... 0 f = LK.C. Buruk 
Orion, ONT-K .. : Fell Beast .. © Alabaster ae © 1K.C. Hegh’ta 
Perimeter Alon 2 Frodo = Alluring Scent ... RPG casisiecctimnenvansnicrn 


LKC Qu’Vat 
conia Investigation. 
Interphase Generator . 
vestigate Alien Probe 
investigate Disappearance. 
Investigate Disturbance . 
Investigate Massacre . 
investigate Raid 
Investigate Rogue Comet 
investigate “Shattered Space”. 
investigate Sighting ....... 
investigate Time Continuum . 
Joglon Shrek—Info Broker. 
Jean-Luc Picard 
Kahless 
Kargan .... 
K'Ehleyr 
Kevin Uxbridge. 
Khazara 
Khitomer Research 
Kivas Fajo—Collector . 
Klingon Death Yell 
Ktarian Game .... 


leah Brahms 
Lore Returns. 
Lore’s Fingernail. 
LUISA erase ciate 
Lwaxanna Troi 
Medical Relief... 
Mendak ....... 
Morgan Bateson . 
Nogilum 
Neela Daren. 
New Contact .... 
Pegasus Search. 


OQ) sesrcncreretes 
Reginald Barclay . 
Richard Galen .... 
R 


Sir Isaac Newton .... 
Study “Hole in Space” 
Study Lonka Pulsar. 
Study Nebula ....... 
Supemova....... 
Survey Mission. 
Tom Elbrun 


emporal Causality Loop . 
homas Riker .......... 


Thought Maker. 
Time Travel Pod. 


.S.S. Enterprise . 
US. S.H Hood 


USS, Yomato 
Varon-T Disruption 
NGSH ssorcinanaaan 
Vulcan Stone of Gol . 
Warp Core Breach 
Wesley Crusher... 
William T. Riker. 
Wind Dancer .... 
Worf 


DECIPHER-1995 
Full Set (363 cards) . 


Starter Deck (60 cards| 
Starter Box (12 decks) .... 
Booster Pack (15 cards) . 
Booster Box (36 lew ; 


Cards are black-bordered. 
Single cards are worth 30% to 40% more than 
unlimited equivalents. 


+ Booster Pack (15 cards)... 
+ Booster Box (36 packs) 
+ Unlisted Common cards. 
! Unlisted Common Personnel 
+ Unlisted Uncommon cards... ... 
£ Unlisted Rare cards 


H Arbiter of Succession 
: Blade of Then... 


KC MobeR’c . 


Juliana Toiner 


Noda Guinan 


: USS Storgazer ra 
= | eee 5 


= Don’t Call Me Ahab 


:DECIPHER-1995 
: Full Set (122 cards, not including “Future Enterprise”): 
: $135.00 : Geordi la Forge .. 
A re : 
5 He Will Make An Excellent Drone... 
: I'ma Doctor, Not a Doorstop 
£ Intermix Rotio........ 

= Jean-Luc Picard 
© Kathleen Tonell 
© Launch Portal .. 


i DECIPHER—1996 i 
: Fell Set (121 cords) 22.2... $100.00 : 
+ Booster Pock (15 cards) .. 3.00 
: Booster Box (36 packs) i 
= Common Cords ........ wld 4 
} Uncommon Cards . 
Unlisted Rare COWdS sss sssscseseevevvvees 450 


 DECIPHER-1997 

© Full Set (130 cards) 
= Booster Pack (9 cards) 
= Common Cards........... 
00 = Unlisted Uncommon Cards 


} Abandon Mission... ....-.-2.eeeee- — 4.00 : 
: Adapt: Modulate Shields sxelll spaces. 1.00 : 
= Admirol Hayes ...... ee SE 6.0 
Alos, Poor Queen aor Risse: 3.0 
Alyssa Ogawa ...... wR... 6.0 
> Android Headlock ... sie Resanreas 3.0 
Antique Machine Gun... wos. Rinasancaate 3.0 
: Assimilate Counterpart = Fe | een 1.0 
= Assimilate Homeworld... —s 3.0 
} Assimilate Storship ... ! 
© Assimilate This! 
Assimilation Table i 
: Assimilation Tubules ...............U ...... 1.0 
$ Balancing Act .......-00 ee Ue. 1.00 
Beverly Crusher R 0.00 
BRI wronsincnscenygrssmonaansaun: Misiones 1.00 
+ Borg Cube aga! Ueaware 2.00 : 
: Borg Kiss ......... oe eee 3.00 : 
Borg Neuroprocessor a eee 3.00 
Borg Queen ...... Ridiaas 2.00 
Borg Servo... Ue. 1.00 
Build Interplexing Beacon B cxeuuy 1.00 
OY, scsle vipncpenieg ions R ww (200 
S DREN. connnscoscnmninarcensie Uocosmse 1.00 
= Deanna Tioi 0.2.22... R 0.00 
© Disengage Safety Protocols .........U...... 1.00 
aainatealavaanates U...... 1.00 


EMH. Program 
Eliminate Starship 
: Espionage Mission 


: Remodulation . . 
i Retosk........ 
+ Salvage Starship .. 


+ Scout Encounter .. 
£ Sense the Borg. 


© Shipwreck .. 
| ee 
£ Starfleet Type Ill Phaser Rifle 
£ Stop First Contact......... 
Strict Dress Code ... 


T 
a 
: Temporal Wake .. 
iT 

I 

Tl 


: Visit Cochrane Memoria. 
: Vulcan Londer........ 
i Wall of Ships ... 
: Weak Spot 
2 Williom T. Riker. 
1 


£  Baniss Keeg 
: Bantha..... 


£ Beru Stew .. 
: Bith Shuffle, The .. 


= Black 2 
: Black 3 


Fractal Encryption Code... 


} Berlingo Rasmussen sah sad 5.00 : lighter ..... 

i Beve | ese Ze 10.00 : Lily Sloane 

: Brute Fore ... Re snasun 5.00 : lisoAzor ........ 

: Commander Tomalal Rasen 5.50; Magic Carpet Ride 0 

: Cyosotellite ... R sssss 5.00 : Mery Kill ........... 

= Dato’s Head... Be susccea 7.00 : Mirror Image .. 

} Devidion Doorway Rewiceee 4.50 : Mission Debriefing ..... 

: FGC47 Research . R 00 : Montanna Missile Complex .. 

: Future Enterprise .... ¢ My First Roygun ........ 

A, IOOIMNE: sacs sensreaticnuascardettan dR Hants 0: Ocular Implants .. 
Govemor Worf 2... Rowe : Ooby Dooby ..... 
lon Andrew Troi : Patrol Neutral Zone 
Iconian Gateway = Poul Porter ..... 
lokonto ......... £ Phoenix oo... 
Lt. (j.g.) Picord Prepare Assault Teams 
Major Rokal ...... : Primitive Culture... 
Ophidian Cone + Queen's Borg Cube 
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i Cards are black-bordered. 
A Disturbance in the Force 
£ Admiral Motfi ........... 


Affect Mind 
£ Alderaan (dark side) .. 
£ Alderaan (light side) . 


Assault 
= ATremor in the Force 


fle 


Biggs Darklg 


2 Blastaf.s.a.sescasi 
Blaster Rack 
Blaster Rifle (dark side) .. 
= Blaster Rifle (light side) . 
: Blaster Scope ............ 


jomas McClure ......... 
+ Three-Dimensional Thinking .. 
£ Tommygun 
: USS Bozeman .. 
} USS Enterprise .. 


i Death Star: Level 


~ Devastator. . 
> Dice Ibeg on... 
: Domed (dork side) 
: oli (light side) . 


© SD6-RA-7 
~ Force is Strong With this One 
~ Friendly Fire 
© Full Scale Alert. 
~ Full Throttle stoi 
~ Fusion Generator Supply Tanks (dark) C 

~ Fusion Generator Supply Tanks (light) C 

~ Gadertfii Stick... C 
~ Gorindan 
~ General Dodonna . 
~ General Togge .... 
Gift of the Mentor 


© Han Seeker 
~ Hon Solo... 
~ Hear Me Baby, 
~ Help Me Obi-Wan 
~ How.Did We Get Into, This... 
Hydroponics Station 


~ Combined Attack . 
~ Comlink 
~ Commander Praji . 
~ Corellian Corvette . 
© Counter Assault. 


i 


lantooine ...... 


jark Hours... 


i Dark Jedi Lightsaber . 
~ Dark Jedi Presence 
© Dork Maneuvers... 


eath Star: Deten 
eath Star: Deten 
eath Star: 
jeath Star: 


eath Star: Trash 


Feltipein Trevagg 
Figrin D'on 


Grond Moff Tarkin 
~ Gravel Storm... 
~ Han’s Back. 


ve Lost Artoo! 


© Imperial Barrier... 
~ Imperial Blaster 
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~ Death Stor Trooper... a 
© Death Star: Central (oe... U 


eath Star: War Room. 


~ Emergency Deployment . 
~— Empire’s Back, Th 

~ Escape Pod... 
* Evacuate? ...... 
~ Expand the Empire. 
~ Eyes in the Dark 
~ Fear Will Keep Them In Line. 


ark Collaboration. 


tion Block Ctr. 
tion Block Corridor 


Docking Bay 327 (Dark) 
locking Bay 327 (light) 


4 Military Cor. 
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Bt eee 


Kenobi 


Have You Now... aR 
: fr og ress 
~ {ve Got. Problem Here... 


oping aatid 


2 RUD. 
+ Radar Scanner 
} Reactor Terminal 


= Rebel Barrier... 
{Rebel Guard 
Rebel Pilot... . 
Rebel Planners... 

Imperial Class Stor Destroyer ...... Wess 3.00 : ee i sisi 
Imperial Code Cylinder... 10% pected... 
Imperial Pilot ........... 2 Red 1 
imperial Reinforcements . .  Rad3 
mpera oa a Restraining Bolt (dark side) ... 
nto. . .Chute, Flyboy..... + Restraining Bolt (light side) . 
Aly Be Worse £ Restricted Deployment .. 
i ae viene ; Return of a Jedi 
Jawa (dark side) 
lawa (light side) 
Jawa Pack...... 
Jawa Siesta Sandcra 
Jedi Lightsaber omni ne “ 
Jedi Presence .... Scomp Link Acess........ 
Jek Porkins Send a Detachment Down 
i os = Sense (dark side) ..... 


Kessel 
Kessel 
Kessel 
Ket Maliss . .. 
Kinton Strider .. 
Kitik Keed’kak 


K'lor'slug 
Krayt 
abria 
aser Projector 
oteral Damage .. 
eesub Sirln 
Leia Organa 
eia’s Back 
eia’s Sporting Blaster. 
Lieutenant Tanbris 
Lift Tube (dark side) .. 
Lift Tube (light side) 
Light Repeating Blaster Rifle . . 
Lightsaber Proficiency 
imited Resources 
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Luke's Bac 
uke’s X-34 Londspeeder 
M’iiyoom Onith 
Macroscan........ 
Mantellian Savrip .. 
Millennium Falcon 
Molator 
Momaw Nadon .. 
Moment of Triumph 
Move Along........... 
MSE-6 Mouse Droid 
MYO! casesciaarais 
Nabrun Leids 
Narrow Escape 
Nevar Yalnal 
Nightfall... 
Noble Sacrifice. 
Obi-Wan Kenobi .. 
Obi-Wan’s Cape 
Obi-Wan’s Lightsaber... 
Observation Holocam. . 
Old Ben 
Omni Box 
On the Edge 
Organo’s Cer. Necklace .. 
Our Most Desperate Hour 
Out of Nowhere 
Overload 
Owen Lars. . 
Ponic ........ 
Physical Choke... 
Plastoid Armor 
Ponda Baba .. 
Pops 


Presence of the Force 
Prophetess........... s 
Proton Torpedoes .............0066+ 
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£ Surprise Assault. 


i Tage Seeker .. 


: Tatooine: ObiWan’s Hut... 
: Thank the Maker 
{This is All Your Fault . . 
2 TiE Advanced x1. 
: TIE Fighter... 
: TIEScout . 


i Tusken Breatt 


: Vader's Custom TIE 
i Vader's Eye 
© Vader's Lightsaber 


: We're Doomed .. 
: WED-9-M1 Bantha Droid .. 
£ WED15-1662 Treadwell Did. 
: Wioslea 
2 Wrong Turn 
+ Wuher 
: XWing.. 
2 Y-Wing 
= Yavin 4 (dork side 
© Yavin 4 (light side) 


Sense (light side) .. 
Set For Stun ... 
Shistavanen Wolfman 


SoroSuub V-35 Landspeeder 
Spaceport Speeders 
Special Modifications . . 
Stormtrooper 
Stormtrooper Backpack . . 
Stormtrooper Utility Belt . . 
Sunsdown 


actical Re-Call 


argeting Computer 
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£ You Overestimate Their Chances 


: Advance Preparation 
Alternatives to Fighting . . 
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: Come With Me 
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: Dark Waters... 
: Death St 
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© Fire Extinguisher... 
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= Program Trap 
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Yavin 4: Massasi Throne Rm. 
Yavin 4: Massasi War Rm. 
Yerka Mig 


Your Eyes Can Deceive You 
Your Powers...Qld Man............ 
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Booster Pack (15 cards) .. 
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Booster Box (36 packs). 
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Janz Borin 


jeath Star: Trench 


jejark Hologame Board. . 
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vader... 6... 


lyperwave Sean . 
HYPO... oes nee 
'm Here to Rescue You . 
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ogistical Delay 
t. Shann Childsen . . 
uke’s Cape 
uke’s Hunting Rifle 
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= Commander Vondeen Willard ...... U 
: e Primary Ignition... R 
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i Gist ee ' 
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00 : Cl Alder 


(0: WED1S5-17 ‘Septoid’ Droid 
: Wedge Antilles 


: oar 
0 = Y-wing Assault Squadron... 


0: Unlisted Common cards 


+ Reserve Pilot .... 
© Retract the Bridge 
: Rogue Bantha 
+ Sabotage 
© Sondcrawler: Droid Junkheap 
Sandcrawler: Loading Bay 
Scanner Techs 
Sensor Panel . . 
Sniper 
Sorry About the Mess 
Spice Mines of Kessel . . . 


atooine: Bluffs. . 
ech Mo’r 
There'll be Hell to Pay . . . 
hey’re on Dantooine .. . 
his is Some Rescue! .. . 
IE Assault Squadron . . 
TIE Vanguard 
Tiree . 
Tractor Beam 

rooper Davin Felth 
zizwt 


Viacone (dark) . 
indercover (light) . 
RoRRuR’R’R ieee 
© URORRUR’R’R’s Hunting Rifle . . 

: Victory Class Star Destroyer. 


: We Have a Prisoner 


: Whatte You On Us? .. 
: Wookie Re 


= Yovin 4: Briefing Room 
* Yovin 4: Massassi Ruins 
© You're All Clear Kid! .. 
= Lufton 
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: 2-18 
+ Admiral Ozzel ..... 
: Anakin’s Lightsaber 
: Artillery Remote 
+ AFAT Connon 
‘Attack Patter Delta .. 
= Atgar Loser Cannon... 
: Bacto Tank 

: Blizzard 1... 
: Blizzard 2 ..... 
: Blizzard Scout] .. 
Blizzard Walker 
: Breached Defenses .. 


= Coptain 
= Captain Piett 
© Collapsing Corridor 
= Commander Luke Skywalker 
+ Concussion Grenade ..... 


isarming Creature. 
ual Laser Cannon 
£ Echo Base Operations 
: Electro-Rangefinder .. 
: Evacuation Control. 
! Exposure 
: Frozen Dinner... 


¢ Fury Fury 
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© General Veers........ 
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igh Anxiety 
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© Hoth: Echo Command Center (dk side) U 
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} Hoth: Echo Corridor (dark side) 
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© Hoth: Main Power Generators 
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© Princess Lucrezia 4s ) 5 te Mind Bomb 00 : Storter Deck (60 cards) .. 
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* Revelation ... O Tivadar's Crusade 2.00 : % Choos lord ... 3.50 
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®@ Soldevi Simulacrum 
© Spectral Shield... 
& Spoils of Evil .. 
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lelm of Possession .. 
Hero's Resolve 
Horned Sliver. 
Horned Turtle . 


insight... 


tuition 


& Jinxed Idol. 


of Day 


Douthi Mercenary. 01:25 Fx ing | 
Dauthi Mindripper N00: y Hs mt _ AS 
jauthi Slayer . sel © se Magnetic Web... --5.00 
eadshot ........ 5.00 : @ Mana Severance .. 5.00 
Death Pits of Rath 6.50 5% Manakin ....... ise oD) 
iabolc Edict... -.-15 5 we Manta Riders . AS 
irtcowl Wurm 7.00 5 4 Marble Titan. 00 
isenchant ---15° 5 gm Marsh lurker AS 
ismiss. ..... 125 Master Decoy . oe) 
isturbed Burial. wild 2 Maweor 0 
racoplasm ..... 6.00 | @ Maze of Shado 
read of Night .. 200 4 " 
Dream Cache .... “155 ee Metalic Sliver 
eee Sorrow . 3.00 | @ Mindwhip Slver..... 1.25 
uplicity ..... 5.00 J Minion of the Wastes 5.00 
Eorthcraft.... 5.00 Fe Miri’s Guile ........ 5.00 
Echo Chamber ..... 5.50 | @ Mnemonic Sliver . 1.50 
Eladam, Lord of Leaves ~8.00 © fMogg Canon... ah) 
Eladamri’s Vineyard . 8.00, > m Mogg Conscripts AS 
Elite Javelineer 15g Mogg Fanatic lS 
Elven Warhounds 450 5 @ Mogg Hollows os 125 
| Wm EWish Fury....... ----15 | im Mogg Raider 15 
| Emerald Medallion 00 = @ Mogg Squad... 1.25 
© Emmessi Tome. 30 5 de Mongrel Pack 4.50 
: MM Endless Scream. 15! gw Mountain ....... 15 
i o& Energizer ........ ; O Mounted Archers gal 
: Ml Enfeeblement . 155 im Muscle Sliver 5 
© @ Enroging ic. 25 > mw Natural Spring lS 
ve Ertai’s Meddling aie 3.15 5 Je Nature’s Revolt . 6.00 
: a Escaped Shapeshifter .. U0: @ Needle Storm . 1.50 
:  @ Essence Bottle ..... - 1.00 5 No Quarter ..... . 4.00 
WM Evincar's Justice oe... eeeeeeeeeees WSS @ Nutuinglidd oo... 1.25 
meBLUE © GOLD mGREEN mm@RED OQWHITE Ma LAND 
m= COMMON = @ UNCOMMON oe RARE 


@ Opportunist 2... eee eeeeeee 
‘ Oracle en-Vec 

Orim, Samite Healer 
Orim’s Prayer....... 
Overrun 


one 


O * 


atchwork Gnomes. . 
Pearl Medallion .... 
egasus Refuge . 
CHS -zespine nee stosenegenasnenenedes 
hyrexian Grimoire .... 
hyrexion Hulk ..... 
hyrexian Splicer 
| Pincher Beetles .... 
ine Barrens .... 
it Imp... 
Plains... 
‘ower Sink. 
recognition . . 
ropaganda . 
© Puppel Strings : 
rs) Quickening Licid 
@ Rain of Tears ....... 
@ Rampant Growth . 
Ranger en-Vec 
x Rathi Dragon... 
- Rats of Rath . 
§ Reality Anchor. . 
e Reanimate . 
@ Reop........ 
© Reckless Spite 


*¥ @ex O0@ 
g 


@ Renegade Warlord. 
O Repentance .... 
Wi Respite....... 
® Rolling 
Root Maze 
@ Rootbreaker Wurm. 
@ Rootwalla .......... 
@ Rootwater Depths 
Rootwater Diver... 
Rootwater Hunter... - 
Rootwater Matriarch . Sacea 
Rootwater Shaman . 
Ruby Medallion . 
ve Sacred Guide..... 
Wi Satistic Glee . 


i Sandstone Warrior. 
* Sapphire Medallion . 
@ Sarcomancy ............ ; 
* Scab 
 Scaldi 


@ Scragnoth 
bd Screeching Harpy 
Scroll Rack 


@ Searing Touch _ 
i Seeker of Skybreak 
Segmented Wurm 
Selenia, Dark Angel 
O Serene Offering......... 
i Servant of Volrath 
Shadow Ri 
@ Shodowstorm 
i Shatter... 
Shimmering Wings. 
we Shocker ..... 
Sky Spirit... 
Skyshroud Condor .. 
@ Skyshroud Elf 
% Skyshroud Forest 
@ Skyshroud Ranger 
W Skyshroud Troll... 
@ Skyshroud Vampire . . 
O Soltari Crusader. . 
ve Soltari Emissary .. 
OQ Soltari Foot Soldier. 
Soltari Guerrillas . . 
OQ Soltari Lancer . 
O Soltari Monk. . 
D Soltari Priest . 
Q Soltati Trooper 
@ Souldrinker ..... 
= Spell Blast... 
@ Spike Drone 
BB Spinal Graft 
te SOMME 
Spontaneous Combustion. 
® Squee's Toy 
@ Stalking Stones .. 
xe Starke of Rath .. 
Static Orb 


WENT UP 


WENT DOWN 


O Stounch Defenders ...........0ccceeeeee ie 
® Steal Enchantment . 
® Stinging Licid 
Stone Rain 

@ Storm Front. 
@ Stun 
@ Sudden Impact 
@ Swomp 

e ahngarth’s Rage. 
Q Talon Sliver 
elethopter ucaeeaneeell, 
halakos Dreamsower ..............000. 1.2 
@ Thalokos Lowlands 2 
Thalakos Merfolk 
halakos Seer 
halakos Sentry 
humbscrews 
ime Ebb 

ime Warp 

ooth ond Clow . 


PROMOTIONAL CARDS 


soncinwaniteneroc 5.00 
5.00 
20.00 
4.50 


have square borders sh oan trim. Backs also 
have the words “Collector's Edition” in gold 


letters. These cards are not tournament legal. 
printed 


M-TG Beto Intemational Factory Set (363 cards) 
$200.00 

Known os the “International Edition,” this set 

is the same as above except the cards have 

“International Collectors Editon” on them. Cards 

are also not tournament legal. 5,000 printed. 


M:TG Pro Tour Collector Set ............ $100.00 
This set contains the eight top decks from the NYC 
tournament in a special slipcase. There are 720 

cords in total. 20,000 printed. 


HEY MAGIC FANS! 
Want more 
Magic? Turn to 
page 32 for the 
top decks of 
all time! 


HEAVILY TRADED 


Worldwide Leader in Collectibles 


All Popular CCG's, Star Wars, Star Trek, 
X-Files, Middle Earth, Battletech, 
Legend of the Five Rings, Action Figures, 
Toys, Beanie Babies, Film Cells, Lithos, 
and more... 


The National Collector, inc. 
6113 Clark Center Ave. 
Sarasota, Fl 34238 
941-927-8398 fax 941-927-9495 
info@tncmagic.com 
Call or Email for your FREE Catalog! 
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WIZARDS OF THE COAST-1996 
Full Set (293 cards) 


Communications Failure . . 
ComStar Bank Account 


+ Salvage Strike Crew .. 
+ Satchel Char 


} Scrounger Crew. 


ges. 


be eee $280.00. { 
Starter Deck (60 cards). . 10.00 : Rampage! ..... A. 
Starter Box (12 decks). 00 : Rapid Coo-Down .. i 
Booster Pack (15 cards)... 3.00 : Raven, RVW3L i 
Booster Box (36 packs) . 00 : Reassigned PI. cnicaasde ceopatatah yp nesses 4.00 
Unlisted Commons... Report fom the Watch .........0.R 450 
Unlisted Uncommons .... : Retrofitted Loser System............U 0... 1.00 
§ ROMANO LOD -crccencsercsmtersraR aninaas 7.00 
Alex Mallory ...... R 0 : ROokePIOR CR 4.50 
Arms Reduction ak 00 = Ryoken A, Stormcrow 0... Ue. 1.00 
Arrow IV Battery .. andl (00 : RyokenD, Stormcow ............U 0... 1.00 
Atlos, AS7-K ..... anak 00 : Sabotaged Heat Sinks 2... Rw. 450 
Axman, AXM-1N AR 00 : Sabotaged Missiles .. 4.50 
Bearer of McKennsy Hammer Re aces 6.00 : Soctfice for the Dragon! ............R 4.50 
Bjorn Jorgensson . . Be : SAPEReport wR ae 4.00 
Candace Liao aaah Jenamea 8.50 
ke 
wl 
R 


Contract w/Gray Death Legion 
Contract with Wolf's Dragoons 
Coventry Metal Works 
Crockett, CRK-5003-1 


ath Commando Strike... 
jeath From Above. 
ESTPIOP a asics 
agonfly A, Viper. 
Dragonfly B, Viper 

Dragonfly C, Viper 

ragonfly D, Viper 

ragonfly Prime, Viper 
Effective Groundwork... 
Elias Crichell 
ite Infantry 
ite MechWartior... 
vantha Fetladral . 
Exterminator, EXT-4D.. 
calcon, FLC-4P 
Fenris A, Ice Ferret... 
Firestarter, Se 


Gray Death Pilt 
Grayson Death Carlyle 
Guerrilla Support 

Guillotine, GLT-5M 
Hanse Davion “The Fox” 


Heavy Industry ..... } Unlisted Rore cards ........eeeeeeeeeees 4.00 
Highlander, HGN-73 ; 
Hoplite, HOP-4| {Pr rarity denotes promo. : 
[SF Counterespionage i Coal kon : s 
Joime Wolf ........ i re BE . 8.00: 
Jump Into Cover ..... : hi 2 I 
Justin Xiang Allard. : Align Polantir bi : 
Kai AllardLioo........ © Arkenstone, The . fe i 
Koshi A, Mist Lynx. i Army of the Dead . af i 
Koshi C Mist lynx. 50 : Assassin ............ a i 
Koshi D, Mist Lynx. } Balance of Things, The . ih scctey Oe 
Lancelot, INC25-01 5 Balrog of Moria... a ; 
leo Showers ..... : Bane of the Ithitstone zi 8. 
luck of the Fox... £ Boroddor 2.2.2... . 563 
Mad Cot A, Timber Wolf . : Bilbo ....... 4 
Mad Cat B, Timber Wolf . . = Block Atrow .... x " 
Mad Cat C, Timber Wolf. = Burden of Time, The . sell seo 1.00 
Mad Cat D, Timber Wolf . © Call of the Sea | Se 1.50 
Man 0’ War A, 2 (Citdon .......... 2 ee 9.00 
Man 0’ War B, Gargoyle = Girth Ungol.... wR Sela: 4.50 
Man 0’ War C, Gargoyl © Cock Crows, The . oll aasiicl 15 
tion of | £ Daelomin ....... a ere 6.5 
Marik Arms Trade... : Déin Il... ahtauaeet 75 
Marissa Morgan... © Dwar of Wow ............. ees) 8.0 
Masakari C, Worhawk = Dw. Ring of Barin’s Tribe. aR oats 6.01 
Masakari Prime, Warhawk ce : Dw. Ring of Bavor's Tribe. Ress Oi 
Maskirovka Operatives. > Dw. Ring of Druin’s Tribe aah sseaer 60 
Mouler, MAL-IR oo... 3 Dw. Ring of Durin’s Tribe 0.0... i 
Melissa Steiner Davion 4 Dw. Ring of Dwalin’s Tribe ......... i 
Mongoose, MON-66 ..... ? Dw. Ring of Thelor’s Tribe. VU) ones: 3.00 
Morgan Hasek-Davion = Dw. Ring of Thrér’s Tribe... pall seca 3.00 
Morgan Kell ........ EEISONG: usctomnwrco'an es 7.50 
WS. ctlseed. : Elrond ....... ale seuias 8.0 
Natasha Kerensky : Eye of Sauron.......... a riscane TS 
ipply Lines... Fair Travels in Dark-domains . oak sete 5.51 
Operation Advisory Council ! Fair Travels in Free-domains . ERP epte 55 
Orion, ONIK ........... £ Fell Beast ............. naheagseat 75 
Perimeter Alam... ose Bt FIOUG! cssroinnemiconctauaiierancines Risseterie 12.5 
| 1S INQUEST 36 


: Shogun, SHG-2F .. 
: Silver Sunburst Pilot .. 
© Spider, SDR-5V 
: Steal ‘Mech... 
© Subhash Indrahar .. 


: Wyvern, WVE-SN .... 


= Sun Zhang Academy... } 
! Tokashi Kurita 10.00 
© Teachings HH Unfinished Book ......R ...... 4.00 
£ Theodore Kurita... Re 750 
& THM MONK:—cnaeaeratsumoesseuenel “seeks 2.00 
= Thomas Marik... j 
! Thor B, Summoner 4.50 
SASSNSHON stews rcv nauk) Sones 5.00 
£ UllerC KitFox 450 
: Victor SteinerDavion v.00. Re. 8.00 
+ Vulture B, Mad Dog .............0R cee. 5.00 
$ Wolf's Dragoons Pilot ...........U 0.0... 1.00 
sac 5.00 


i IRON CROWN ENTERPRISES—1995, 
© Full Set (484 cards) 

£ Starter Deck (76 cards). 

= Starter Box (10 decks) 

: Booster Pack (15 cards)... 

£ Booster Box (36 packs) . 

$ Unlisted Common cards... 

© Unlisted Common sites 

: Unlisted Common characters 

: Unlisted Uncommon cards 


; mo the Old. 
© Ghan-bur-Ghin 
: Glomdring ....... 
: Glittering Caves. 


® Gollum 


: White Tree, The ... 
! Will of Sauron, The... 
© Will of the Ring, The ... . 
> Witch-king of Angmar a 
: Wizard's Fire ... 
* Wizard’s Flame 

: Wizard’s Laughter... 
* Wizard's Riverhorses...... 
= Words of Power and Terror 


Great S ip... saeniaiv 


S Imrahil.. 2... 
£ Indur Downdeath . 
: Iron Crown, The 
= Isles of the Dead that Live 
£ Khomol the Easterling 
© Knights of Dol Amroth 
£ Lossoth 
= Magic Ring of Courage 
: Magic Ring of Lore... 
£ Magic Ring of Nature... 
» Magic Ring of Stealth 
£ Magic Ring of Words . 
» Merry 
Hy Mitt, The . 
+ Moon 
+ Morannon .... 
© Morgulhorse 
= Morgulknife .... 
© Morgul Night .... 
: Mount Doom .... 
= Mount Gundabad . 
£ Mouth of Sauron . 
© Narsil 
= Noro .......... 
: Nazg 
= Neeker- Breekers . 
: Nenyo ....... 
> Old Man Willow . 
© Old Thrush, The 
£ log! 
© One Ring, The. 
! Orcrist .... 
© Ostin-Echil 
+ Palan 
 Palantir of Minas Tirith 
© Polantir of Orthanc 
+ Pole Sword, The . 
Precious, The . 
© Pokelmen .... 
© Quickbeam 
: Quiet Lands 
= Ren the Unclean 
© Rotic the Raven. 
* Rogrog 
: Sacrifice of Form . 
© Secret Entrance. 


are Abroad, The . 


ai (Trolls). 


ir of Elostirion . 


 Uvatha the Horseman al 
Vale of Erech 
: Vilya 


} WIZARDS OF THE COAST-1997 
© Full Set (215 cards) 
 Storter Deck (86 cards). 
+ Starter Box (12 decks) 
: Booster Pack (16 cards)... 
© Booster Box (36 packs). 
© Unlisted Common cards... 
: Unlisted Uncommons .. 
© Unlisted Rare cards ...........eee. 


i Alabaster Dragon ..............0088 
3 Alluring Scent ......... eee 


5 

es 

2 

0 

bn) 

0 

oars 8.0 

R isc 10.0 
vaak 6.0 
wah 0 
sad 5 
wake 0 
ae 6.0 

Rh cca 10.00 
wast 6.0 
U. i 
U. : 
sal 3 { 
Re sis 6.51 

sisi 00 

00 

.00 

. 3.00 

.00 

= AD 

. 50 

ease 2.00 

Re cares 5.00 

| ere 3.00 


5 Ancestra 


Memories ...........008e R ssebbeaes 5.00 
Archangel ......... seal suum 8.00 
Armageddon widRivaioes 15.00 
Balance of Power a 5.00 
Blessed Reversal ak areosy 4.00 
Blinding Light . a en 3.00 
Cruel Bargain tadh eancee 3.00 
Cruel Fate .. Gh wantin 5.0 
Cruel Tutor... eR. 5.0 
evostation aah easy i 
jinn of the Lamp sich Sasa 5. 
read Charge gaa -weaapss Ml 
ead Reaper ele Jevigess 4. 
: Earthquake Pe ere By 
= Ebon Dragon... sieht viewer 6. 
Final Strike... oo 5 
Fire Dragon... sagt sagas 6 
: Fire Tempest . oe 4. 
: Forked Lightning geek cans 5.00 
! Gift of Estates... a poe 3.00 
© Harsh Justice... asdh sepiess 4.00 
+ King’s Assassin dR awa 6.00 
© Lost Chance ...... re ee 5.00 
© Mercenary Knight aah ida 3.00 
: Natural Order ...... agik 
: Nature’s Claok wath , 
: Pillaging Horde R i 
£ Primeval Force R svancedl 
§ Prosperity ...... oak f 
+ Serpent Assassin seek anes 4.00 
= Spiritual Guardian... . cae Raita 4.00 
© Stern Marshal... ae 3.00 
£ Summer Bloom nog sennonts 3.50 
Sylvan Tutor sachs cosas 3.00 
i Taunt 20... ee 3.50 
: Temporary Truce ... sh -asiesnas 3.00 
£ Thing from the Deep sah voces 5.00 
© Thundering Wurm... . eee 4.00 
© Thundermare ...... suck. sae 7.00 
: Treetop Defense .... ind vedere 3.50 
© Volcanic Dragon... aah eae 6.50 
: Wicked Pact... wid cin 3.00 
£ Wrath of God... eee eeeeeeeeeee Rscsncins 20.00 


: DECIPHER-1994 

+ Full Set (363 cards) 
= Starter Deck (60 cards) .. 
5 Starter Box (12 decks) 
© Booster Pack (15 cards)... 
Booster Box (36 packs) . 


£ Unlisted Common cards ........0..cceeeeee 15 
© Unlisted Common Personnel cards . 50 
£ Unlisted Uncommons ...........:ccccsseeeee 15 


Cords are white-bordered. 


* Mlidar Jorok 
: Alien Groupie 
: Alyanna Nechayev 
: Ancient Computer... 
© AnticTime Anomaly 
: Armus—Skin of Evil 


: arclay’s Protoplas i 
= Betazoid Gift Box 


= Crystalline Entity 
© Cultural Observation 
} Cytherians ... 
: Dota... 
: Deanna Troi 
Devil, The . 


: Devoras ... 
: Dr. lo Forge ... 
: Dr. Leah Brahms 
: Duras 
= Evaluate Terraforming 
Explore Black Cluster . . 
£ Explore Dyson Sphere a 
= Explore Typhone Expanse 

: Extraction 


; ees - 


i LK.C. Bortas 
LCC Hegh’ta. 


(RE QUVEE SS Roe om i 


Iconia Investigation... 
Interphase Generator .. 
Investigate Alien Probe ... 
Investigate Disappearance 
Investigate Disturbance ... 
Investigate Massacre . . . 
Investigate Raid 
Investigate Rogue Comet 
Investigate “Shattered Space” 
Investigate Sighting ......... 
Investigate Time Continuum 
Jaglon Shrek—Info Broker 

Jean-Luc Picard 
Kahless 
Kargan ..... 
K'Ehleyr 
Kevin Uxbridge 
Khazar 
Khitomer Research 
Kivas Fajo—Collector . .. 
Klingon Death Yell 
Ktorian Game ... 
Kutok .... 
Kurlan Naikos . 
Kum: ssesans 
Lech Brahms 
Lore Retums ... 
Lore’s Fingernail 

LOS ascxanes 
Lwaxanna Troi 
Medical Relief . 
Mendak .... 
Morgan Bateson 
Nagium ee 

Neela Doren . 
New Contact ... 
Pegasus Search 
FT cgeuane 
OD Soscetec 
Reginald Barclay 
Richard Galen . 


SN OR COU RU UU 


Sir Isaac Newton 
Study “Hole in Space” 
Study Lonka Pulsar... 
Study Nebula .. 
Supernova... 
Survey Mission 


Temporal Causality Loop ............ 
Thomas Riker ...... 


Thought Z 
Time Travel Pod. 


ee ee ee 


n s. ° ‘indo : 
Varon-T Disruption 


Warp Core Breach 
Wesley Crusher... 
William T. Riker. 
Wind Dancer 
Worf ....... 


DECIPHER-1995 
Full Set (363 cards) .......... eee 
Starter Deck (60 cards) 
Starter Box (12 decks)... 
Booster Pack (15 cards)... 
Booster Box (36 packs) 
Cards are black-bordered. 

Single cards are worth 30% to 40% more than 
unlimited equivalents. 


© Booster Pack (15 cards) 
: Booster Box (36 packs) 
2 Unlisted Common cards 
£ Unlisted Common Personnel cards. 
+ Unlisted Uncommon cards... . 
} Unlisted Rare cards 


:  Berlingoff Rasmussen 


: Brute Fore ... 

? Commander Tomalak 
> Cryosotellite ... 
: Data's Head... 
: Devidion Doorway 
 FGC47 Research ... 

= Future Enterprise 


4.00 


= Booster Box (36 packs) 
= Common Cords ........ 
: Uncommon Cards .. 
: Unlisted Rore Cords 


: Abiter of Succession 
Blade of Tken . 


> KC MabtR’o . 
50; Juliana Toiner . 

QO : Katherine Pulaski . 
: Klingon Civil War . 
: lol .. 


Les Modom Guinan 
0: Manheim’s Dimensional Door 


: Moral Q . 
> Mr Homn.... 
: Nick Locomo . 
: Sheliok, The .... 
: a 


 DECIPHER-1997 

© Full Set (130 cards) 
: Booster Pack (9 cards) 
= Common Cards........... 


= Abandon Mission .............000.+ 00 
Adapt: Modulate Shields .... ‘6 00 
> Admiral Hayes wR stents 6.00 
: Nas, Poor Queen . se hrgeeses 3.00 
} Alyssa Ogawa... oa’ vesags 6.00 
> Android Headlock . oe 3.00 
Antique Machine Gun... wel epiess 3.00 
: Assimilate Counterpart... ntl cages 1.00 
? Assimilate Homeworld... so8 ites: 3.00 
} Assimilate Starship... wlll sens 1.00 
= Assimilate This! ... eee 3.00 
£ Assimilation Table callecxne lt 
2 Assimilation Tubules 

> Balancing Act .... 

= Beverly Crusher. 


: Blended .... 
? Borg Cube . 
= Borg Kiss... 
£ Borg Neuroprocessor 
: Borg Queen .... 
: Borg Servo 


Don’t Call Me Ahab 


: DECIPHER-1995 ; 
: Full Set (122 cards, not including “Future Enterprise”): 
: $135.00 : Geordi Lo Forge ats 
BF HOWE oqroicersiiws van entiionsemars 
£ He Will Make An Excellent Drone... 
= I'ma Doctor, Not a Doorstop 

£ Intermix Ratio............. 
= Jean-Luc Picard 
: Kathleen Tonell 
Launch Portal . 
© Lightner... 
Lily Sloane 
Lisa Azar 

: Magic Corpet Ride OCD 


: USS. Entepisel ........... 

; £ Remodulation . 

: = Refosk....... 

: DECIPHER-1996 $ Salvage Starship . 
Fall Set (127 onrds) ooo $100.00 : Scorched Hand 

: Booster Pack (15 cards) = Scout Encounter ... 


: Bud Interplexing Beacon .........R ...... I 
$ DOW s.csueersseenesases «A 
§ DREN csacicnssmansaccasavsawll annaie i 
? Deanna Troi ............ . 10.00 : 
: Disengage Safety Protocols .........U ...... i 


2 EMH. Program 
© Eliminate Starship 
: Espionage Mission 


= Mirror Image... 
: Mission Debriefing 
£ Montanna Missile Complex 
= My First Roygun ... 
£ Ocular Implants 
> Ooby Dooby 
Patrol Neutral Zone 
= Paul Porter 
£ Phoenix. 


© Queen's Borg Cube 
5 Queen's Borg Sphere... 
= Ready Room Door 
i Regenerate .... 
= Reginald Barcley . 


: Sense the Borg. 
: Shipwreck . 


Starfleet Type Ill Phaser Rifle 

+ Stop First Contact............ 
£ Strict Dress Code . 
= T’Shonra 
$ Temporal Vortex . 
: Temporal Wake 
£ Thete-Radiation Poisoning 
= Thomas McClure ............ 
: Three-Dimensional Thinking 


= USS Bozeman. 
= USS Enterprise-E .. 
= Undetected Beanvin 
: Visit Cochrane Memorial 
= Vulcon Lander. 
: Wall of Ships .... 
: Weak Spot 

= William T. Riker. 
: Worf ....... 


: Cards are black-bordered. 
£ A Disturbance in the Force 

£ Admiral Motfi............ 
: AFew Maneuvers. 


2 Alderaan (light side) 


2 Assault Rifle. 
= ATremor in the Force 
: Baniss Keeg 
: Bontha.... 
: Beggar... 
: Beru Lars . 
: Beru Stew... 
Biggs Darklighter 


: Black 2 
} Black 3 
Blast Door Controls 


i Blaster Rack 


Boosted TIE Blaster Cannon 


Fractal Encryption Code 


Mercy Kill 


Sevek ....... 


BORD socsnesrnigectaceasinni - 


Tommygun 


i DECIPHER-1995 

£ Full Set (324 cards)... 

£ Starter Deck (60 cards). 
£ Starter Deck Box (10 decks) ... 
! Booster Pack (15 cards) ... 
} Booster Box (36 packs) 


ith Shuffle, The . 


laster.......... 
laste Rifle (dark side) 
laster Rifle (light side) 
faster Scope ............ 


Ee) — — 


wrmaocmDC AAD wWoO WD 


= 
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— 
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© Circle is Now Complete 
~ Collateral Damage 

~ Collision 
~ Colonel Wullf Yularen 

© Combined Attack ...... 


~ Commander Proj. 
~ Corellian Corvette . 
~ Counter Assault . 


~ Gash Site Memorial. 
I ic inn 


~ Dork Maneuvers... 


i Dathcha .... 
© Dead Jawa 


3 


: Death Star Sentry... 


Death Stor: Central Core ..... 


~ Death Star: Docking Bay 327 (light) 
© Death Stor: Level 4 Military Cor. 
© Death Star: Trash Comp. 
© Death Stor: War Room 
~ Demotion .... : 
~ Devastator... wid 
~ Dice Ibegon . 
~ Disarmed (dark side) ... 
~ Disarmed (light side) 


: Don’t Get Cocky . : 
~ Don't Underestimate Our... 


i Droid Detector. 
3 Droid Shutdown ‘ 


~ Electrobinoculars.. 
~ Elis Helrot . ... 
© Ellorrs Madak ..... 

> Emergency Deployment 
~ Empire’s Back, the... 
~ Escape Pod 

~ Evacuate? .... 
~ Expand the Empire 
© Eyes in the Dark ...... 
Fear Will Keep Them In Line 
~ Feltipern es ee 
© Figrin D’ 
© SD6-RA- 
~ Force is Strong With this One 
~ Friendly Fire 
~ Full Scale Alert. 
~ Full Throttle 
~ Fusion 
~ Fusion Generator Supply Tanks (light) C 
© Godertfii Stick... eeeeeeeee 
~ Gorindan . 
~ General Dodont 
© General Tagge 
Gift of the Mentor 
$ Gold] swe. 
© Gold5....... : 
~ Grand Moff Tarkin ens 
© Gravel Storm .... 
~ Hon’s Back 
: Hon's Dice............ 
~ Han’s 
~ Hon Seeker. 
© Hon Solo .... 
~ Hear Me Baby, 
~ Help Me Obi Wan Kena om 
~ How. Did: We Get Into This... 
H mnics Station. . 


© Imperial Barrier. 
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o aR mss ee Anas ry; SétForStun ........ £ Advance Preparation 2.00.0... U Lo 00: Undercover (light) . 
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te bie v€ses10 F Tatooine: Contina.......... wa 50: Death Star: Conference Room ee Admiral Ozzel .. — 
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Out of Nowhere ........ eee 50} Warrior's Courage... .00 : Magnetic Suction Tube (dork side) . . 50 : General Veers ........ 
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Owen Lars Sines sealers 1. We're Doomed ........... ... 10 = Maneuver Check ........0. 2.004 R : High Anxiety ..... 
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Precise Attack ........ Ce Wing... 30: R202 ....... Hoth: Echo Corridor (light side)... .C 
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Ice Storm (dark side) 
Ice Storm (light side). 
Image of the Dark Lord .. 
Imperial Domination . . 
Jeroen Webb 


Lieutenant Cabbel 
Lucky Shot 
Lightsaber Deficiency .. 
Major Bren Derlin..... 
Medium Taper 
aoe 


Ohe More Pass 
Ord Mantell (dark side) .. 
Ord Mantell (light side) .. 
Planet Defender lon Connon . . 
Power Harpoon 
Probe Antennae .. 
Probe Droid Laser . . 
R3PO .. 


Rug Hug 

set Looking Nerf Herder . . 
Self-Destruct Mechanism... 
Shawn Valdez........ 
Silence is Golden .. 
Snowspeeder ........ 
Surface Defense Cannon .. 


Tactical Support .. 
Torget The Main Generator 
Tomizander Rey 
Tauntaun Bones 
That's It, The Rebels Are There 
The First Transport Is Away! . 
This Is Just Wrong 

The Shield Doors Must Be Closed... 
Tigron Jomo .............ceeeeeee 
Too Cold For Speeders 
Toryn Farr ........... 
Trample. 


Tyront ........ 
Under Attack 
Walker Barrage... 
Walker Sighting 
Wall of Fit 


Weapon Malfunction . . 
Wes Janson 
Who's Scruffy-Looki 

Wyron Semper ........ 
Yaggle Gakkle 
You Have Failed Me 

You Will Go to Dagobah. 
Zev Senesca 


DECIPHER~ 1996 


Full Set (180 cords) .........--eeeeee 


Booster Pack (9 cards) .. 
Booster Box (60 packs) .. 
Common cards .......... 
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4-LOM’s Concussion Rifle 
A Dangerous Time 
A Jedi’s Strength 
Anoat 


Anoat (light side) aa 
Concern Me 


Away Put Your Weapon . . 
Bad Feeling Have | 
Big One (dark side). 
Big One (light side) .. 


Bossk’s Mortar Gun 
Broken Concentration 
Captain Needa 


Commander Brandei . . 
Commander Gherant . . 
Commander Nemet 
Control (dark side)... 
Control (light side) 
Corporal Derdram...... 
Corporal Vandolay 


: Executor: Holotheatte 
: Executor: Meditation Chamber . 


: Foilure at the Cove .... 
Field Promotion... 


: 188 
= 1688's Neural Inhibitor . 
¢ 16-88's Pulse Connon 
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© 25 = Booster Pock (9 cards) 


= Bespin (Light 

+ Bespin: Cloud City (Light) .. 
Bespin: Cloud City (Dark) 
> Binders .. 
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Brief Loss Of Control 
} Bright Hope .......... 
= Coptoin Bewil .... 
= Coptoin Hon Solo. 
: Coptive Fury....... 
£ Coptive Pursuit . Oe 
= Combon-Freezing................08 

£ Corbonite Chamber Console. 
: Chasm... 


: Civil Disorder. 
© Clash Of Sobers... 
: Cloud Cor (Darky... 


© Cloud City Blaster (Dark). 
© Cloud City Blaster (Light) . 
+ Cloud City Engineer ....... 
} Cloud City Sabace (Dark). 
0: Cloud City Sabace (Light). 
: Cloud City Technician... 
© Cloud City Trooper (Dark) . aes 
= Cloud City Trooper (Light) ......... 
+ Cloud City: Corbonite Chamber (Dark) U 
: Cloud City: Corbonite Chamber (Light)U 
: Cloud City: Chasm Walkway (Dark) C 
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} Cloud City: Dining Room 
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: Fall Of The Legend . 
: Flight Escort ....... 
$ Focused Attock . 
: Force Field .... 
: Forced Landing . 
© Frozen Assets... 
© Gombler’s Luck .... 
: Glancing Blow . 
: He's All Yours, Bounty Hunter 

$ Heart Of The Chasm... 
= Hero Of A Thousand Devices 
: Higher Ground 
+ Hindsight....... 
! Hopping Mod. 
: Human Shield... 


Imperial 
2 Imperial 


£ Innocent Scoundrel ... 
= Interrogation Array 
{Into The Veniaon Shaft, Lefty ... 
: [t's ATrop! . 
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i Lando Calrissian (Light) 
= Londo’s Wrist Comlink 


Lieutenant Cecius 
: Lieutenant Sheckil . 


Cloud Cor (Light) 


loud City: Chasm Walkway (Light) C .. 


loud City: Lower Corridor (Light) ...U .. 


loud City: Platform 327 ......... Wa 25 
loud City: Security Tower ......... (Ee 25 
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: Desperate Reach... 1.0 
! Dismantle On Sight - 5.0 
DOWIE soessetnrnai sd eae 
+ Double Back...........000-cee i 

£ Double-Crossing, No-Good Swindler C ......... .25 
ECHO seco: asanaiacemaedbomusiand tae 25 


Am Your Father 
Don’t Need Their Scum, Either... 
Had No Choice... 
CC ee 
Trooper Guard Dainsom ... 
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impressive, Most Impressive 


issian (Dark). 


eia Of Alderaan 
evitation Attack 


Lift Tube Escape 
F loboticseetretncs ee 
© Luke's Blaster Pistol ‘ad 
* Mandalorion Armor ... wad 
© Mostly Armless 
: Noo0o00000000! wea 
© Obsidian 7 
© Obsidian 8... id 
‘Off The Edge ats 
: Old Pirates ... oe 
: Out Of Somewhere... was 
> Path Of Least Resistance 
> Point Man won 
© Prepare The Chamber se 

£ Princess Leia............ 


City: Guest Quarters . : 
loud City: Incinerator (Dark) ......C .. ey) 
loud City: Incinerator (Light) ......C .. <> } 


* Slip Sliding Away i 


® Somersault iil 3 
© Sonic Bombardment mie 


© SwingAndAMiss 
» The | 


Beret sr aetenones Usswseese’ 1.00 : 
: Clouds (Dark). Ares : 
+ Clouds (Light) 
: Commander Desonne . 
: Computer Interface ....... 
= Courage OF A Skywalker. 
+ Crack Shot 
: Cyborg Construct. 
© Dark Approach . 
= Dark Deal 

: Dark Strike 
§ DOSH: seri 
: Despair 


: Ugloste 
© Ugnaught 
: Uncontrollable id 
© Vader's Bounty .. 
> Vader's Cape 
© We'll Find Han 
* We'te The Bait 
: Weapon Levitati 
: Weapon Of An Ungrate aga 
£ Weather Vane .............e. ’ 
: Weather Vane ... 
* Why Didn’t You Tell 
: Wiorkettle ... 
© Wookiee Strangl 
© You Are Beaten ... 
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* Death Star 
© Wing Assault Squadron 
2 Jabbo’s Influence ........ 
© Hitand Run 


§ OM dois sxasanconmnncands 
© Punch It! 

© Put That Down 
: Redemption ...... 
£ Release Your Anger 
£ Rendezvous Point On Tatooine . . . 
© Rescue In The Clouds .... 

© Restricted Access... iid 
+ Rite Of Passage .... =e 
© Shattered Hope . . . ol 
© Shocking Information ... mH 
: Shocking Revelation... wed 
: Slave | 


Smoke Screen... 
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This Is Even Better . 
his Is Still Wrong 
ibonna Gas Miner (Dork) .........0 
Tibanna Gas Miner (Light) ......... 
TIE Sentry Ships......... bet 
reva Horme 
rooper Assault... 
rooper Jerrol Blend 
rooper Utris M'toc 
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: US. PLAYING CARD CO. -1996 
© Full Set (334 cards) 


> Starter Deck (60 cards) .......... eee eeeeeee nD 00 
© Starter Box (12 decks) ... 85.00 
* Booster Pack (15 cards) .. 2.90 
* Booster Box (36 packs) 80.00 
= Common cards .......... 10 
© Uncommon cards . 15 
: Rare cards ..... .00 
BPRS OMS, devctdboanemmucensenbvecowenwagca 25 
© Agent Alex Krycek oo... sees R ... 22.00 
: Agent Dana Scully UR... 34.00 
£ Agent Fox Mulder........... . UR... 35.00 
= Asst. Director Walter Skinner ...... UR ... 28.00 
® Counterintelligence Measures ...... R ... 25.00 
© Dana Scully Abducted UR... 25.00 
‘ Deep Throat ........ UR... 26.00 
© Deny Everything ..... PR... 35.00 
* Lone Gunmen, The .. UR ...25.00 
: No One So Paranoid ..... PR ...40.00 
Skinner Chooses a Side UR... 22.00 
@ cK. gecuediwieuasverenntecnd R ... 25.00 


APRIL 1998 #21 


opis oa1id 


HA 


What you need to know about the InQuest # Players Guide 


The InQuest Players Guide is meant to serve as an aid in playing collectible card games. Every month, you'll find the most extensive card descriptions 
available for Magic: The Gathering, along with power ratings for every single card. 


Keeper of Kookus sc 
Keldon Warlord 
old Ape 


: Kobold Drill Sergeant 


Give all ny, Kobolds are and pss 1/2. 


: Kobold Overlord 


First sttike. Give all your Kobolds i ee strike. 1/2. 


Kobolds of Kher Keep 


Kabol Taskmaster SC 


at 


C+ @ VS 
@: Protection from red until end of turn. 1/1. 

SU oe) «Bee LU RAS th 
* i the number of non-wall creatures in play on your side. */*. 
( ever @ ANR 
Gains + is if you have at least ie forest in e /\. 
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Kird Ape is a common creature that has a five power rating and its casting cost is one red mana. It’s available in Arabian 
Nights and Revised. Its power/toughness is 1/1 and it gains +1/+2 if you control any forests (monkeys like trees). Also, 
it’s banned in the Extended tournament format. How do we know all that? Because our lord Paracelsus told us. No, no, 
just kidding. We know all that cool stuff because we've read all the cool reference charts in the following players guide 
pages. Paracelsus had next to nothing to do with it. Just so you know: restricted cards are limited to one per deck in 
tournaments. And banned cards, well, are a no-no for tournaments. 
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Fifth Edition 


eta Limited: 
. Chronicles 

... The Dark 
Fallen Empires: 


. Fourth Edition i 
. Homelands 
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Unlimited 


... Mirage ' 


. Tempest ¥ 


....Visions 
.Weatherlight 
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fleet TRIP ‘to, Fir Oe: OA? 


Yoo FOTTA ti No WIN! 


Enter now to win airfare and hotel accommodations for you and a guest to Orlando, Florida, June 4-8, 1998. 
There you will compete in the Junior World Open for a chance to become the Junior Super Series Champion. 


$250,000 will be awarded in scholarships at the Magic: The Gathering® Super Series Championship 
at Disney's Wide World of Sports™ complex. 


Enter by April 20, 1998. You must be under 18 years old as of June 5, 1998, to be eligible. 


All you have to do is complete this form now and mail it to: Wizards of the Coast, 


Attn.: Super Series Contest, P.0. Box 707, Renton, WA 98057-0707 aise 
PRINT LEGIBLY (ONLY ONE ENTRY PER CONTESTANT) The A) za 
ee. -— Ww, ~- = Os OPO Ome A ee tl ee 


2st Gee, — Wy Ow 


Date of Birth 


Phone Email (if available) 


Or send an email message to <superseries@wizards.com>. Title it “Super Series Contest" and include your name, 
date of birth, complete address, phone number, and tell us you saw this ad in InQuest® magazine. 


For more information on the Junior Super Series, visit our website at <www.wizards.com/JSS> 
or call Wizards of the Coast® Customer Service at (206) 624-0933. 
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Description 


ARTIFACTS 
ic Dagger ART Reco @ MG ; 


@, ©: Destroy a non-wall creature receiving combat damage from target 
creature this tum. If targeted creature leaves Py bury Acidic Dagger. 
— Sentinel AU ee 
uel until end of tum. 3/3. 


Aegis of the Mee ART R eee 


2 
® &:Givea 1/1 a as /+2 wnt end ps turn. 


$, Sacrifice Aeolipile: Do 2 ds to any oi 
hes Che AC - 63 
flieg fo Cannot be assigned to tock 2. 
Al-abai _ s Carpet ART =R S 
$, @: Prevent all damage to you from hm attacking non-lying creatures. 
lad s Lamp ART Use 8% AN,R 4th 
&, @: Instead of drawing a card, draw X cards but take only one into 
hand. Shuffle the rest ond e them at the bottom of your library. 
laddin’s Ring T Ue 
®:, @: Do 4 damage to any target. 


®: Change the color of target permanent you control. 


Sacrifice a creature: lait player puts a icaebe of cards equal to that 
creature's power from the i of his or her library into his or her graveyard. 
Amber Prison oece MG 
ie may leave Prison tapped. @, 4 Top target ‘artifact, creature of land. 
As long os Prison is tapped, target does not untap as normal. 
of Kroog ART = C #e 2 AQ,4th, Sth 
j if Prevent 1 damage to any tae 


s the game. Otherwise, you lose the game. Use only during upkeep. 
Opponent may ante another card fo counter this effec. 


®,, ©, Remove Amulet of Unmaking from the game: Remove target 

artifact, creature or land from the grat Play this ability as a wine 
Ankh of Mishra AR LU,R,4th,Sth 
Whenever a player puts a " into Alay, Ar Ankh deals 2 damage to him. 
Anvil of Bogardan R 

Each player skips his or her - ine Durin ach player's draw phase, 

that Gi hg an additional card and then chooses and discards a card. 
are ART R ee @ 

vd Tei in play yi the Homelands expansion ore buried. 
ee 

®: Target attacking creature does not tap. You may only use this 
if defending player controls snow-covered lands. 
eathervane AR ° 


3, ®: 

The creature's controller may counter this effect by paying =, where & is 

ir ie es 5 casting cost. Play during opponent’ s turn. 
end 


2 in your hand. If you do so, remove the card from the game. 
; : TG SEC land nls ops cere lond. 2, @: Bottle Gnomes AC OU ee s TM 
um a non-snow-covered land into a snow-covered lon : —Soctifice Botle Gnomes: Gain 3 life. 1/3 
Arcum’s Whistle AR oo 6S wt act : eee ; 
arget non-wall creature must attack or be destroyed at end of turn. 2 Bottle of Suleiman ART R eco =6@ AN,R, Ath, Sth 


Top all pa Legend Legends if ie untap noma luring untop phase. 


Arma ged & 

id a counter during yd ws Ah e act of your upkeep, do 1 damage 
to each player for each counter on Clock. Anyone may spend ‘° during any 
er eh fo remove a counter. 

tar ART = ee 


bet © cuties is of your st tures in ply: Add 4 2 fo your mana pool. 
s Batt 

2 ®: or creature you control el "2 -2. You may leave Gear tapped. 
Ashnod’s Cylix ART RY ee ‘ 2 

, ©: Target player looks at the top thee cards of his library and puts one: 
of them on top of his library. Remove the remaining two from game. ; 
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; : Balm of Restoration ART R @ 2 


Baton of Morale 
8 ANR Ath Sth: 
Maes Tomb ART Reo) @ 16 : 
= © Black Lotus 


Mio of Dement ART OR 2 ™ : : 
: Black Mana Battery ART R £ 6,4th = Gyrcod 


i © Black Vise 


Blue Mana Battery ART R eee 
Quoz ART & I: 
®: Socrfice Amulet ond flip a coin. If you win the flip, target opponent: 


of Unmaking = ART Rowe NG i 


_ tty 
A Basium Strip 


&, ©: Until end of tum, if at any time the top cord in see —— ison : 


: Bronze Horse 
no, Hh | 


guide 


es ee 


CARD DESCRIPTION 


A — (Card Nome. 
B — Kind. Summon Djinn means ole Juzam 
is a creature of the genus “Djinn.” 
C — Description. The description of exactly what 
the card can do. 
D — Flavor Text. A funny or informative quote. 
E — Arist. 
F — Casting Cost Mr. Juzam costs two black and 
‘two generic mana to summon into play. 
Expansion Symbol. This tells you what set the 
card belongs to; in this case, the scimitar 
means he's from the Arabian Nights set. 
Power/Toughness. Only for creatures. 


Nome Kin Sets Found 


Description 


CR Rating — Cost 


Ashnod’s Transmogrant = ART «(eee 
mo Sacrifice: Tum a creature into an artifact creature with on 


( eee 


& 
4, ®, Soctfice: Add two mana of any one color to your pool. Cantrip. : 


&, &, Sactfice: Goin 2 r or prevent tp to2 cna to any target. 


: Barbed Sexton ( iasth 


&, ®, Sacrifice: Add a a of any «o aa to — mana pool. Cantrip. 
+ 


> Barl’s Ca 
: $ret creature does “ isi ing its controller's next untop phase. 


salt lem 
Cannot be blocked by artifact dees Wire Golem is blocked, bury. 
the blocker at end of combat and put a Stone token into play. This token is 
0/2 artifact creature that counts as a wall. 2/4. 


: Basalt Monolith AR Yee 3 LUR 


®: Add & to your mana jet eons only be nee by spending 


&: ie target creature ae until and ede os 

Battering Ram ( S AQ, 4th, 5th 
Bands when ha At be end of cama any walls blocking Battering 
Ram are destroyed. 1/1. 


R eocee & LU 


®, Soctifice: Add 3 mona " any single co color to your mana pool. 


«®, ©: Put a counter on Black Mana Baty @: Add @ to your mana 

pool. Add an additional 4 for each counter you remove. 
ART  eeeee @ 

At the end of his upkeep, target opponent takes 1 damage for each “card 

over four in his hand. i6th 


* 
®, ©: Puta counter on Blue Mana Battery. @: Add“ to your mana 
pool. Add an additional @* for each counter you remove. 
om Flute ART 
©: Give all creatures -1 /-O until end of tum. 

Bone Mosk Roo & NG 
®, ®: Prevent all damage to you from any one source. For each 1 
damage prevented, remove the top card of your library from the game. 

‘00! da N R eee 4 
When Booby Trap comes into play, name a card other than a basic land. 


Whenever target opponent draws any cards, he or she reveals those cards to: 
all players. f any of those cards is the named card, Sacrifice Booby Trap ond Deli 


OK, CH 


it deals 10 damage to that ae 


: Book of Rass Re =6& 
®, Pay 2 life: tnsruat : 
R cece & WL : 


instant, ety or sorcery card, you may play that card as though it were 


& ,@, Sacrifice: Flip a coin. If opponent wins, you take 5 dom-age. 
Otherwise, you get o Djinn token, a ifs 5 fying ‘orffact creature. 


the Ancients ART R e 16, cH; Brass Man A ol oe. ANR,Ath 


Rath | 


*: pag Brass Man. Use i _ ca amy your upkeep. 1/3. 
Brass-Talon Chimera 
First strike. Sacrifice Brass- : lon — Put a a) counter on target 
Chimera and that Chimera pets first siike permanently. 2/2. ts cH 
@ 


Trample. If you control an ad ort feats all damage done to Bronze 
Horse by spells targeting it i ft ad to 0. 4/4. 


: © Bronze Tablet S 


& ,&: Remove target erie — controls and Bronze Tablet 
from game. You now own target card, and your thi owns Tablet. 
Opponent may counter Tablet by paying 10 life. Tablet enters play tapped. 


© Celestial Sword RT Roe 


: Clockwort vin 


Clockwork Beast 


© Clockwork Stee ooo 


AQ, H5th 


f Colossus of Sardia R 


Conch Horn 


: Copper T 


: Coral Helm 
Crystal Gol 
Cursed Rac 


LUR 4th i 


Jeo @ OK : 


: Diamond Kaleidoscope AR 


Didgeridoo AR 


: Disrupting Scepter AR 
Draconian Cylix 


: Dragon Engine 


Nome Kind (R Roting Cost Sets Found 
Description 
: Bubble Matrix ART OR @ WL 
= All damage dealt to creatures is reduced to 0. 
£ Candelabra of Tawnos = ART.—«~R eee AQ 
: %& @: Untap X separate lands. 
5 (oles Prism ART oo ® LU,R,4th 


®, ©: Add 1 mana of any color to your mana pool. 


& IA 
3, = Give a creature bi ae +3/+3, Bury creature at end of tum. 


: chaos 0r eocce 2 LU 
: & &: . Orb from height of one foot. If it rotates 360°, Chaos Orb and 
bd “card it lands on or is fouching are destroyed. 
Charcoal Diamond ART oo 6& MG 
Comes into play tapped. : Add 4 to your mana pool. 
Chariot of the Sun ART s MG 


22: lye creature ie contro vies sting nd has its toughness 
reduced to T until end of tum. 
Chimeric Sphere ART s WL 
: Until end of turn, Sphere is a 2/1 ‘oct creature with flying. 
@: Until end of turn, Sphere is a ie artifact creature without flying. 
City in a Bottle ART 2 
All cards ftom Arabian Nights are buried. No AN iy can be played. 
o _ ACC eee AQ, 4th, St 


egenerates. 3/1. 
Reco & AQ,4t 


Phin, Put four +1/+0 vine on Avian. At the end of any combat in 

which Avian attacks or blocks, remove a counter. #, @: Add X counters to 

Avian (maximum four counters). te ory only during upkeep. 0/4. 
© 


LUR,4th, St 
Put seven +1/+0 counters on Beast. At the end of any combat in which 
Beast attacks or blocks, remove o counter. 3, >: vA X counters to Beast 
(maximum = counters). Use omy during upkeep. 0/4. 

Clockwork Grom AC e HL 
&, @: Re ont ar in ct 2/2. as 

fi 


Cannot be blocked by ied care Put 4 +1/+0 counters on Steed. At 
the end of my combat in which Steed attacks or blocks, remove a counter. 
%&, @: Add X counters to Steed (maximum four counters). 0/3. 


= Clockwork Swarm ACC eee 


@ HL 
Cannot be blocked by walls. Put four ad counters on Swarm. At the end 
of any combat in which Swarm attacked or blocked, remove one counter. 
iz. ®: Add X counters to Swarm {maximum four counters). 0/3. 


= Coal Golem A Ue s Ok 
: ati Sacrifice Golem: Add << @& to your mana pool. 3/3. 

2 Colle noe AC Co @ ™M 
: is strike. 2/1. 

2 Cold Pas ART 


* TM 
&: Put target creature zy control on Col Storage. Sactifice Cold Storage: 
Put all foams on Col ae into Alay. 
AQ, 4th, Sth 


Trample. Oe not untap. a Unta Cis during your upkeep. 9/9. 
oo e 


&, ©, Sacrifice Conch Hon Draw 2 cards. Place any single card from your 
hand back on top of your sat 


: — ‘ ; f ee zs LUR,4th 
H ; revent up to pie fo you. 
Tale ART oe 2 LU 


Each tl takes 1 damage during his upkeep. 
ART Le 


s 0, 4th, 5 
>, Discard o card at random: Give faget creature +2/+2 until Ms, ‘ A 


Crown of the Ages ARE OR eee 


®, ©: Switch target enchantment from one creature to another. The 
enchant controller = not chang. Treat enchantment as if just 


@ 
At the a of your tum Crystal Golem ae out. 3/3. 
alae pra ee aae Te 
rt oe 1 life for ony Me al cost. a Gan only give | life per spell. 
£ 


Opponent must discard to four cards dng discard phase. 

Scroll ART oR & T™ 
©: Nome a card. Target opponent deans a cord at random from your 
hond. If he or she chooses the named card, Cursed Scroll deals 2 damage to 
ch let creature or ee 

sed Totem R eco = MG 
gc cannot use any wae bilities 8 requing an activation cost. 

Cycopean Tomb AR 
2, @: Tum ve land into a swamp. Pak leaves play, each tum one 


land transformed by a id (your choice) returns to normal. 
= Dancing Scimitar ooo 6 AN,R, 4th, Sth 
= Flying. 1/5. 
: Dark Sphere ART =U ee Ok 


@, Soctice Sphere: prevent half of the ‘icin done to you by a single 
source, rounded down. 

's Cone ART Ue & FE 
®, Soctfice Cone: If torget creature you control attacks and isn’t blocked, it 
deals no damage and you aan life equal to its - 
it’s Cube RT OR © FE 
@, ©: If torget creature you control attacks and’ isn’t blocked, it deals no 
cage to opponent this turn; instead put a cube counter on Delif’s Cube. 

Pay @ and remove a cube counter to tegenertte target creature. 


Despotic Scepter ART R eco IA 
: _ @: Bury target permanent you own. 
= Diabolic Machine ACU ee @ OK, 4th, 5th 


@: Regenerates. 4/4. 
R ee VS 
&, @: Puta Prism token into play. Treat as a "7 1 artifact creature. 
Sacrifice o Prism token: Add one mass of any color to your mana pool. 


&: a’ a Minotaur from your hoi and nd put it re into “a 
ie R LUR,4th, Sth 
Vay a land is ial, its ial oy 2 damage. 


a Staff U ee WI 
henever a creature is put into a graveyard Pas play, Dingus Staff deals 

2 damage to that creature’s er te 
LU,R 4th, Sth 


®, ©: Opponent must discard 1 rth of his dos. Play as a sorcery. 
ART OR @ 2 


@, , Discard o cord at rane (eee target creature. 
ine ee & AQ.R 4th, Sth 
@:+1/+0 until end of RS Vi 


Magic: The Gathering, the tap symbol (¢) and the mana symbols (4, @, 4, @, ¥) ore registered trademarks of Wizards of the Coast Inc. 


Nome Kind CR Rating — Cost Sets Found Nome Kind (CR Rating — Cost Sets Found Name Kind CR Rating — Cost Sets Found 
Description Description Description 
Dragon Mask AT Yow VS. = Hive, The AT Ree LUR th Sth Juggernaut ACY coe 
®, @: Torget creature you control gets +2/-+2 until end of turn. At end of , @: Create 0 Giant ar token, a] WA flying artifact creature. : Must attack each turn if possible. Can't be tacked by walls. 5/3. 
tum, if that creature isin nny return ito its owner's hand. Horn of Deafening AT Reco @ CH: Juju Bubble ART ® 
Horse R & ANR 4th 2, : Torget creature deals no damage in combat this turn. : CU: 4. If you play a card, bury bubble ‘e: Goin | life, 
, @: Untap one of your aera Tete asf it never attacked. Horrible Hordes AC oe & MG e Voult ART = R eeo 
ny finn AC e HL Rampage 1. 2/2. ®, &: Place top card from your library face down under Vault, Sacrifice 
ramp 4/5. Howling Mine eos LUR4th,Sth = Vault to discard your entire hand, re lacing it with the cards under it. 
Echo Chamber ART Ree & TM During each player's draw phase, that player draws an additional card, Kormus Bel ART oR @ * 


&,e: Tayet opponent chooses target creature he or she controls. Put a 
token creature into play and treat it as a copy of that creature. The token 
creature is unaffected by summoning sickness this tum. At end of turn, 
remove the token creature from the game. Play - ability as o sorcery 
Llixir of Vitality ART eee 6 
Comes into play tapped. @, Sacrifice: Gain 4 fe ®, @, Soc: Goin 8 life. 
Ekin Bottle MT Ree 3 lASth 
,@: Place the top card of your library face up in front of you. You may 
play that card as though it were in your hand. If you do not play it by your 
next upkeep, remove it from the game. 


Elven Lyre ART R © 2 FE 
, "2, Sactifice Lyre: Target creature gets +2/+2 until end of tum 

Emerald Medallion RT Re @ ™ 
Your green spells cost * less to play. 

Emmessi Tome ART R eee TM 
@, ®: Draw two cards, then choose and discard a card. 

Energizer AC Re TM 
® @: Puta +1/+1 counter on Energizer. 2/2. 

Ersatz Gnomes AC ee 3 MG 
®: Target spell or permanent is colorless until end of tum. 1/1 _ 

Essence Bottle ART we, M 


& ,&: Put an elixir counter on Essence Bottle. @, Remove oll elixir 


counters from Bottle: Gain 2 life for each elixir counter removed in this way 
Excavator ee 3 ™ 
®, Sactifice o basic land: Hig creature gains that londwolk uni end 
© Feldon’s Cone ART (C eeee A, G 
©, Remove Cane from game: Shuffle your ‘ae into your ibrary 
Stone eoce mK 4 
®: Produce 1 mana of any color that voila al may produc 
Feroz’s Bon f Ree € 
Summon spells cost an additional 2° to cast. 
Fire Diamond ART ooo 62 MG 
Comes into play tapped. #: Add @ to your mana pool. 
¢ Dom ART R ee 3 4 
SRL, S: Top X target lands. 
fone Scul AC Ree 6 _ 1M 
, Choose and discard a card: Flowstone Sculpture gains fying, fest strike, or 
_tromple permanently, or put a +1 rs cute nFstne Sapa. 4. 
Corpet ART 4 ALR 4m, Sth 


, @: Give target creature flying ia end of tum. if target is destroyed 
before end of tur, so is Fiing mee 

Fool's Tome R oo 62 ™™ 
®,&: Drow a cord. Use this gue only if you have no cards im your hand. 

eT blocked 7: deal done se 
®: Target unblocked creature os onl tur 

Forethoughi Amulet ART 1G 


Pay during upkeep or destroy Fits londet Prevent all damage 
over 2 done to you by a sorcery or instant. 
Fountain of Y ART ( eoee 6 DK CH.Sth 
2@, @: Goin 1 life. : 
Fyndhorn Bow ART =U ee 2 wz 
Sent 4 Give get Creature first strike until end of tum 3 
ntlet of Might ART R eco LU 
ot mountains produce on extra @. All red creatures gain +141 
Gauntlets of Chaos Roo 5 H 5th 


%, @, Soctfice Gauntlets: Toke control of on opponent's land, c 
artifact. Then give that opponent one of your pemmanents of the same fype 
Destroy all enchantments on traded permanents 


Glasses of Urea AI eo LUR4th Sth 
®: Look at opponent’s hand. No, bis cords! 3 
Goblin Lyre AI Re 5 A 3 


€, Sacrifice Lyre: Flip a coin. if you win, target opponent takes damage 

equal fo the number of creatures you control. Otherwise, you take do mage 

equal to the pitas of creatures your opponent controks 

re ART Re 4 AQ 
& @: Buy “ Antiquities cords. 


Gropestot Catapult XK (Coo @ AO 4h, 5th 
®: Do | damage to 0 oe op ey 2/3 
Green Mana Battery 4 16,4th 


@, &: Put a counter on Green Mone Battery. @- Add @ to your mana 
pool. Add # for each counter you remove as well 
rindstone ART OR = T™ 
,@: Put the top two cards of target ol library into that player's 
grveyad If both cards share at least one color, repeat this p 
Grinning Totem ART R eee 
2, Sacrifice Totem: Search target opponent's library for any « 
put it iat in front of you. You have until the beginning of your ne 
upkeep to play the card as though it were in your hand. 
Gustha’s Scepter ART Ro ee i) Al 
If you lose control of Scepter, put all cards under it into your graveyard. @ 
Put any card from your hand face down under Scepter. You may look at that 


cord at any time. @: hom Ha cord eas eee your hand. 

Helm of Awakening ese YS 
All spells cost «4° less wile 

Helm of Chatzok ER LUR ASH 
&&, @: Give target creature banding until end of tum. 

Helm of Obedience ART Reece Al 
&, : Put top card of opponent's library into his graveyard. Continue until 
you have put X cards or a creature card into that graveyard, whichever 
occurs first. If the last card put into the graveyard is a creature, bury Helm 
and put that creature into pla under your control as though it were just cost. 

Helm of Possession ART R coo @& ™ 


You may choose not to untap Helm of Pesiedba during your untap phase. 

@ : Sacrifice a creature: Gain control of target creature as long as you 

control of Helm of Possession and Helm of Possession remains tapped. 
Hematite Talisman ART Ue 

: Untop a permanent. Use this ability only when o red spell is successfully 

cast and only once for each red spell cast. 


Restricted * Boned in Type 1.5 only ART Arfifoct = 
‘ot haart 


appropriate type to your mana pool. 
: + Jewoled Bird ART R eee 


> Joven’s T 


ice Cauldron ART R coo @ 
%, }: Puta spell on Cauldron if there are no charge counters on it. Put X 
charge counters on Cauldron. You may cast that 5 ‘| as though it were in 
your hand. @: Remove the charge counters to add mana of the type use 
to put the counters on Ice Cauldron to your mana pool. This mana can only 
be used to cast the spell a" a of Ice Udon. 


eocce LU, IA 
P, ©: Top torget land, creature, or artifact. 
Golem AC o 6S MG 


3/4. 
R eo =@ 
%: Summon a creature face down. You may add & to the casting to ti 
the creature's true cost. Once the creature does damage, taps, or takes 
damage you must flip the creature over. 
of Sacrifice AR 


2: Tromple until end of turn. 
jonary Mask AR 


Reco F 
©, ©: Socrifice to add 2 mana of any one color to your mana pool. 
Infinite Hourglass ART oR ee WA,Sth 
Put a time counter on Infinite Hourglass during your upkeep. Any player may = 
pay & during any upkeep to remove a time counter. Alt creatures gain : 
+]/+0 for each fime counter on Infinite te Hourglass. 
lron-Heort Chimera AC & VS 
Attacking does not cause lron-Heart chimer to tap. Sacrifice: Puta +2/+2 
counter on target Chimera and attacking doesn’t cause it to tap. 2/2. 
iron Star AR ee ~ LUR, 4th, St 
©: Goin | life for any red a cast. Con only give 1 life per Si 
tory Cup * th, St 
}: Goin 1 life for any white spell cast. Can only give 1 life per ‘pell. 
© lvory Tower ART , U eecee ep LR, 
At beginning of your upkeep, gain 1 life for each card over four in your hand. 
i's Banner AR eee WL 
¥, @: Target creature gains fangs until end of turn. 
Jade Monolith AR e LUR, 4th, Stk 
¥: Redirect all damage from any Sk 0 youself. 
: Jade Sate AR ecco L 
2: Statue becomes a 3/6 creature. Use only during an attack phase. 
Jolum Tome R eee AQ, CH, St 
2, ©: Drow o cord ond then discard a card of your choice. 
> Sandor’s Ri R ee e ANR 
: 2, : Discord a card you ce drew, and draw another to replace it. 
= Jendor's Saddlebags ART R eee AN,R,4th, Sth 
S, S: Untap target creature. 
: JangingAutoraton A Ce) W 
: Automaton attacks, untap all creatures defending player controls. 3/2. 
—— RT R eoee @ LU,R, 4th, St 
©: Drow a card. 
: inte ART R cece 1A,5 


2, @: Sacrifice to look through target player's library and remove any 
three cards from the game. 


Jester’s Mask 
Comes into play topped. @, 
same number of cards of your choice from his library. 


R eve 


Jet Medallion ART Ree @ TM 
Your black spells cost less to play. 
let ART eee = IA 


©, ®: Place o charge counter on Jeweled Amulet, noting what type of 
mana was used. You may not use this ability i there is a charge counter on 
Jeweled Amulet. #: Remove the charge counter to add 1 mana of the 


AN, CH 
: Exchange Bird for your ante, then draeeew a new card. 


:  Jinxed Idol ART R 2 TH 


During your upkeep, Jinxed Idol deals 2 damage to you. Sacrifice a creature: 
Torge' = ala gains ba of mney Idol permanently. 


ob 
= 


6 HL, 
@, ©: Torget creature con oh be blocked by walls until end of tum. 


EE Enchont Enchontment 
EL Enchont Lond 
EN. Enchantment, 


CU Cumulative 
EA Enchant Arti 
EC. Enchant Creature 


ee) 


R s 
®, Sacrifice: Switch opponent's hand with FS : 


Treat all swamps in play as 1 
Shield A 
& 

he bd 5 costing cost. 
eho a perme Use 


caoaih 


Chimera and it gains trample 
Golem AC 


If Golem attacks, it doesn’t untap dung 


library of 
the top of your library rather t 
life Chi AR 


Life Matrix 


upkeep. Remove o counter 
: Lion's Eye Diamond 


Sacrifice Lion’s Eye Diamond discar 


__ color to your mana pool. 


inne or 
: sacrifice Living Armor to put a 


; mer a 
: ounts as a wall. 4: Regenerates. 0/6. 
: Bauble AR 


jestone 
a 


: top of his library. That pI 
: Lotus Petal 

3 ®, Sacrifice Lotus Petal: Add 
i Magma Mine R 


counter on it, Mine deals 


2 Magnetic Web ART 


If ony creature with any magnet counters on it attacks, all creatures wit 


] eek that con be tapped for @. 
ee 2 


®: Give target creature you control 
get 


— 
7 


2 
his a ity only when a blue spell is 
ly cast and only vid for each blue spell cast. 


era 
Tromple. Sacrifice Lead-Belly Chimera: 


A 
Skip chen, Me phase. If forced to 


®, Socifice: Put to four basic lands from a player's ever on 
me draws a card at the beginning of the next turn. 


one mano of any color to your mana pool. 


N 
@: Puta counter on Magma Mine. &, Soc haga Mine: For each 
damage to Target creature or player. 


+0/+X until end of turn, where X 
als no damage this turn. 


bed @ Vs 
ut 0 +2/+2 counter on target 
ermanently. 2/2. 
o- , a6 NG 
your next untap pl es 
® R,4th, 5th 
dsc, you can choose to tee to 
an your graveyard. 
wo 6 LG 


Sacrifice a creature during het to gain life om to its toughness. 


R eee 


@, ©: Puta counter on target creature. Use this sity only during your 
rom a Cea Regenerate the creature. 
R 


MG 
your sr hei Add three mana of any one 
(eee DK, CH 


+0/+X counter on a  tget creature, where X 
a aa fie creature's castin to 


AUR 
R cece = & Al 


( eo @ a 


VS 


Re @ TM 


magnet counters on them that the attacking player controls attack if able. If 


any creature with any ma 


net counters on it attacks, all creatures with 


magnet counters on them that the defending player controls block that 


creature if able. 4°, a: Put a ma 


Malachite Talisman 
3 s: aie permanent. 
Pe asl 


ART 


2 
se this ability only when a green spellis * 
ly cast and only oe for each green spell cast. 


net counter on target creature. 
Ye IA 


R cove @ PR 


&: eile to your mana pool. Every upkeep flip a coin, opponent calls it. 


If he calls it correctly, you lose 3 life. 


i Mana Matrix AR’ 


Poy less to cast an instant, 
= Mana Prism R 


®@: Add 1 to your pool. ae 


: Mona Vault 
@®: Add 3 to your mana pool. 


Mana We 


‘Manakin 
> Man 


a's Tome 


earch your library and choose any 
face down under Tome. 2: Instea 


from under Tome to your hand. 


EW Enchant World 
INS Instant 
INT Interrupt 


APRIL 1998 


interrupt, or enchantment. 


@&: Untop Mana Vault. Use only he your 
wrieee Does 1 damage | you if Voult is ieee at the end of your a 


Whenever ny land opponent controls is tapped he mana, fap all lands he or 
she controls that can pry amt fe of mana Me land can produce. 
A : 


e: Add one colorless mana to you mana pool. 1 M1, 


Druid: Nowadays there's so 
much errata you practically need 
a book to keep track of it all. 
Hmm... In honor of InQuest’s 
third anniversary, we've decided 
to take a look back at the old 
days, to see what cool combos 
could have existed if it weren't 
for all that —blech—errata. 
For example, if Wizards of the 
Const didn’t add that silly 
counter tule to Time Vault, it 
would be much easier to pull off 
infinite turns, soy, with an Elder 
Druid. To the good ‘ole days... 


R ee 6 l 


eee = 


one mana of any color fo your ree 
oo 


R eee 


R eee 


ive cards, Shuffle and put these cards 
of drawing a card, add the top card 


125 


919 VN 


heal 
e 


9NIYAHLVD AHL 


LAN Lond ‘SC. Summon Creature 
LU Legendary Land SL_ Summon Legend 
MS. Mana Source SOR Sorcery 


Nome Kind CR Roting Cost Sets Found Name Kind (CR Rating Cost Sets Found 


Description escription 
Phyrexian Grimoire \ TM : Sand Golem ACU oo & NG 
4: Target opponent chooses one of the top two cards in i" graveyard. f a spell or effect controlled by an opponent causes you to discard Sand 
Remove that card from the game and put the other into your hand. * Golem, put Sand Golem from your graveyard into play at end of turn with a 
Phyrexian Hulk AC o 66 TM = +1/+1 counter on it. 3/3. 
styl erims = 5/4. © Sonds of Time ART oR eoo @ ts 
7 - Phyrexion Marauder AC OR ee b 3 VS : ach player skips his untap phase. At the begining of each player's turn, he 
Comes into play with X +1/+1 counters on it. Marauder cannot block. : untaps each of his tapped artifacts, creatures and lands and taps each af his 
Wire rire gates Marauder cannot attack unless you pay @2® for each counter on it. 0/0. ! untapped artifacts, creatures and lands. Sands of Time doesn’t affect itself. 
= es : : Phyrexian Portal ART Ree & Al = Sapphire Medallion ART Ree @ TM 
Nome Kind CR Rating Cost Sets Found > Target opponent looks at the top 10 cards of your library and separates : Your blue spells costs <#° less to play. 
lesion them into two face-down piles. Choose one of those piles and remove it £ Scalding Tongs RT Ree 4 I 
li fom ga Toke one om from the on pile and put it into your hand. : uring of ies if you have three or fewer cards in your hand, Scalding 
, i uffle the remaining cards into your library. : ongs deals 1 damage to target opponent. 
aie haa ow pie for cal Me Phyrexian Splicer AR ooo 862 TM: Scarab of the Unseen ART Ue e Al 
ble Priest Ploy tapped. AC oy oe : G ® @: Choose flying, fist stike, trample, or shadow. Target creature with == ®, Sacrifice Scarab: Return all enchantments on target permanent you own 
All walls able to black Marble Priest must do so. Marble Priest tokes no “ ee it until end of tum. Another target creature gains that ability : wa Li owners ha py. ae ae . 
wile — at fiom ae 3/3. os s vs; Piyrexian Vault AR oo 8 MG : —  <, @: Prevent all damage to you from flying creatures this turn. 2/2. 
- Renenerats cnd put 0=1,/:1 counter on Maton! Golem, 3/3 : 2, ©, Sactifice o creature: Draw a card. > Scroll Rack ART R eooe @& TM 
laces p NA i se e eR Ath Sth | Phyrexion Wor Beast AC ( eee & A: f, ©: Choose any number of cards in your hand and set those cards aside. 
Creatures. with power greater than'2.do-not unfup during urfop phase. If War Beast leaves play, sactifice a land and take 1 damage. 3/4. ; Put an equal number of cards from the top of your library into your hand. 
Metallic Sliver g Tea ee) ts ig Ueap pn ™ Phyrexian Walker AC . e VS 3 Then put the cards set aside in this way on top of your library in any order. 
Metallic Sliver counts as a sliver. 1/1 ; 0/3. {Sentinel ACR ooo 16, CH 
Mightstone ART J ecw AQ Pit Trap AR coo = lA: *=] when cast. When beat you Hy make * equal | + the power of 
All attacking creatures gain +1 /+0 ‘ 2, &, Sacrifice Trap: bay farget nonflying creature that is attacking you. = the creature Sentinel blocks. When attacking, you may make * equal | + 
ies er ese Again Sih ; Planar Gate Rr Ro & 1G : the power of creature Wockng Sentinel. ia 
"®. @: Toke the top 2 cards from target pla ers Kbrory ond place them in ay 2 less when casting a summon spell. : Serpent Generator R eco =6& LG, CH,Sth 
a Bue Stat MY ge" play ane Primal Clay AC ooo =f AQR,4th,Sth : ®, @ Puta Poison Snoke token, a 1/7 artifact creature, in play. If a 
Mind Stone” graveyard. ART (oe > WL When cast, choose whether to make Primal Clay a 1/6 wall, 3/3 ground =: Snake damages opponent, opener | poison counter. 
©: Add one colorless mana to your mana pool. f, @, Sacrifice Min creature, ot 2/2 flying creature. : Serrated Arrows ART ( eeee HL 
Stowe: Draw acon y Pee Puppet rea AR ecco ™ : Put three arrow counters on Serrated Arrows when it comes into play. @, 
Mirror Universe == =s« ART. «OR ewe 16 2, ®: Top or untap target creature. f Remove one counter: Put a -1 /-1 counter on target creature. 
©: Sactifice Mirror Universe during your upkeep to trade life points wit ram ART Roe : AN: Serrated Biskelion AG. tee i WL 
: Comes into ol ‘ OU UPKEEP P >: Prevent a land from being destroyed. <@:: Remove an enchantment : @ Put-1/-1 counters on Biskelion and on target creature. 2/2. 
Wee ge awe WG peck R innesa: | rift er * Segal ng 
; f ; ack, The Cn .R,4th : *=any number from 0 to 6. Choose * when Shapeshifter is cast and during 
i a of target o a A keep, if el opraneet has 5 or more cards in Do 1 damage for each card under three opponent has during upkeep. = each of your upkeeps. */(7-*). 
gees ge a): Rakalite ART Re AQ, CH: Shield of the Ages AT Yeo @ A 
& Socifce: Torget land becomes a 3/3 aft crectue. H 2: Prevent | damage to any target. Rakaite returns to owner's hand. : 2: Prevent 1 damage fo you. 
Mishra’s War Machine AC Re % LUR Ath = 
Bands. Discard 1 card from your hand during upkeep or Mishra’s War 
Machine taps and does 3 damage to you. 5/5. c 
Mogg Cannon AR oo 8 
+: Target creature you control gets +1 /+0 and gains flying until end of 
tum. At end of turn, destroy that creature. 


Moss Diamond AR oo 2 NG: 


Comes into play tapped. #: Add # to your mana pool. 

© Mox Emerald ART R eeeee @ 
®: Add @ to your mana pea . 

© Mox Jet RT R eeeee @ , 
@: Add % to your mana re A 

© Mox Pearl (ee : 
Add 9 fo your mana feo i 

© Mox Rub) RT R seeee 4 
®: Add @ to your mana pool. 

© Mox Sapphire RT R eecee Hl 
®: Add @ to your mana pool. 

Mystic Compass ART U eee @& AL; 


4, ©: Torget mano-producing land becomes a basic land type of your 
choice until end of turn. : 
Nacre Talisman ART Ue 2 A 
- Untap a permanent. Use this ability only when a white spell is 
successfully cast and only once for each white spell cast. 
Noked Singularity a s IA 
CU: &. Instead of their normal mana, plains produce @®, islands produce 
@ swomps produce %, aaa produce @, and forests produce 4. 


Necropolis Ue s Ok 
Counts as a wall. 4: Remove o creature in your graveyard from game. Put 
a +0/+X counter on Necropolis. X is the creature’s cost. 0/1. 
Nevinyrral’s Disk ART R eoee LUR4th,Sth = 
4, ®: Destroy all nomland permanents. Comes into play tapped. ; : 
North Star \ i e LG i Razor Pendulum ART Ree @ MG : Shield Sphere AC ooo 86 Al 
@, ©: You may cast one sel this tum using mana of any color. : If ony player has 5 or less life at the end of his tum, Razor Pendulum deals: Counts as a wall. if Shield Sphere is assigned os a blocker, put a -0/-1 
Nova Pentocle R eco LG $ — 2-damage to him. = counter on it. 0/6. 
%, ©: Redirect all damage done fo you by one source to target creature of : Red Mana Battery ART R coo @ (64th =: Sisay's Ring ART Ce * VS 
\ opponents choice, : , ©: Put a counter on Red Mana Battery. : Add @ to your mana ; : Add two colorless mana to your mana pool. 
| x Null Rod ART R ee 2 WL : — _ pool, Add @ for each counter you removed os well. > Skull Cotepult AR ooo 1A,5th 
’ Players cannot play any artifact abilities requiring an activation cost. > Reflecting Mirror ART =U ee a KK: 4, ©: Sacrifice o creature to do 2 damage to any target. 
uy isk of Undoing ART oR ee 2 AQ, CH,5th + 3-8), @: Redirect spell targeting you to player of your choice. X is equal : Skull of Orm AR ooo 68 Ok 
| 8, @: Take one of your permanents in play back to your hand. : to the casting cost of target sre, : , ©: Bring on enchantment card from your graveyard into your hand. 
qd Obsianus Golem AC ooo 66 LUR4th : Relic Barrier ARTY eeee © Sky Diamond AR ooo NG 
4/6. H @: Top target artifact. : Comes into play tapped. @: Add @# to your mana pool. 

Onulet AC oo 3 AQR4th § Ring of Immortals ART Re s 6 : Snake Basket ART R eee vs 
| | If Onulet goes to any graveyard from play, its controller gains 2 life. 2/2... : , @: Counter interrupt or enchantment targeting a permanent you control. : &, Sacrifice Snake Basket: Put X Cobra tokens into play. Treat these tokens 
\ Onyx Tolisman AR . IA 3 Ring of Ma‘ruf AR eo = No: as 1/1 green creatures. Play this ability as a sorcery. 
| -*) S: Uni a permanent. Use this ability only when a black spell is | %, &, Socrfice: Instead of drawing a card, select a card from outside the game. : Snow Fortress ACR eoo & IA 
: successfully cast and only once for each black spell cast. Ring of Renewal ART Reo) & : Counts as wall, : +1 /+0 until end of turn. <: +0/+1 until end of turn. 
rN a ng v AC oe & AQR,4th,Sth : , oe io lomly discard aa ig your hand to draw two cards. a : rr ae 1 damage to a nan ing i ger creature. 0/4. 
| lying. 0/2. : Rocket Launcher eo 4 yR rail ooo é 
| Patagia Golem AC oe & MG : @: Do | damage to any target. If itis used, Louncher is destroyed at end of |: When Sol Grail comes into play, choose a color. @: Add one mana of the 

7) 3: Flying until end of tum. 2/3. : tum. Cannot be used the turn it comes into play on your side. H chosen color to your mana [a 
Patchwork Gnomes ( o 63 TM = Rod of Ruin ART eee & LUR4th,Sth = © Sol Ring R ecece ff LUR 
- ‘ Cones and discard a ane Fesenee Patchwork Gnomes. 2/1 iG : ‘ 3 Do | damage to ny tan : aie a 2 to your mana ine ae ‘ 
‘aupers’ Cage oo S : Roterothopter oo a levi Digger ooo 62 
uv At Mend of "age opponent y seo, i Sot ayer ins two or fewer t fying. 2: +1/+0 WH the end of turn. You cannot spend more than @ ‘girls top card of veer paid on the bottom of your library. 
cords in hand, Paupers Cage deals 2 damage to him or her. = this way each tum. 0/2. : vi Golem eo * 
Pearl Medallion Reo 6@ T™M by Hein ART Reo @& MM: Does not untap during your untap phase. <8: During your upkeep, untop 
q medic £ to a nt, iAsth : ; et a spells cost a B rs . : eat i opponent's aun e wm Soldevi Golem. 5/3. 
i f > Ru d oe @ : evi Sentry ee € 
“7 Ph a, 2 event all damage done t YOUITEME One SOn Ces yn Comes into p lay topped. 3%, @: Sacrifice to make X creatures with power: &- Regenerate. Target opponent may draw a card. 1/1. 
"TF rrneeea Deri jower is seven or sein it0: Remove the: R ug beeen ane aes is e Le OKC i wit saan /+0 a f TA * - 
rt Bee . + Runeswort oe € i : : . &: +1/+0 until end of tum. 2/4. 
= ig ea he w game fo puto +4/ vie on Phyrexion : 3, ®: Give be attacking creature +2/+0 until end of turn. Any : Soldevi Steam Beast ( Ce S A 
Phyrexian Dreadnought 4 AC OR ee iy Pome NG i creature damaged by target creature is removed from game if it dies this : Whenever Soldevi Steam Beast becomes tapped, target opponent gains two 
- i i . & tum. Destroy Runesword if targe leaves play before end of turn. - life. @: Regenerate. 4/2. 
Trample. When Dreadnought comes into play, sacrifice any number of crea: [ : = 
tures with total power 12 or more, or bury Dreadnought. iva Sandals of Abdallah ART R ee ks AN: Soul Net ART co | 6 LU,R,4th, Sth 
jon Furna ‘| ee , ; :, 8: Give islondwalk to a creature until end of turn. If torget creature is: a: Goin 1 life when a creature is placed in the graveyard. 

ore te ' te bot at f | : df ] : destroyed before end of tum, so is Sandals of Abdallah: : 

: Remove the bottom card of target player's graveyard from game, 1, , f i 
fice: i from the game and draw a cord. 
q Sacrifice: Remove a card in any graveyar g : : 
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Name Kind CR Rating Cost Sets Found Name Kind (CR Rating — Cost Sets Found Name Kind CR Rating — Cost Sets Found 
Description Description Description 
Spirit Shield ART Ree = & £ : Urza's Bouble ART Ue 0 (5th > Winter Orb ART R eeee @ LU,R,4th, Sth 
2, @: Moke le creature +0/+2 as long as Spirit Shield is tapped. You ®, Sactitice: Look at a random card from opponent’ hand. Cantrip. i ean wae: may only untap 1 land during his untap phase. 
may leave Spirit Shield te during Your ma phase. Urza's RT ( ee : ART ee LUR,4th 5th 
Squee’s Toy RTC ee M 4: Goin | life for any artifact cast. Can m only wre] life per artifact. : ©: ea life for any green spell is cast. Use only once per spell. 
®: Prevent | damage to ony creature. Urza's R ee Al: Xanthic Statue ART =R ee 8 WL 
Staff of the Ages RT Ro @ IA Trample. ‘3: Banding until end of turn. &: All creatures banded with Urza's : Unf end of tum, Statue is on 8/8 artifact creature with trample. 
Creatures with landwalk ability may be blocked as normal. Engine gain trample until end of turn. 1/5. > Yofion AC ( ooo AQ,4th 
Staff of AR - 4 AQ : Urzo’s Miter \ & AQ Yotian Soldier does not tap when a joking. ] ‘ 
&, ©: Moke target creature -2/-0 until end of tum. 3): Drow a cord when one of your artifacts goes to the graveyard. Sword ART eR FE 
tonding Si ART U ee 3 K : Ventitoc Bottle ART =R ee S &, &: Make Tg creature 42/s08 as long as 7s Sword is tapped. 
©, @: Pay 1 life to add 1 mana of any color to your mana pool. } ®,@: Put X charge counters on Bottle, Play as a sorcery. At the H You may leave Zelyon Sword tapped during your untap phase. 
Static Orb ART = R eee ™ begining of your main phase, if Bottle has any counters, top Bottle and ! © Zuran Orb AR eccee A 
Players cannot untap more than two permanents during their untap phases. = remove all counters from it to add that much mana to your mana pool. ©, Soctifice a land: Gain 2 life. 
Steel Golem A Ue 3 WL = Vexing Arcanix ART R ecoo ry 
You cannot play summon or artifact creature spells. 3/4. 3, ©: Moke target player name a card and tum over the top card of his 
Stone Calendar ART = R ee 5 K library. If the player’s guess matches the card, itis placed in his hand. 
Your spells cost & less to os. casting costs cannot go below 0. Otherwise, it is put in the graveyard and that player takes 2 damage. Abandon Hope SOR o 6 ® TM 


Storm Ca 


ron R eee 


During each i s tum, ie player may put one additional land into ploy. 
land is topped i mana, return it to its owner's hand. 


Whenever a 
Straw Golem 
If ony op 
Straw Golem. 2/3. 
Su-Chi 


| ee 


U ee 


lasses of Urza 
Sunstone ee 
®: Sacrifice a snow-covered 
Sword of the Ages 
Enters play tap 
damage to one 
‘ fare, Swor 
jablet 
&: ea i le 
Townos’s Coffin 
3B, ©: Torge 
remains tapped. 
tapped. You may choose not fo untap Coffin. 
Tawnos’s Wand R 
@, ©: Target creature witl 
until end of turn. 
Tawnos’s Weaponry AR eee 
®, ©: Torget creature gets +1/+1 as 
joose not fo unta 
Teeka’s Dragon A 
rl, le, rampage 4. 


R cece 


ed. «&, Sactifi 


an 


Counts as a 
R eee 


During each player’s draw phase, tt 
hand, puts those cards on the bottom of 
that number of cards. 
Telethopter 
Top a creature you control: Telethoy 
Telim’Tor's Darts 
®, @:Do 


jet player. 


lamage to tar 
ACR eee 


move any of these counters on of of 
artifact creatures that ew! endl 


ron Forge 
2: Until en 
artifact creature. 
ged ART 
%, ©: Reveal the top 3 can 
bk those cards of opponent Ft ae 
A 


R 0 


: Gain | life each time o black spel 
wr 


ee 
humbscrews deals 1 da 

Time Bomb 

Put a counter on Bomb idang your uj 

fo each creature and player; 


keep. 


— plains may generate either white or isd ‘i 
Al 


5 


i 


2 
6 


Bi 


when an ot is pc in the graveyard. 


4 


2 


ragon. 5/5 


2 
6 


ante VW Le 
of fur, target nonarti ‘ies creature = +l/Hadsm 


i 
2 


2 


e 


AC * 
ee Su-Chi goes to the oven add 4 to < mona pool. 4/4. 


LU, 


land fo make all creatures deal 0 damage. 


ice Sword and any number of creatures: Do 
i equal to combined amount of creatures’ power. 
cretyres from the game. 


oa 
creature is considered out of play for as long as Coffin 
If Coffin is untapped or leaves play, creature retums to play 
04 
ower no ae than 2 may not be blocked 


AQ Ath Sth 


long as Weaponry remains tapped. 
Nanas during _ phase. 


at player ison tb wakia his or her 
is or her library, ond o then draws 


+ 
ter gains flying uniil end of tum. 3/1 
eve 


A, 


Wh 


jonent successfully casts a summon or artifact creature spell, bury 


4th 


4 


¥S 


iM 


4th 


Flying. Gains three +1/+-1 counters when cast. In your upkeep, you may 
Tetravus. The counters ave | /1 


fying 


S of your library to Sonteopeent Bury one 
Drow the remaining cords. 


LUE 4, 


uring your upkeep, if you have five or more cards in your hand, 
je to tage! oF —, 


2, ©, Safe 


is the number of counters on Time Bom 


I is cost. Use only once per spell 


DK 


et player's ocr from game. 


wi 


wi 


™ 


iS 


tH 


Time Vault ART R eee 
&: Toke on extra turn. Comes into play tapped, ond may only be untapped 
controller forfeits a ain 
Tin-Wing Chimera Yoo @ 
lying. Sactifice Tin it di Put 0 +2/+2 counter on target Chimesa 
and that Chimera gains vy AU, 2/2. 
T be A eee 
®, Socritice: Remove all cards in 3 
Torture Chamber ART = R eee 


luring your upkeep, 
your turn, Torture Chamber deals 1 donoge fo 
it. ,@, Remove all pain counters from 
deals 1 
Touchstone AR’ 
©: Top tor are artifact elf e not control, 
Tower of Coir a 
®: Moke target creature pt locka 
Triangle of War ART R eee 
2, Sacri 
‘i contol. 
rinssic 
a8 tut a counter on Egg. 
sactfice it to put a creature in your 
Triskelion AC OR 


ach creature deals dama 
ART ove 


Give Triskelion three +1/+1 counters when cast. sad a+l/+] Bg 


to do | damage to any Tage 
R 


VI. 
ines 


power in damage to target attackin 
Urza's Avenger 


you for each 


forture Chamber: 
lamage for each pain counter on it to target creature. 


2 


le by walls until end of turn. 


ice: Choose a creature you control and a creature an o 
1¢ equal to its tl to the other. 


nt 


= 
, &, Top an untapped creature you control: Sling deals the creature's 
or blocking Me with THe sh 
AQ,4th, 


A 
‘©: Avenger loses -1 /-1 and gains ether flying, tancig, fist strike, or 


tromple until end of turn. 4/4. 


& 16, CH 
If there are 2 counters on Egg, you may 
nd or or rove directly into Om ah 


™ 


put o pain counter on frie Chamber. At the end of 
Laev counter on 
ture chamber 


MG 


ONE SEAR 
WONDERS 


ART 


Put a counter on Doll during upkeep. 


tum, it does X = to Las cand is destroyed. X is the number of counters 
qe fo one IO 


on Dall we, : DoX 
oll 


Counts as wall. @ 


IA 
Ls robes Walking Wall aa 7 enable it to attack. This 
eda may only be used once per fim.) 
of Shi i 


Counts as wall. Banding. 0/4. 
‘of Spears AC 


et strike, counts as a wall, 


2/3. 


©: Look at the top card of target 


cord, you may 


Wand of tfh 


3, ©: Look ato card at random ins a sia s stand. He must discard it 


ay 2 life to it into that ial 5 5 graveyard. 


R eo 
During your turn, all your creatures gain +2/+0. During all other turns, all 


our creatures get -0/-2. 
Voodoo Doll ART 


( ee s 


& 


6 16, CH 
If Doll is untopped at the end of your 


AQ,4th,5 


ecco 2 y' 
layer’s library. If that card is a nonland 


or pay life equal to its casting cost (1 for a land). ise only during your turn. 
ae ooo 86 OK 
3 Give target creature islandwalk until end of tum. Bury target if War 
Barge leaves play this tum. 
chariot AR eco 63 A 
©: Give target creature trample until end of turn. 
AC oo §=6S TM 


Watchdog blocks if able. As fo 
et -1/-0.1 a i 


attacking you 


All attacking creatures ie 
of AR 


& i 
Any player may fey during his or her draw phase to draw a card. Players: 
ity as nit times H 


may use this abi 
Glider 


0. 


ng as Watchdog is untapped, all creatures 


o ® AQ 


as they choose. 
ooo 


: IA 
_ 2, ©: Give one of your a with power 3 or less flying until end of i 


@: Remove the top two car 
Catapult deal one damage to 
ite Mana Al 


s of y 
each 


oUt fay from the game to have 
ling creature and each player. 


R eee 


@, $: Put a counter on White Mana Battery. @: Add 2 to your mana 
pool, Add a for each counter you removed as well. 


Bann ‘ac ative 
itifac cant Arti 
Current ant Cr 


eects orld 
ies” et Lond 


i Abomination 


i Abyss, The EW 
i Abyssal Gatekeeper 


i Abyssal Hunter 


i Abyssal Specter 


£  Agonizing Memories 


i Aku 
: All Hallow's Eve 
: Animate 


i Armor Thrull 


( ee @o F 
: ®, Sacrifice: Put a +1/+2 counter on target creature. 1/3. 
; Artifact Possession FA ( eo Oe AQ 


i Ashen Ghoul 


i Ashen Powder 


£ Toke control of a creature from an opponent's graveyard. 
+ Ashes to Ashes SOR coo © PDD DK, 4th,5th 
: Remove two non-artifact creatures from the game and take 5 damage. 


Bad Moon 


i Balduvian Dead 


: Banshee 


A: Barbe 


5 Barro 


3 AE 


Choose and discard X cards: Look ai 


target opponent’s hand and choose X of 
those cards. That player i the 


chosen cards. 

eee & 16,44 
Green or white creatures blocking or blocked by Abomination ate destroyed 
after combat. 2/6. r 


R ecoe Se 
ach player must bury a mean creature he controls during his upkeep. 
cg - 


if Abyssal Gatekeeper is put into any ial from ply, each player 
chooses and buries a creature he or she controls. 1/1. 

SC R eee Se 
®, ©: Top target creature. Abyssal Hunter 
amount of damage equal to Abyssal Hunter's 

SC U eee 
damaged by Specter must 

SOR U ee 
ook at target player's hand. Choose two of tl 
top of his or her thay i in wy order. 

Djinn 
rample. During your upkeep, each opponent 
creature he or she controls. 5/6. 


MG 
eals to that creature an 
ower. 1/1. 
222 
iscard o card. 2/3. 
2Ee 


jose cards and put them on 


(ASH 
lying. Opponen 


SEe VS 
wuts a +1/+1 counter on eac 


one Pe \G 
ut 2 counters on All Hallow's Eve when cast. Remove a counter during your 
upkeep. After the last counter is removed, everyone tokes all creatures in 
their gveyors and puts ng directly into play. 

LU,R 4th, St 


ead ooo 6 
Ting a creature from any siete into play on your side with -1 power. if 
Animate Dead leaves play, the creature is buried. 


}o 2 damage to artifact’s aie whenever i om cost is paid. 
s 


eo 
&: Retun éhodl to play under your 
least three creatures above it. 3/1. 

SOR ooo 6282 


naffected by summoning sickness. 
if there are at 


contro 
MG 


R cece 


EN LUR 4th, Sth 
All black creatures in play ¢ +1/+1. 


Al 


re 


o §6—68 
@@: Remove a creautre in your graveyard fromgame to put into play a 
3/1 black and red creature that is unaffected by summoning sickness. Bury 
‘oken at end of tum. 2/3. 
C oe 222 OK, CH 
%, @: Banshee does X damage, half to you (round up) and half to any 
tar et (tound down). 0/1. 
Back Wurm SC ae 
®: Torget green creature blocking Worn gets -1/-1 until end of tum. we 
Baron Sengir SL coe §=§S9R 
ing. Gets +2/+2 counters for each creature sent to graveyard on tii 
hee Baron damaged it. @: Regenerate target vampire. 5/5. 
w Ghoul SCC ee 


wi 


WL 


42 


creature card in your graveyard from 


uring your aa remove the to 


H the game or bury Barrow Ghoul. 4/4. 
£ Basal Thrull SC ee Be FE 
: ®, Sacrifice: Add #4 to or mana pool. 1/2. 
 Bellowing Fiend SCR ee ae 
: lying. Whenever Bellowing Fiend pel any creature, Bellowing Fiend 
: leals 3 damage to that creature’s controller and 3 damage to you. 3/3. 
© Binding Agom C Ce oe MG 
i For each | damage dealt to enchanted creature, Binding Agony deals 1 
: lamage to that creature’s controller. 
2 Black Carriage sc Re See HL 
H rample. Doesn't untap as normal during untap phase. «@: Sacrifice a 
H creature to untap Carriage. Do this only during your upkeep. a 
Black Knight SC Y ecco Se LU 4th, Sth 
: rotection from white, first an és 
: Blanket of Night Vs 
i ‘ach mano-producing ld 4 aswamp ing cddition io its normal type. 
: Blight AOU 2S L6,4th, Sth 
: f target land is topped, destroy it at ait if turn. 
: Blighted Shaman Ss Ue &e MG 
: ®, Sacrifice a creature: Give a creature +2/+2 until end of turn. &, 
: Sacrifice a swamp: Give a creature +1 /+1 until end of turn. 1/1. 
£ Blood Pet oe e T™ 
H Sacrifice Blood Pet: Add #% to your mano pool. | as 1. 
og Imp VA. sc DK, 4th, Sth 
in 
og Rats i C Ce ® DK,CH,Sth 
i et be blocked by walls. 1/1. 
+ Bog Wraith sc ooo 63 LU,R 4th, 5th 
+ Swampwalk, 3/3. 
: Bone Dancer R ee €89 WL 
@: Put the top creature of defender’s graveyard into play under your 
control. Use only if Dancer is astute and only once each turn. 2/2. 
: Bone Harvest INS eocce 2S MG 


Put any number of creatures from graveyard on top of your library. Cantrip. 


APRIL 1998 &27 


& 5 Name Kind CR Rating — Cost Sets Found Name Kind CR Roting — Cost Sets Found 
Description Description 
© Dark Banishing NS ( e000 om IA.NG,TM Dread of Night EN oe M 
— : Bury target non-black creature. All white creatures get -1 /-1. 
© Dark Privilege C Co fe VS : Dread Specter SC o 63¢ NG 
[~~ ® Enchanted creature gets +1 /+1. Sacrifice a creature: Regenerate. : Whenever Dread Specter blocks or is blocked by a nor-black creature, 
ihe Gathering © Dark Ritual MS (eee LUR 4th 1A,MG,5th,TM destroy that creature at end of combat. 2/2. 
Add 444 to your mana pool. Dread Wight SCR ee See IA 
fades > Darkness NS C eo @& G At the end of combat, put a paralyzation counter on any creature blocked by 
players guide : Creatures attack and block as normal but deal no damage. or blocking Dread Wight and tap it. If the creature has a paralyzation 
= Mtr mmncmcotenmenceone > Darkling Stalker SCC eee 86S M counter, if does not untap during untap phase. The creature’s controller may 
Nome Kind CR Rating Cost Sets Found ®: Regenerate Stalker. %: Stalker gets +1/+1 until end of tum. 1/1. pay # to remove a counter at any time. 3/4. 
Deseftion © Darkpact SOR R cece He AUR > Dregs of Sorrow SOR R eee Haq ™ 
Bae P : ; ue i. top card of your on rl) one of the cards up for ante. a The estoy Ne jet nonblack ane Draw X cards. ik 
, + Douthi Embrace ooo 62% + Drift of the Dea oo Se 
Pl es counter a este ia & Destroy tar it : % @: Target creature gains shadow until end of turn. : Counts as a wall. Drift of the Dead has power and toughness each equal to 
creature with any bounty counters on it 2/2 POSH TO © Dauthi Ghoul sO Ue ae M the number of snow-covered lands ie control. */*. 
Breathstealer vy bounty c Co Be NG Shadow. Whenever any creature with shadow is put into any graveyard fro Drudge Skeletons sc coo 82S LR4th St 
(oll | 2 +1/-1 untilend of tum, 2/2 : ; play, put a +1/+1 counter on Dauthi Ghoul. 1/1. : %: Regenerates. 1/1. 
Breeding Pit NY ce FESH ho Ui si SC b ‘ ba hd m M > Drudge - F Pt “i ‘ co bit 
. i : iadow. Dauthi Horror cannot be blocked by white creatures. 2/1. ®: Remove 2 creatures from graveyard from the game. Bring Skeleton 
te 0/ He, sa ite end of each of your tums. Pay #4 =— = auth’ Marauder SCC oe M token into py. Skeleton is a Hack |/ 1 creature; #: Regenerates. All 
feel Sieshenaa men co Co ge WB sia ay. ei 7 — tokens are baal if Drudge Spell leaves play. 
 Cacrfi f 7 infil © Dauthi Mercenary ooo 682 5 Dry Spel ooo 6S 
pile de eal a Lie ce te nent fom : Shadow. <4: Dauthi Mercenary ps +1/+0 until end of tum. 2/1. Dry Spell deals 1 damage to each creature and player. 
FE sohen tog 5 Re wish | HEIN OE sas didinecSasndageen cesar | "°C belo Dat ech pings ike fit patna my goat 
c ; aie i jadow. Sacrifice Dauthi Mindripper. Defending player chooses and discards - One life. During each player’s upkeep, if that player controls any green 
i Buy oe bat et sa get ee one at Mi this ability only Dauthi Mindripper is attacking and ‘ aM ie ey he — ices a green or white permanent. , 
Brood of Cockroaches Jee go VS eee ata OL ne . 
If Brood of Cockroaches is put into your gaya from play, poy 1 Ife ond: ee es oul inde tle. M Hoes ered Hy graveyard and remove it from the game: Untap 
. we of Cocktoac ee a hand at end of tun. 1/1. a | Det Fis of Rath A R - 3 ee 1H ton Pot a“ s, R oe ; se ’ ' 
Fa : sth jenever any creature is dealt damage, destroy it. That creature cannot be =: rample, first strike. Put a -2/-2 counter on Ebon Praetor during upkeep. 
Ga sen eae ie foo a age sti pool combination of black and regenerated this tum. Soctitice one creature during upkeep to remove a -2/-2 counter, adding 0 
Buried Alive aun SOR U mg 2 WE: a latch EC f ooo :' . “ VS é At counter if a Thrull ue ae 5/5. ‘i 
F ‘ A : creature is put into any graveyard, its controller loses an amount of life ony Charm bad ® 
_—_ con ine ay a 4 We nea cords and put them into your : equal to its power and you azn an amount of life equal to its ribo : Choose one—Target player loses 1 life and you gain | life; or remove from 
( de wank ight e sc —e ae i Deathgrip ia Y cco Se LUR,4th, 5th the game up to three cards in any player’s graveyard; or target creature can 
(a) lorkin nee: Regenerate. 2/2 . : & ®: Counter a green spell. only be blocked by artifact or black creatures this turn. 
Grit NS Re ee het fc in edi Ag donge tines 
Pa «Pup i : ange the color of one card being played or in play to black. : ain | life for every point of damage EtHajjéj inflicts. 1/1. 
SE Scn me ta ly cb eg ase 8 an te) SO use tase PS 
Carrion Ants p SC eee Sm LG AIhSth Unless opponent concedes game, both players draw an extra ante cord. Enchanted creature gets +X/+0. 
= &:+1/+1 until end of tum. 0/1 ass 


Casting of Bones Ce 28 
f enchanted creature is put into the graveyard, draw three cards. Choose 


Corrionette SC oR ee £2? ™ : 
©: Remove Corrionette and target creature ftom the game. That 
creature's controller may pay “@ to counter this ability. Use this ability only — : \ ! n 
if Corrionette is in your pena Wl. : 


and discard one of those cards. =| Word of Command 
Catacomb Dragon SCR eee Ae MG and Channel: This deadly 
lying. Whenever Dragon is blocked by a non-artifact, non-Dragon creature, kj 
that creature’s power is halved, rounded up. 4/4. combo used to work if you cast 
Cemetery bate st Cw 8@ the Word of Command and your 
rotection from black. 0/5. ; 
Chains of a eee ‘ N 4 . “ ‘ond Gf opponent was unfortunate 
xcept for the first card drawn in draw phase, every player must discarda =: i 
card before drawing. A player with no cards must dca e cords he draws. : enough fo hove o Channel in 


hand. “I order you fo spend two 
green mana, then dump all your 
life into colorless mano. Buh 
bye.” Sadly, it was ruled that 


Choking Sands SOR ( eee gee MG 
Jestroy target non-swamp land. If that land is a non-basic land, Choking 
Sands deals 2 damage to the land’s controller. 
Circling Vultures SC U ooo Ww 

lying. During your upkeep, remove the top creature card in your graveyard 
rom the game or bury Vultures. If Vultures is in your hand, you may discar 


it Play this ability os on instant. 3/2. spending life with Channel is 
Cloak of Confusion ( (Ce ¢@ 5H ina deci ki 
If target attacking creature is not blocked, you may have it deal no damage fot a casting decision, making 
and force the defending player to discard a card at random. ; Word of Command that much 
Clot Sliver SC ( oe f@ TM : 
¢ ach Sliver gains “2: Re vl le creature.” 1/1. ‘eH : more worthless. 
‘oercion coco SO J H 
ok at target opponent’s hand and make him discard a card of your choice. 
Coffin Queen SCR ove Oe TM 
You may choose not to untap Coffin Queen during your untap phase. ; 
@@ &: Put torget creature cord fom any graveyard into play under your : Demonic Consultation NS coo 6 (A: Enfeeblement fC C ee Se MG.TM 
control. Remove that creature from the game if Coffin Queen becomes ‘ Name a card and remove the top six cards of your library from the game. nchanted creature gets -2/-2. 
i untapped or if you lose control of Coffin Queen. 1/1. ; Remove cards from the top of your library from the game until you get to Erg Raiders SC CC eee AN,R, 4th, Sth 
| one M e ai Hy 6 Paes trey act i : 6 the aa You nomed. Add ” card ® your hand. fie BG Ray 4 fone - end of v if Erg Raiders don’t attack. 2/3. - 
| nchanted creature gets +1 /-1. Sacrifice Coils of the Medusa: Destroy al ° Demonic Hordes ecco 2 ERS AU, vil Eye of Orms-By-Gore oe £2 ot 
non-wall creatures ickn enchanted creature. : @: Destroy target land. Pay 44% 4 during upkeep or Hordes are tapped Your creatures may not attack, except for Evil Eye. Evil Eye may only be 
sd ic nder GrevenilVec SL R ee Sey TM id your opponent ch a d of to be destroyed. 5/5. locked by walls. 3/6. 
‘ommat i e : and your opponent chooses a land of yours to be destroyed. 5/5. locked by walls. 3/6. 
< When Fed dete Greven iHVec foes into oe a ee : Dente Torment 10d 4 oo oe i 6 bil ean ‘ EL oo 2 LULR, 4th, 5th 
cannot be blocked except by artifact creatures and black creatures. 7/5. arget creature deals no damage during combat and may not attack. arget land is now a basic swamp. 
Contagion Ks Ue See Al © Demonic Tutor SOR eocce 1 @ LU, Evincar’s Justice SOR C ee 222 TM 
You may pay 1 life and remove a black card in hand from the game to pay: Choose one card from your library and it fo your hand. : Buyback . Evincar’s Justice deals 2 damage to each creature and player. 
all 
Contagion’s cost. Put two -2/-1 counters on any numbers of creatures. Derelor SC Reco Be FE,Sth = Extinction SOR R eco me TM 
© Contract from Below SOR R eeeee LUR : Your black spells cost an additional #. 4/4. estroy all creatures of any creature type of your choice. 
[-*] i a your hand; draw an paid ante card piss cards. 7A > Desolation N eo POD VS Fallen, The SC eo LOBD K, CH 
orpse Dance coo @ i At the end of each tum, each player who tapped a land for mana during that —: uring your upkeep, The Fallen does 1 damage to every opponent it has 
juyback 2. Put the top creature card from your graveyard into play. That umn sacrifices o land. Ifo plains is sacrificed in this way, Desolation dedks 2 reviously damaged, 2/3. 
cate ; ste by Surana sickness this tum. Remove the creature: gaan to that plains’ con ie ‘ 7 ba Ange sa x ey ' eee ats 
. J " : Diabolic Edict coco 1S acrifice a creature: Fallen Angel gains +2/+1 until end of turn. 3/3. 
Comm Hot oe re ak oe feeee can : arget player sacrifices a creature. Fallen Askari SCC ee a 
imal is fess ay 7] uring upkeep oF Losmic riorror does / damage: Dirtwater Wirt SCC coe Ge NG lanking. Fallen Askari connot block. 2/2. 
Crypt chro yee SC - @@ MG: my walk. 4: +1/+0 an at tum. 1/3. i Fatal Blow é INS C ha e Ww 
P Hi " a : Diseased Vermin ooo 622% : ury target creature that was damaged this turn. 
oon tin afc ands nt backed (een rs Hi pobon come he ; uring your upkeep, deals one damage to one opponent it has previously: Fatal Lore SOR Re 29 Al 
¢: {pt Rats das X ine fo each creature and player. Spend only : maged hs a counter. If Vermin damages a player in combat, putan nigel ppt cae crows — au he mca bury up to 2 
lack mana in this way. 1/1. counter on it. 1/1. creatures that op f 
Cuombaij Witches SC coe he AN, CH: Disturbed Burial SOR ( seco 4m TM = Fear (eo Se L Rth A, 5 
mA player does 1 dernge to any target; you choose first. 1/3. ie : " na . Return target gence our aad to your hand. fe = tal hg or orffact aus may block forget ar. 
urse Artifact e 22 * Doomsday ecco PPE = Feast of the Unicorn 
Controller of target artifact must bury it during upkeep or lose 2 life. cay half your life, rounded up. Put your graveyard on top of your library, arget creature gets +4/+0. 
g ty g upkeep 
Cursed Land L ee See  LURAthSth en remove all but five cards of your library from the game. Put the rest on Feast or Famine INS U eee gap A 
Jo | damage to controller of target land during upkeep. : top of your library in any order. : ry target non-black, nor-artifact creature or put a Zombie token into play. 
Cyclopean Mummy ~ tS Aa 164th = Drain Life SOR ( cece a WUR 4H NG Sh reat this token as a 2/2 black creature. i, 
Remove Mummy from game if it goes to graveyard. 2/1. : Jo 1 damage to target for each 4% spent above casting cost. Gain 1 life for Feral Shadow sO Ce Be MW 
Dance of the Dead C oe 68S A each damage done. You cannot gain more life than target's current toughness. lying. 2/1. 
ring a creature from any graveyard into play on your side tapped and with q 


+1/+1. Creature does nof untap as normal. You must pay <&° 4. 
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Name Kind (CR Rating Cost 


Description 


Festering Evil N Yoo See 
During your upkeep, Festering Evil deals 1 damage to each creature and 
ae Sacrifice: Do 3 damage to each creature and player. 

Fetid Horror ( ( eo se 
®: +1/+1 until end of tum. Ya 


Fevered Convulsion ooo 6S ™ 
2%: Puta-1/-] counter on target creature. 

Fevered Strength S Co 2¢ Al 
nchanted reature gets +2/+0. Cantrip. 

Fledgling Djinn SC ( o €@ WL 
lyin Aang your upkeep, Djinn deals 1 damage to you. 2/2 

Flow of Hg ots SC Ree 2¢ iA 
CU: a. May not be blocked by non-wall creatures. 2/2 

Forbidden Crypt N Ree 3¢2 NG 
‘or each card you would draw, instead choose a card in your graveyard and 
ut it into your hand. If you cannot, you lose the game. When a card is put 
into your graveyard, remove it from the game. 

Forbidden Ritual SOR Ree 2¢2 vs 


Sacrifice a card in play: Target opponent loses 2 life unless he or she 
sacrifices a permanent or chooses and discards a card. You may repeat this 
cess as many times as you choose. 

Forsaken Wastes EW R ee Oe 

layers cannot gain life, During each player's voles that 

life. If Forsaken Wastes is the target of a successfully cost spell 
caster loses 5 life. 

Familiar SCi- C see 

May i ee %: Sacrifice 1 life to return Foul Familiar to its o 

and, 3/1. 

Frankenstein's Monster SCR oe see 
Remove X creatures from your goed from the game when 
Monster. For each creature removed from the game in this wo, 
Monster a permanent vai +1/+1, 0 +0/+2. 0/1 


Foul 


Frozen Shade ( oo 2¢ LR4m, Sth 
&:+1/+1 until end of tum. 0/1. 

Funeral Charm INS C eee @ ¥ 
Choose one—Target player chooses and discards a card; or tary 
+2/-1 until end A? 


tum; or target creature gains swampwolk unt e 

Funeral Marc EC OC se ree 

When target creature leaves play, that creature's controller must 
creature. Ignore this effect if he controls no other creatures 

Gallowbraid SL 
CU: Pay | life. Trample. 5/5. 

Gangrenous Zombies sc 
®: Sacrifice to deal 1 damage to each creature and player. Zombie 
2 damage if you control i" snow-covered swamps. 2/2 

Gate to Phyrexia NU eee 
Sacrifice a creature during your upkee| 

Gaze of Pain SOR ( eee £@ 

For each of your creatures that attacks and is not blocked, you may 
deal no moge to defending player this turn. If you do so, # iste 
damage equal to its power fo any target creature. 

Ghost Hounds SC ee 
Attackin 
blocked by white creature(s). 1/1. 

Ghosts of the Damned ( Eee 
®: Moke target creature - : until end of tum. 0/2 


R eee 


to destroy an artifact 


eS 


w 
a 


Giant Slu ( ee 1@ 

S: the Slug landwalk ability of your choice on your next tum. | 
Gloom N eee 2¢ 

White spells and white enchantment costs now require on ext S 


Glyph of Doom NS Ce = \6 


Creatures 
Grandmother Sengir 
4, @: Torget creature gets -1 /-1 until end of tum. 3/3 
Grave Robbers SCR ee Pee D 
@, ©: Remove an artifact in any ova from gome. Gams 2 if. 1/7 
Gravebane Zombie SC o 


locked by target wall cH destroyed after combat 
eo 


Gravebind | 2 
Target creature may not regenerate this turn. Contrip. 

Gravedigger x ( ee 3e 
When Gravedigger comes into play, you may return target creature car 
from your al to your hand. 2/2. 

Grave Servitude ECC eee : 
You may choose to play Grave Servitude as an instant; # y 
end of turn. Enchanted creature gets +3/-1 and is black 


Greater Werewolf SC Ce 4¢ i 
After combat, put a-0/-2 counter on all creatures that blocked werewolt 
ree R oe Se i6 
®, Poy 2 life: Draw a card. 
Guardian Beast SCR cece 


If untapped, prevents the stealing, destruction, or enchantme: 
creature artifacts. 2/4. 


Harbinger of Night SC Re 2Oe ME 
During your upkeep, mae counter on each creature. 2/3 

Hasran Ogress Ce &¢ ANC 
Pay when Hasran Ogress attacks or lose 2 life. 3/2 

Haunting Misery SOR ( e ree Wh 
Remove X creature cards in your graveyard from the game: Haunting Misery 
deals X damage to target player. 

Haunting Wind N Uo oe AQ 


Jo T damage to artifact’s controller each time an artifact in play is topped or i 


Ce 2¢ iG 
this card is so boring it makes us sleepy. 2/2 
HL 


its activation cost is paid. 
Headless Horseman SC 
Speaking of Sleepy Hollow, 
Headstone 
Remove target card in any 
Hecatomb 
Sactifice 
you control to have Hecatomb deal 1 damage to any target. 


NS Co €@ 
raveyard from the game. Cantrip. 
N R ee See 


Hell Swarm NS Ce 2 LG 


Make all creatures -1/-O until end of tun. 
Hellfire SOR R eee 


is the number of creatures placed in the graveyard. 


Re: Bann fac lative Enchantm orld 
fo jant Arti Lond Lond 
8 Ban Current ant Cr en 


ey 


Sets Found 


we 


: Ieequake 


: Imprison 
MG: #: Prevent target creature from attacking, blocking, or tapping. Imprison is 


> Imp 


Infernal 
Pay half your life, rounded up: Draw four cards. 

© Infernal Darkness i b 
H CU: & and | life. All mana-producing lands produce # instead of their 


22 oo 


see WL 


(* 2¢e¢ a 


ee a 


Ee AL 
loes not cause Ghost Hounds to tap. Gains first strike # blocking or 


LOR 4, Sih 
ae Hl 


32 Me 
If Zombie is put into eonre ie py, put it on top of owner's iteary. 3/2 
N ° 


it NG 


sf a 


Wa Sth 
four creatures when Hecatomb comes into play. @:Tapaswamp = 
© Jovial Evil 


Eee 1G 
Destroy all nor-black creatures. Hellfire does X+3 damage to you, where X 


Nome Kind CR Rating Cost Sets Foun 
Description 

Hell's Caretaker SCR eee Se LG, CH 
: ®: Soctifice a creature to a a creature in your graveyard into play. 1/1. 
© Hidden Horror C Ce Ww 
: When Horror comes into play, discard a creature card or bury Horror. 4/4. 
> Hoar Shade SC ( coe Ge 
: &: +1] /+1 until end of tum. 1/2. 
© Horror of Horrors EN cco SER 6 
: Sacrifice a swamp to regenerate o black creature. 
+ Howl from Beyond ( coo Se LUR 4th IA SI 


Torget creature gains +X/+0 until end of turn. 


i Hyalopterous Lemure C 
: @- Gains flying ond -1/-O until en 
© Hymn to Tourach SOR 


¢ 


Target player randomly discards two cards from his hond. 


; © Hypnotic Specter SC 
: Bi i 


Frying. 


Destroy o land. If it is a sno 


* thson’s Shade 


Protection from white. 5/5. 


destroyed if mana is not pai 
unt 


Buy 
contract 


normal mana. 


: eooce PSH 
ecter 
AR 


Ree 


R eee 


id. 
NS 


Pe 
k &. Target sa a this turn if able. 


R ecco SHOP 


R eee 


292 


ism 
WONDERS 


Infernal Denizen Sc 
During upkeep, you must sacrifice two swamps o 


joice. : bain control 
Infernal Harvest 


Return X swamps you control 


damage, divided any way, 
Infernal Medusa 


Re Tf 


of target creature. 5/7. 


SOR ( ooo Pe 
to owner's hand: Infernal Harvest deals X 


among any number of target creatures. 
Y cco 42 


Destroy all non-wall creatures a or blocked by Medusa. 2/4. 


* Infernal Tribute 
2, Soctifice o cord apt, 
© Initiates of the Ebon Han 


#: Add @ to your mono 
way in one tun. 1/1. 


: Inquisition 


Examine target player's ha 


Insidious Bookworms 


eccce SHS 


raw a card. 
SCC oe 


soR C ¢ ae 
nd. Do one damage for each white card. 
( Cee 


LUR,4t 
must discard a cord ot random, 2/2. 


Lee 
w-covered land, its controller takes 1 damage. 


4 ( Infernal Denizen becomes 
d, and target opponent may gain control of a creature you control of 


IA 


VS 


16 


FE,Sth 


ool. Bury Initiates if more than is spent this 


Ok 


® @- Target player discards a card at random. Use only when Bookworms 


is put into graveyard from 


Do 2 damage to opponent 


> Junin Efreet 
Flying. Pay 4 during u 
* Juzam Djinn s 


lay and only once. 1/1. 
ts ue : 


i Irini Sengir Zee 
: Ail white and green enchantments cost an extra @ to cast. 2/2. 
SOR R ee 2 


for each white creature he controls. 

SC U ere ee 

keep or Junin Efteet is destroyed. 3/3. 
(CR ecece QRH 


Juzam Djinn deals 1 damage to you during your upkeep. 5/5. 


HL 
1G 
AN, 4th 


: Kaervek’s Hex SOR U ee 


H Keeper of Tresserhorn 


® Kezzerdrix 


H Koskun Falls EW OR 


: Krovikan Elementalist 


: Krovikan Fetish 


i Krovikan Horror sc Re 


: Krovikan Plague EC ° e 


i Krovikan Vampire SC oo §6p8 SD 


: Lich 


 Lim-Dil's Cohort 


H Lim-Dal’s Hex 


: lim-Dal's High Guard: = SC 


( coo PhS Al 
: inst strike. “4: Regenerate. 2/1. 
H ty Death SOR R ee See iM 
: et aside all creature cards in all graveyards. Then, put each creature that is 


© Lord of the Pit SC 


+ Minion of Leshrac 


Nome Kind CR Rating — Cost Sets Found 


lescription 


Se MG 
Kaervek’s Hex deals 1 damage to each nor-black creature and an additional 
damage to each green creature. 


i Kaervek’s Spite INS R ee 


Pe 
Sacrifice all permanents, Discard your hand: Target player loses 5 life. 
R eco 8 
Keeper attacks and is not blocked, it deals no damage to defending player 
is tun and that player loses two li 3 
SC oR oe See TM 
inst strike. During your upkeep, if i aaa control no creatures, 


: _ Kezzerdrix deals 4 damage to you. 4/4. 
: Khabal Ghoul SCR ee Be AN 
: Gets a +1 /+1 token at end of tum for each creature that was destroyed 
A that tum. 1/1. 
: Kjeldoran Dea SC ( ceo & 1A,Sth 
: You must sactfice a creature when Kjeldoran Dead comes into play. 
: %: Regenerate. 3/1. 
Knight of Dusk ooo =6PSE ™ 
© 4%: Destroy target creature blocking Knight of Dusk. 2/2. 
© Knights of Stromgald ( core SS 1A,5th 
H Protection from white. 484: +1/+0. 4: First strike. 2/1. 
ee 2EQ HL 


During your upkeep, tap target creature you control or bury Koshkun Falls. 
No creature can attack you unless its controller pays an ‘additional e 
whenever the creature attacks. 
sc oo 6D IA 
2 @: Give a creature +1/+0 until end of turn, @®: Give a creature you 
control flying until end of turn. Bury that creature at end of turn. 1/1. 
(eo Se 1A,5th 


3e Al 
At the end of any turn, if Krovikan Horror is in your graveyard with a 

summon card directly above it, you may put Krovikan Horror into your hand. 
a: Sacrifice o creature to have Krovikan Horror dead one damage to target 
creature or player. 2/2. z 


& 
Play on a non-wall creature you control. @:: Tap enchanted creature to have 
0 target creature or player. Put a-0/- 


Target creature gets +1 /+1. Cantrip. 


Krovikan Plague deal one cami 
counter on enchanted creature. Cantrip. 
IA 
If 0 creature 


ies during turn in which Krovikan Vampire damaged it, itis 


put into ply under your control. Bury the creature if Krovikan Vampire 

: leaves play or your control. 3/3. ; : 

= Leeching Lici cco £@ M 

‘ -@ @> Leeching Licid loses this ability and becomes a creature enchantment 
that reads “During the upkeep of enchanted creature’s controller, Leechin 
Licid deals 1 damage to that player” instead of a creature. Move Leechin 

: Licid onto target creature. You may pay 4 to end this effect. 1/1. 

: Legions of Lim-Dul sc Ce 6 6&ee IA 

: Snow-covered swampwalk. 2/3. 

+ Leshrac’s Rite EC o 6S 1A5t 

: Give target creature swampwalk. 

2 Leshrac’s Sigil EN oo 6S IA 

: %: Whenever an opponent successfully casts a green spell, look at that 
a hand ond discard a card from that hand of your choice. 4: 

: tun Leshrac’s Sigil to owner's hand. 

: Lesser Werewolf SC coo 83S \G 

!  @&: Give Werewolf -1/-0 until end of tun. Put a-0/-1 counter on creatures 


locking or blocked by Werewolf. Lesser Werewolf’s power may not be 

reduced below 0 using this ability. 2/4. 

NR ee SREP | 

lamage you take, bury one permanent you 

raw o card. If Lich leaves play you lose. 
(eo 


Creatures blocking or b! ba by Cohort cannot regenerate. 2/3. 
12 


ose all life. For each point of 
control. For every point imu pain, 


keep, Hex does 1 damage to all players. Each player may pay 


uring your u y 
event the damage to himself. 


® of 8 to 


in play into i 


owner's graveyard. Then, put eac 
this way into play un 


I creature card set aside in 
ler its owner's control. 


R ee amee LURKS 
lying, trample. During your iki sacrifice a creature other than Lord of 


the Pit or Lord of the Pit does 7 damage to you. 7/7. 

Lost Soul ( Ce Pe LG, 4th,Sth 
Swampwalk. 2/1. 

Maddening Imp SCR ee 


22 M 
lying. @: All non-Wall creatures target opponent controls attack this turn if 
able. At end of turn, destroy each of those creatures that did not attack. Use 
this ability only during target opponent's turn ond only before combat. 1/1. 
Marsh Gas INS C @ c DK,4th 
Make all creatures -2/-O until end of turn. 

Marsh Lurker (eo Se 
Sactifice a swamp: Marsh Lurker cannot be blocked this turn except by 
artifact creatures ond black creatures. 3/2. 


Mind Ravel SOR ( © 8 2@@ 1A,5th 
‘arget player must discard card. Draw a card ot the beginning of the next 
wurn’'s upkeep. 

© Mind Twist SOR R eevee SH LUR4th 

Poponent must randomly discard X cards from his hand. 
Mind War ooo 863% 1A,Sth 


Pp 
ook at a player’s hand and make 
Mind Whip Re 8 
wing target creature’s controller's upkeep, Mind Whip 
that pl yer ond taps the creature if he does not pay 
whip Sliver ¢ oo §6 M 
Each Sliver gains “2, Sacrifice this creature: Target player discards a card at 
fandom. Play this ability as a ane 2fz, 

ee Tee FE,Sth 


Mindstab Th 
ou may have it deal no damage and 


stab Thrull 
If Thrull attacks and is not blocked, 
iscard three cards. 2/2. 
R cco 42 A 


sacrifice it to force the defender to 
rotection from black. During upkeep, sacrifice a creature of Minion does 5 
damage to you and taps. @: Destroy a creature or land. 5/5. 


im discard X sats of your choice. 
loes 2 damage to 


Mi 


=] 
B. 


Ss 
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Name Kind CR Rating Cost Sets Found 


Description 
Minion of Tevesh Scat «= SC_———«R oe SS IA 


Pay 4% during upkeep or take 2 damage. #: Give target creature 
+3/-2 until end of tum. 4/4. 
Hinion of the Wastes SC 
Tromple. When you play Minion of the Wastes, pay any amount of life. 
Minion has power and toughness each equal fo that amount. */*. 
Mire Shade 
®, Sactifice a swamp: Put a +1/+1 counter on Mire Shade. 1/1. 
Mischievous Poltergeist Yeo 2H 


Flying. Pay 1 life: Regenerate. 1/1. H Ph i m ; 
Misinformation NS “ee @ Al i Phyrexian Boon OSG yi i 
: As long as enchanted creature is black, it get +2/+1; otherwise it gets ‘i : 

PP hate 5 from an o| net 5 graveyard on i of his library in ony one Phyrexian Gremlins SC ee Bh 


Sacrifice 2 swamps when casting Hold Demon or ry it. 6/6. 

Mole Worms sco Ue 6B me IA,5t 
®: Top a land. As long as Worms remain tapped, that land does not untap 
as normal. You may cl en untap Worms. 1/1. 


Moor Fiend ( (we Se A 
Swampwalk. 3/3. 

Morinfen SLR eee =H eH W 
Flying. CU: 1 life. 5/4. 

Murk Has sc Se DK, 4th, St 


If Murk Dwellers attack and is not blocked, it gains 5/40. 2/2. 


i Odylic Wraith 


: Order of the Ebon Hand == SC 


: Paralyze ( ooo & 


= Pestilence 
Re S38ee ™ 
+ Pestilence Rats 
pe 4 MG 


i Pillar Tombs of Aku 


Name Kind Sets Found 


Description 


CR Rating — Cost 


SCY ee BH 
Swampwalk. If Odylic Wraith damages any player, that player chooses rH 
discards a card. 2/2. 


( cove pe Fl 
i Protection from siete +1/+0. &: First strike. 2/1. 
5 Oubliette ( eco 1ee AN 
: Place target creature out of iq If Oubliette leaves play, creature returns tapped. : 
{Painful Memories SOR UY coo sha NG 


Look at target opponent’s hand and put onecard on top of his or her library. 

C LUR 4th, St 
Top target creature. Target creature doesn’t untap as normal. Creature’s 
controller may spend > to untap during upkeep. 


Parish SOR U see Om mH i 


Destroy all green creatures. Those creatures cannot be regenerated this turn. 

N ( eee 2 LUR, 4th, St 
®: Do 1 damage to each creature a all players. Bury Pestilence if there 
are no creatures in play at " end of any turn. 


( ee 2e A 
ea the number of se Rats in play. */3. 
£ Phantasmal Fiend SCC coe om Al 


%: +1/-1 until end of turn. @ 
until end of turn. 1/5. 


‘@: Switch Fiend’s power and toughness 


®: Top an artifact. As long as Gremlins are fone, that artifact does a 
untap as normal, You may choose not to untap Gremlins. 1/1. 


: Phyrexian Tribute SOR R # 2e 


Sacrifice two creatures: = iat niet artifact. 


During each player’s upkeep, that player sacrifices a creature, or that player 
loses 5 life and you bury il Tams of A. 

Hing Pit Imp gets +1 /+0 ul sal of tum. You connot spend more 
than #4 in this way each turn. 0/1. 


KILLED COMBOS 


| During your upkeep, for each land 
target player controls in excess of 
the number of lands you control, 
target land he or she controls phases 
out, Repeat this process for artifacts 
and then for creatures. 


Nameless Race 
Trample. Sactifice * life when casting Nameless Race, where * is at most 
the total number of white cards all your opponents have in play and in their 
graveyards. */* 


Necratog : SC ooo 6 SD WL : 


Remove the top creature card in your graveyard from the game: +2/+2 

until end of tun. 1/2. 
Necrite Sc. iC 
ff Necrite attacks and isn’t blocked, you may have it deal no damage and 
sactifce it to bury a torget creature controlled by the eal player. Ne 
Necromancy EN coo 2 
You may play Necromancy as an instant; if you do, bury it at end of ‘m 
When you play Necromancy, choose a creature in your grave-yard. When 
Necromancy comes into py put that creature into play as though just 

layed and Necromancy becomes an enchantment that targets the creature. 

If Necromancy leaves play, bury the creature. 


Necropotence il R ecco SEP IASth 
Skip your draw phase. 2: Pay 1 life to set aside the top card of your 
library. Add it to your hand at te stort of your next discard phase. : 
Necrosavant SC R eee SRee VS 3 


&@®, Socrfice o creature: Put Necrosavant into play. Use this ails 
only during your upkeep and only if Necrosavant is in your graveyard. Sf 
Nekrataal SC ecco 2H VS 
irst strike. When Nekrataal comes into play, bury target nonartifact, 


nonblack creature, 2/ : ng a creature from your gee ite into your hand. : 
Nether Shadow SCR ee BH LU,R,4th Sth = Rats of Ratt _ te TM : 
f three creatures are above Shadow in graveyard, it con retuin to play : _ %: Destroy target artifact, creature, or ind you control. 2/1. : 
during controller's upkeep. affected by summoning sickness. 1/1. Ravenous Vampire SC coo 832 MG = 
Nether Void R eccce Oe IG: Ving. During your upkeep, sacrifice a non-artifact creature and put a 
i All spells are countere anes ee ler spends an additional <3. LUR : + i) sou on aie fap amie: 3/3. i 
ettling Imp coo 68S + Razertootl ee 2e : 
Ci rget non-wall creature must attack or Die! |! at end of turn. UA =~ Cannot be blocked except by artifact creatures and black creatures. 2/1. 
Nightmare SCR eee R4th,Sth = Reanimate SOR ooo ™ 
ting Power and toughness equal number of sags controll has. Ti iat ut target creature cord fen any graveyard into pay under your control. 
hecra as get #2 13 silent ‘um 3 ie life equal to that creature’s total costing cost. z 
Norritt SCC oe em A “a aan nonblack -..5 Lose sii ie, — a 
©: Untap a blue creature. &: Opponent’s target non-wall creature must == f . : 
attack or fe destroyed at end of tun. 1/ 7 ra of Terror SOR solid MG 
Oath of Lim-Dil i OR eee gm ae ry all white or green creatures. Lose 2 Tite for each creature. : 


For each point of damage you take or life you lose, sacrifice one of your 
permanents or discard o card from your hand. #4: Draw a card. 


130 INQUEST 36 


Ree oe OK i 
i Plague Rats 


1288 Fe sth 


Pit Scorpion Sc Ce @e 
If Scorpion damages opponath opponent gets | posin A ] /. 
2S 


Power and toughness equal number of Plague Rats i in play. */*. 


Pox SOR R eee SH WASth = 


Each player sacrifices 1/3 of their life; then iy must discard 1/3 of the 
cards in their hand; then they must sacrifice 1 /3 of their creatures; finally 
they must sacrifice 1//3 of their lands. Round each loss up. 


: Priest of Yawgmoth sc Ce £e AQ : 
i @: Sacrifice an artifact and add # equal its cost to your mana pool. 1/2 
£ Purraj of Urbor SLR eee) eH 
z Fist strike when attacking. 4: Puta Hl counter on Purrgj. Use only 
when a black spell is cast and only once for each spell. 2/3. : 
Python SCC fe Lee WS 3 
= Quagmire EN ° oe iG: 
: ets with swampwalk may be blocked as normal. : 
Rag Man SC Ree Bee K,4th,Sth = 


&%%, ©: Examine opponent's hand. Opponent must randomly ‘discard 
a creature, if ony are in ee 2/I. 


£ Rain of Tears ooo 86 OS ™ 
H jestroy target land. 
: Raise Dea SOR ( eee UR 4th, Sth = 


: Resless Dead SCC ee MG Stench of Decay NS) Ce 


&- Regenerate Restless Dead. 1/ 


i Royal Assassin 
: Sacrifice 


: Sadistic Glee 


H Screeching Harpy SC eo 


: Sengir Autocrat 
i Sengir Bats SC 
coo §6809 VS: 


: : Sengir Vampire SC coco 
= Pit Imp SC ® ™ : 


Sewer Rats 
Shadow Guildmage SC 
= Sl 
: Shallow Grave INS 
: Shattered Crypt SOR ( ee 


: Shauku, Endbringer 


i Shimian Night Stalker SCY ee She 16, C 


, & Redirect damage done to you by an aching creature to Stoker. 4/4. 
Simulacrum INS U eee ap LU, 4tt 
: Redirect oll damage done ‘ you this turn fo one of your creatures. 
:  Sinkhole SOR ( eee Be Y 
: Destroy a land. 
£ Skulking Ghost SCC eee 


Skyshroud Vampire 


: Soldevi Adnate 
16,4th,5th 


CURA, : 


© Soul Exchange 


om 
= Soul Ren 


= Soulshriek 


2 Spoils of War SOR 


Name Kind CR Rating Cost Sets Found 
Description 
: Ritual of the Machine SOR R ecee Bee Al 
j Sactfice a creature to gain control of a non-black, non-artifact — 
R eve POE LUR 4th 


©: Destroy any tapped creature. 1/1. 
MS i( ° ® LUR 
Sacrifice a creature to get 7 equal to that creature’s casting cost. 


Whenever any creature is put into any miler from play, puta +1/+1 
counter on enchanted creature. 


: Sarcomanc IN Ree ® TM 


When cai comes into play, put a Zombie Token into play. Treat this 
token as 0 2/2 black creature. During your upkeep, if there are no’ Zombies 
in play, Sarcomancy deals 1 damage to you. 


ie os SC ° 2S LULR 4th, Sth 
: In7711... 
: Sie ing Ghoul SC oo 6 LU,R 4th 


At the end of tum, add a counter for each other creature placed in the 
graveyard that tum. Discord a counter to regenerate Ghoul. 2/2. 

222 TM 
Fin. a: Regenerate Screeching Harpy. 2/2. 


i Season of the Witch NOR SRE OK 


At end of each player's turn, bury al onteppd creatures that could have 

attacked but didn’t. Pay 2 life during upkeep or Season is destroyed. 
Seizures C Cee Ge 

When target creature becomes tapped, that creature’s controller must pay 

3 or Seizures penne to him. 

SC Ree &@ HL 5th 

hen Autocrat into play, put 3 smurf tokens ito er Smurf these as 0/1 
lack creatures. If Autocrat smurfs p lay, snuff your smurfs. 2/2. 

Lee HL 
lying. For each creature put into the give ard in the same turn that it was 
damaged by Bats, Bats receive +1 /+ on 

BP® LUR,4th 


lying. For each creature put into the graveyard i us yi same turn that it wos 
iad by Vampire, Vampire teens +1/41.4 

Servant of Volrath a e oe ™ 
f Servant of Volrath leaves play, svi a creature. 3/3. 


i Sewars of Estark INS R oo 29h 


PI 
target creature is attacking, it may not be blocked until end of turn. If it is 
locking, it deals no damage and i es no damage. 

x ooo NG 
#, Poy | life: +1/+0 until end f turn. You cannot spend more than 
$B in this way each tun. 1/1. 
( eo & MG 
® &: Put target creature you control on top of owner's library. @ ae: 
dammit p any pes and 1 damage to you. 1 / 1. 


Guildmage deals 1 


adow Rider 292 
lonking. 3/3. 
R cece pe NG 


ut top creature from your graveyard in play. Creature is unaffected by sum- 
moning sickness and is removed from game at end of any turn. 


OP 
Return X creatures from your are to your hand and lose X life. 
oo PP 
Flying. Shauku cannot attack if there is another creature in play. During your 
upkeep, lose 3 life. #; Remove target creature from the game and put a 
+1/+1 counter on Shauku. 5/5. 


£2 
Flying. If Ghost is the target of a spell or effect, bury Ghost. 2/1. 
Y ce See 
Flying. Discard a creature a tomeeg gets one until end of turn. af 
re 


@: Sacrifice a black or artifact creature to add an amount of 4 equal * 
that creature’s casting cost to your mana pool. 1/2. 


= Songs of the Damned NS C eo @ IA 
dd to your mana pool for every creature in your pineyat 

5 Sorceress Queen (  R ecco pepe — ANR Ath, Sth 

: &: Target creature becomes ih unten end of tum. 1/1. 

= Soul Burn Sor C 22 IA 


Jo one damage to any target for each Py of @ spent above the casting 
cost. Gain one life for each spent in this way. 
s Y coo Se FE 
Reriove a creature from the a to put a creature from your grave-yard in 
lay. Add a +2/+2 counter if you sacrificed a Thrull. 
4 


: Soul Kiss C (eee 


&: Poy one life to give enchanted creature +2/+2 until end of turn. You 
ay spend no more than 44 in this way each turn. 
S Yeo ae NG 


( ec & NG 
jarget creature you control gets +*/+0 until end of turn, where * is the 
number of creature in Peat Bury creature at end of turn. 


ury target white creature. Cantrip. 
N 


: Souldrinker ( Yeo Bm ™ 

: ay 3 life: Put a +1/+1 counter on Souldrinker. 2/2. 

= Spinal Graft C (Ce oe TM 
nchanted creature gets +3/+3. If enchanted creature is the target of a 


spell or ability, destroy the creature. Creature cannot regenerate this turn. 


: Spinning Darkness S ( eee 4p 


You may remove the top 3 black cards in your graveyard from game instead 


: of p paving cas casting cost. Do 3 damage to target nonblack creature. Gain 3 life. 
= Spirit of the Night S coo OSSE MG 
i ying, trample, protection from black. First strike when attacking. Spirit of 
: ol Hi is unaffected by summoning sickness. 6/5. 

: Spit Sh ackle C Yo se L6,4th 
5 ut a -0/-2 counter on target creature every time it taps. 

2 Spoils of Evil NT R ceo Bm A 


Add one colorless mana to your mana pool and gain 1 life for each artifact 
of creature in target opponent's graveyard. 

R eco XH IA 
ut X +1/+1 counter on any number of creatures. X is equal to the number 
of creatures and artifacts in target opponent's graveyard. 

Lee Al 
All nana creatures get-1/-1 until end of turn. 


Nome Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found 


Description lescription Description 

Stench of Evi SOR U eee Bee A Wall of Putrid Flesh sc Ue oe LG = Acid Rain SOR R eee B@ 6 
jestroy all plains. Each oe takes one damage for each plains he loses rotection from white. Damage done to Wall of Putrid Flesh by enchanted ==: estroy all forests in play. 
this way, but may pay :@ for each point he wishes to prevent. creatures is reduced to 0. if : Ather Storm EN U ce Be HL,Sth 

Stone-Throwing Devils (ee 2 AN = Wal of Shadows ( co 86m LG,CH : — Nosummon spells may be cast. Anyone me may pay 4 life to bury Storm, 

First strike. 1/1. : Jamage done to Wall by creatures it blocks is reduced to 0. Wall of ‘Air Elemental SC UU coe) Swe LU R Ath Sth 

Strands of Night EN Yoo 2e¢ WL Shadows may not be targeted by ies fgeting only walls. 0/1. i lying. 4/4. 
®® Pay 2 life, Sacrifice a swamp: Put target creature cord from your Wal of Tombstones sc re LG : Amnesia SOR U core Seee K 
roveyar into play. : *=the number of creatures in your perro 0/ I. : ook at tor a get itis s hand. eet discards all non-and cards. 

Stromgald Cabal SC R eee £22 A5th : ia Artifact EA LU,R,4th,5th = Ancestral Kno e coco PO WL 
&: He life to counter a white se 2/2. : damage to target ortifact’s controller iio “i : CU; a. When Ancestral Krieg comes into play; look at the top ten 
“8 ald Spy oo §83¢ Al: Wave “f Terror N Reo Be WL =: cards of your library, then remove any number of them from the game and 
If Spy attacks and is not blocked, you may have it deal no damage fomoke : CU: @. At the end of your upkeep, bury each creature with casting cost =: ut the rest back on top g td library in ony order. If Ancestral Knowledge 

lefending player play with his hand face up on the toble. 2/4 : equal to Wave of Terror’s last paid cumulative upkeep. 3 leaves play, shuffle your libra 

Stupor SOR | eee 2 NG: Weakness C ( ce @ LU,R,4th,Sth : Ancestral Memories sor R eo 2eee MG 
Opponent discards a card at random, then chooses and discards a cord. : Torget creature loses -2/-1. : ook at the top seven e. of your library. Put two of those cards into your 

Suq’Ata Assassin sc OU ee tee VS : Wicked Reward NS C eo gm VS : jand and the rest into your prot 
Assassin cannot be blocked except by artifact or black creatures. ff Assassin : —— Soctfice a creature: Target creature gets +4/+2 until end of turn. : © Ancestral Recall INS R eccee @ E 
attacks and is not blocked, defending ployer wn a — counter. 1/1 = Will-0’-The-Wis ve SC  R coco @ LUR 4th = ‘arget player draws 3 cards. 

Swamp Mosquito sc ¢ Al we #®- Regenerate WilLO’-The-Wisp. 0/1. ! Animate Artifact fA Ue &@ LU,R,4tt 
lying. If Mosquito is not blocked, dimde gets * ae counter. O/L : aos | Boon NT UY ceo ge MG: arget non-creature artifact becomes an artifact creature with power and 

Syphon oul SOR ( ee 2¢e 1G ba life: Counter target summon spell. = toughness equaling its casting cost; target retains original abilities. 
lo 2 damage to all players except caster. Gain life equal to total damage dealt : —— Wes N U coo gem IA: Anti-Magic Aura et coo 626 65th 

Tainted Specter SC Ree 3 MG 10 | damage to all creatures and players. You cannot spend more #@ =: estroy all enchantments on ‘a creature. Enchant creature cannot be 
Flying. 44%, @: Target chooses a card from his hand ond then either than the number of snow-covered swamps you control. Destroy if there are © £ —_targeted by any other instants, sorceries, or enchantments. 
discards it or puts it on top of his library. If it is discarded : no creatures in play at end of tum. = Apathy EC eo 6 Wi 
damage to each creature an hi "Pay as a sorcery. : Word of Binding SOR ( eco HH OK,4th = nichanted creature does not untap during its controller's untap phase. 

Takklemaggot C ee 2e¢ i6,(H : Top X creatures. : uring the upkeep of enchanted creature's controller, that player may 

ive target a-0/-1 counter iy controller's upkeep. if creature dies = Word of Command NS Reo sea LU + discard a card ot random to untap that creature. 
controller chooses o new target. If no target, Tai pt becomes on : Play any cord from opponent’s hand using his available lands. = Apprentice Wizard cS Ceo See K,4th 
enchantment and does 1 damage during upkeep to its lest controller © Worms of the Earth IN Re 2ReP IK : — @, @: Add to your mana pool. 0/1. 

Tar Pit Warrior SC C oe 2¢ S No new lond may be put into play. i any upkeep, any player may : Arcane Denial INT ( ecoe G@ N 
f Tar Pit Warrior is the target of a el or effect, bury Wamior. 3/4 : destroy Worms by sacrificing 2 lands or 5 life : Counter ey spell. That spell’s caster may draw up to two cards at the 

Tendrils of Despair SOR C ? we: : eginning of the next turn. Cantrip. 

Sacrifice o creature: Target opponent ie ond discards two cords. = Argivian Restoration SOR UV © @éee Wi 

Terror ( ecco £¢ LUR 4h Sth : Put target artifact card from your graveyard into 

jury target creature. Cannot target black or artifact creatures. *  Amjlot’s Ascent IN C ee ¢@@ A 

Thrull Champion SC Re 4¢e FE S CU: @. : Target creature ins ying until end of turn. 

All Thrulls gel +1/+1. @: Toke control of target Thrull. When Theul : Avizoa sc R se W 
Champion leaves your control or play, you lose control of . 2/2 i sig ge Skip your next untap ox ang gets +2/+2 until end of turn. 

Thrull Retainer C ooo 6S i is ability only once each tum. 2/2. 

Give target +1 /+1. Sactifice Retainer to — the ceature. : Awesome Presence fi (Ce @ Al 

Thrull Wizard sc 22 FE ? Enchanted creature can’t be blocked unless defending player pays an 
4: Counter black spell unless distor pays on oddifionl 2 or @_ 1/7 = additional <3° for each creature assigned to block it. 

© Timmerian Fiends so Re bee i | + Azimaet Drake SC o« 2¢ G 
%&, Socifice Timmerion Fiends: Bury target o SOU on i Flying. @: +1/+0 until end of turn. You cannot spend more than @ in 

ut it in your graveyard, Put Timmerian Fiends into his veyerd. Ths i this way each tum. 1/3. 
fet Opponent may ante on additional cord te coumtes hs 3 seal pr SC coe 36 L6,CH, Stk 
effect. : i lying. 2/4. 

Tombstone Stairwell W Ree 2e¢ MG Backfire EC « 16,41 
Cumulative inetd @%. During each ah 's upkeep, b 2 £ : For each pat of damage done you take fa target creature, Backfire does 
token for each creature in his graveyard. These tokens ar o : eg damage to creature's controller. 
ures that are unaffected by summoning sickness and count os Zombies = Baki’s Cu SOR R @ 266 H 

Jury tokens at the end of any tum. i Do 2 AAT to each creature for each e enchantment on that creature. 
Torture id Co HS : Balduvian Conjurer sc re 
4B: Place a -1/-1 token on creature Torture enchants @: Tum o snow-covered lan ito02/2 creature until end of turn. 0/2. 
Touch of Darkness NS ° 2 16 = Balduvion Shaman SC eo 
Change the color of one or more creatures to black until end of tum. : ®: Change the text of a white enchantment you control that doesn’t have 
Touch of Death SOR ( « 2@ Sh a cumulative upkeep by switching one color word with another. That 
lo | damage to any player and gain 1 life. Contrip. = enchantment now has CU: <. 1/1. 

Tourach’s Chant N - £22 FE : Bay Falcon SC ( - £@ NG 
Jo 3 damage to any player who puts a forest into play withou® suming = 3 kl jacking does not cause Bay Falcon to tap. 1/1. 
-1/-1 counter on a creature he controls. : Bazaar of Wonders EW R ecco See MG 


Remove all graveyards from the game. Whenever a spell is played, counter 
it ifacard with the some name is in play ®r in any graveyard. 

: Benthic Behemoth SC R eee See T™ 
: slandwalk. 7/6. 


Tourach’s Gate Re Lee 
Sacrifice o Thrull fo put three time counters on land. Remove © counter 
luring upkeep, burying Gate when there it has no time countess. @- Tap 


land to give all your attacking creatures +2/-1 until end of tum t 
Transmutation Ns ( oo ¢¢ i6, Hi : Benthic Explorers SC oo 6 8e Al 
arget creature’s power and toughness are switched until end of tum : @: Untap target tapped land an opponent controls to add one mana of any 
Uncle Istvan SC ee reece D4 type that land produces to your mana pool. 2/4 


All ss done to Uncle Istvan by creatures is reduced to zen. 1/3 i Betrayal C (ce VS 


° leaves Dreams N eocoe SES 16 H lay only on a creature an opponent controls. If enchanted creature becomes 
damage to opponent for each card he draws. : tapped, draw a card. 
Unholy Strengil (oo 6S LUR 4h 5th £ Binding Grasp C coe Bie 1A,5th 
arget creature gains +2/+1. : ay < @ during upkeep or bury Binding Grasp. Gain control of target 
Urborg Justice NS Reo ee WL creature, which gains +0/+1. 
larget opponent buries a number of creatures he or she controls equal t the Blue Elemental Blast NT ( eco @ LUR,4th 
number of creatures put into een from pays 0 for thes tom : Counter a red spell being cast or destroy a red card in play. 
Urborg Mindsucker sc 2e ¥S Boomerang NS ( seo @e LG,CH, IMG, 5th 
®, Soctifice Urborg Mindsucker: hie opponent discards o card ot Return target permanent to owner's hand. 
random. Play this ability as a sorcery. 2, 2/1 H : © Braingeyser SOR R ecco X@@ LUR 
Urborg Panther sc oC Be 22 WG = Wretched, The Reo 69@e 16,CH,Sth : jarget player must draw X cards. 
®, Sactifice Panther: Destroy target creature blocking Ponther. Secrifice : After combat, toke control all creatures blocking The bie Lose + Brainstorm NS ( coo @ 1A,5th 
Feral Shadow, Breathstealer, and Urborg Panther: Search your lenry for: _ control of such creatures if Wretched leaves play or your control. 2/5. : raw three cards, then put any two cards from your hand on top of your 
Spirit of the Night and put it into play as though it were just ployed. 2/2.  :  Xenic Poltergeist SCR sce =e AQ 4th,Sth : ibrary in any order. 
Urborg Stalker SC Ree ee WL =  @: Tum target non-creature artifact into an artifact creature with both power : Breath of Dreams N oc 6266¢ A 
During each upkeep, if that player controls any nor-land permenents that: -—«—_and toughness equal to its casting cost and with its original abilfies. This CU: @. Green creatures require an additional CU: a. 
are not black, Stalker deals f droge to thot player. 2/4 : effect asts until your next upkeep. 1/1. : Breezekeeper 4 ( ee 3@ VS 
Vampire Bats cs Co @¢ 164th 5th: -_ Demon sc Re eee AQ: lying, phasing. 4/4. 
lying. 4: Give Bats +1 /+0 until end of turn. Only #24 may be spent: ing, first strike. During your upkeep, sacrifice one of your artifacts or H Bring e 2e€ 
this way per tun. 0/1. = _  Yowgmoth Demon taps 7 is | mane to you. 6/6. i Brine Hag goes to the graveyard, all creatures that dealt damage to Ha 
Vampiric Tutor INS R eooo @ VS 2 Zombie Master Re fi haist that turn become 0/2. 2/2 
ay 2 life: Search your library for any one card. Shuffle your library, then put : _ All zombies in play gain sk a may regenerate for 4. 2/3. : Browse EN Cee Tt Nl 
that card on top of your library. = Zombie Mob sc ooo §=62229 MG: @@@: Look ot the top five cards of jor library and put one of them into 
Vampirism f Ue oe VS = Comes into play with one +1/+1 nee for each summon card in your = -~—_-your hand. Remove the remaining four from the game. 
chanted creature gets +1 aa: for each other creature you control. All : yaveyard. Remove all of those cards from the game. 2/0. : Capsize INS ( eee 2 @@ MM 
other creatures you control get - Va ]. Conttip. = Lombie Scavengers SC C eee Be WL uyback #. Return target permanent fo owner’s hand. 
Veldrane of Sengir { oe 522 HL Remove top card in your graveyard from the game: Regenerate. 3/1. Cerulean Wyvern Ma ooo 8 MG 
POP: Viltone gets ak and -3/-0. 5/5 lying, protection from green. 3/3. 
Wake of Vultures cs Ceo 3e Vs Chain Stasis INS Reo @ L 
Flying. 4:4, Sacrifice o creature: Regenerate Wake of Vultures. 3/1 ap of untap target creature. Controller of target creature may pay <2 4 to 
Walking ead SCC eo) 6e juction (CU ee = 2ee W jave Chain Stasis tap or untap another target creature. 
@®: Regenerate Walking Dead. 1/1. Intop enchanted creature. Gain control of enchanted creature. If creature is chill EN coo 8 @ M 
Wall af Bone SC Ue 28 LU,R 4th, Sth put into any graveyard, ia is creature into play under its owner's control. Red spells cost an additional @ to play. 
: Regenerate Wall of Bone. 1/4. jure Ce © Ww Chronatog SCR oe is 
Wall a Corpses cS Coe ee NG Sacrifice a blue ao. Canine spell. Skip your next turn: Chronatog gets +3/+3 until end of turn. Use this ability 


Sacrifice Wall: Destroy target creature blocked by Wall. 0/2. only once each tum. 1/2. 


Bann lative ioe et orld 
if ant Arti ibe? Lond 
Current ant Cr 
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» 
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a 


GIC : 
RY Gathering? 


? Dream Coat ct Ue @ \G 
; ; Hash 


2 Flight ( (. © LUR4th, Sth 
Ue 268 VS : 


Name Kind 


CR Roting — Cost 
Description 
Cairvoyance INS C€ eo @ IA i 


Look at tue player’s hand, Draw a card at beginning of next turn. 
Cloak of Invisibility ECC eee 

Enchanted creature gains phasing and can only be blocked by Walls. 
lone SC U eee Se 


Clone acquires all characteristics, including color, of target creature. */*. 
ud Djinn sc OU ee & WL 
Flying. Cloud Djinn cari block only creatures with flying. 5/4. 
loud Elemental SCC ee 26 VS 
Flying. Cloud Elemental can block only creatures with tying 2/3. : 
Control Magic ECU core Oe LUR 4th = 


Gain control of target creature as long as Control Magic remains on creature. 


© Copy Artifact N , 
Duplicate any artifact in play. Treat as both an enchantment ond an artifact. 

Coral Fighters ( 

f Fighters attacks and is not blocked, look at top card of defender's library. 

You may put that card on the bottom of the library. 1/1. 

Coral Reef NC ee « 


a +0/+] counter on a blue creature you control. Remove | pol 
Counterspell 
Counter target spell as it is being cast. 


Creature Bon ( ee £6 LUR,4t 
f target creature goes to the graveyard, do damage equaling creature's 
toughness to creature’s con ral. 

Dance of Many N R eco @@ DK,CH, 5 


ut a token creature in play and treat it as a ae of target creature. 
either the token or Dance of Many leaves play, 

© ® during upkeep or destroy Dance of Many. 

Dondan sc OC 


ee AN,CH,5 
slandhome. 4/1. 
are ora SCR eee ay M 
@, Sacrifice Daring Apprentice: Counter target spell. 1/1. 
Dork Maze c Ce 8@ HL St 


@:: Con attack this turn. At the end of tum, remove Maze from the game. 
lark Maze cannot attack the tum it comes under your control. 

Deep Spawn Sc Ue SO8e 

rample. Toke top 2 cards from your library and put them in your give ar 

during upkeep or destroy Spawn, “: Spawn may not be target of spells or 

effects until end of turn. Tap Spawn if it was untapped. Does not untap as 

normal during your next untap. 6/6 


Deep Water N Ce €@ Dk i 
All et het lands under your control produce @ until end of =: 
turn instead of their usual mana. 


Deflection R eooe 3 ASH 
carget spell with one target now targets a legal target of your choice. 
Desertion NT R cece BSE 
Counter target spell. If that spell is an artifact or summon spell, put that car 
into play under your control as fag it were just played. 
SC oo §6=—8 


Devouring Deep 
slandwalk. 1/2. 

Diminishing Returns SOR coco 268 Al 
ach player shuffles his hand and graveyard into his library. You remove the 


top 10 cards from game. Each player draws up to 7 cards. 


Dismiss NTU ee 2ee ™M:id 
: False Demise 


Counter target spell. Draw a card. 
Disrupt NS C ee * WI 
Counter target instant, interrupt, or sorcery spell unless its caster pays an 
additional 2. Draw a card. 
Dissipate NT eece 
Counter target spell. Remove that card from the game. 
Drafna’s Restoration ( ee g AQ 
Toke as many artifacts as you like from target player's graveyard and place 
them on top of his library in any order. 


132 INQUEST 36 


: Dream Tides 


i Dreams of the Dead EN 


R eves Pe Ro: 


U ee ce MG : 
Electric Eel 


HL : Enchantment 
ut 4 polyp counters on Reef.e@: Sacrifice an island for 2 ols. ©: Place: 


yp. 3 
( eecce GE LRAT ASHI ; 
i Energy Tap 


H Energy Vortex 


oth must be destroyed. Pay i 


: Enervate NS 
i Erosion 


: Errant Minion 
: Ertai’s Familiar SCOR ee 


i feginning of your next upk 
bis M ing 


ie | 


i Feedba 
1ee MG: 


Nome Kind CR Rating Cost Sets Found Name Kind (CR Roting Cost Sets Found 
Description lescription 
: Fishliver Oil ( (Co £@ AN, CH 
Drain Power SOR R eee @@ LUR.4th,5th : Give target creature islandwalk. 
Top oppoent’s lands for mana and draw all mana in his pool into yours, 2 Flash NS R ee ae MG 
ream Cad SOR ( eee Be ut a creature from your hand into play. Pay the creature’s casting cost 


Draw three cards. Choose two cards from your hand and put both on either 
the top or the bottom of your library. 


During your upkeep you may change target creature's color. 
Dream Fighter SC t ooo 
Whenever Dream Fighter blocks or is blocked by a creature, Dream Fighter 
and that creature phase on /\. 


Creatures do not untap during their controllers’ untap phase. Each nongreen 
creature’s controller may pay an additional «@ during his or her upkeep to 
untap that creature. 

Ue © IA 
4¢@: Put o white or black creature from your graveyard into play. That 
creature now has CU: @. If creature leaves play, ape it from game. 


Drowned sc OC 
4: Regenerates. 1/1. 
Duplicity IN R ee se 


« 
When Duplicity comes into play, put the top five cards of your library face 
down on Duplicity. During your upkeep, you may exchange all the cards in 
pe hand for the cards on Duplicity. At the end of your turn, discard a card. 
I you lose control of Duplicity, put all cards on it into owner's graveyard. 


COMBOS 


+ 


: 


Elder Spawn sc Re 


@@: +2/+0 ond Eel does 1 damage to you. 1/1. 
eration NS U eee G,CH 
Switch “— enchantment ftom a creature to another or from a land to 
another. The enchantment’s controller does not change. 

Energy Flux N UY coo @& 
Each artifact requires ei ie? or it must be destroyed. 


creature's casting cost fo your mana pool. 


At the beginning of your upkeep, remove all counters from Vortex. During 


a grand total of 3 damage. “8: Put X counters on Vortex. Use this ability 
only during your upkeep. 


= 


target creature, land, or artifact. Cantrip. 

L Ce 8 @6@ DK,4th 

Jestroy target land unless ne pays 4% or pays 1 life during —, 
oo 


uring target creature’s controller's a Erront Minion deals 2 damage 
to him. He may pay “ for each damage he wishes to prevent. 


hasing. If Ertai’s Familiar leaves pay place the top 3 cards of your library 
into your graveyard. @: Ertoi’s Familiar cannot phase out until the 


eep. 2/2. 

Nt R coco 26 TM 
When target spell is successfully cast, put X delay counters on it. X cannot 
0. During each upkeep of that spells caster, remove a delay counter 
rom the spell. If the spell has no delay counters on it, it resolves. 


as 


As long as your opponent controls any creatures with flying, Escaped 
Shapeshifter gains flying. 
rotection from any color. 3/4. 


fe same is true for first strike, trample, and 


Essence Flare C ( eo € i: 
arget creature gets +2/+0. Put a-0/-1 counter on the creature during : 

: each of its controller's upkeeps. : 
: Ether Well NS Y coo ge MG: 


hoose to put it on the bottom of owner's library instead. 


enchanted creature is put into the graveyard, return that creature to play 
ice your control as though it were just cast. 
c E 


Yee 2¢ LUR4th,Sth : 
Jo. | damage to controller of target enchantment during upkeep. : 

! Field of Dreams W oR eo @ 
i he top card in every library must always be face up. i 
2 Fighting Drake SC Ue 268 TM 
i lying. 2/4. : 


i Flash Counter 


TH i 
: Flying Men 
ty 
Fog Elementa 
: Force of Will 


i Force Spike 


Giant Crab c Ce 6 
i Giant Oyster 


eee 6 
Cannot be blocked by red creatures. Sacrifice an island during upkeep or 
bury Elder Spawn and lose a 6/6. 


Giant Shark 
U ee J DK : 


AQRath Sh | 


o « 64th: 
Top target untapped creature you control. Add colorless mana equal to target: 
Ro 368 ae MR 
forget opponent’s upkeep, he pays 1 for each counter on Vortex, or he takes : 
$ Hormattan Efreet g coe 
Co 46 A Sth High Tide 


i Homarid SC * Ge 


: Homari 
i lay, wi 
i Homard Warrior 


; 2 Hom 
5 Es Shapeshift sc OR : TM : 1/4. 
corr ces nat I He lh i b I hand 
: artifacts in play controlled by target player fo owner's hand. 
: Hydrabast a C pt "e 


Put target creature on top of owner's ey if thot creature is ted, youmay 
i : 
Y coo 2@ Al :  Illustonary Forces (ce 3¢ IA 


2 Illusiona 


: Mlusionar 


reduced by up to. If you cannot, bury the creature. 
NT (coo fe 16 

Counter target interrupt or instant spell. 
Food Ce @ 16, cH 
Jestroy target red permanent or return target mountain to owner's hand. 


larget creature now has flying. 


Flood N (eco @ Ok, 4th, Sth 
‘®@: Top torget non-flying creature. 


Flooded Shaelne N Reo @@ Vs 


@ ®, Return two islands you control to owner's hand: Return target 
creature to owner's hand. 
loodgate SC Yee Be MG 
If Floodgate gains flying, bury it. If it leaves play, it deals to each non-blue, 
non-flying creature 1 damage for each 2 islands you have. 0/5. 
£OR ( ee 826 WL 
Each player chooses and discards any number of cards, then draws that 
many cords, Draw a card. 
( oo @ AN 


SC Coe 8eé 
Flying. If Elemental attacks or blocks, bury it at end of combat. 4/4. 
ecocce SEE 
You may pay one life and remove a blue card in your hand from ai 
instead of paying Force of Will’s casting cost. Counter target spell. 

INT C ee * 


Flux 


ing. V 4 


Counter target spell unless its caster spends @. 

Force Voi INT ° 26 A 
Counter target spell unless its caster spends “#%. Cantrip. 

Foreshadow INS eo Le VS 


Nome a card. Put the top card from ne opponent's library into his or her 
graveyard. If that cord is the one named, draw the card. Draw a card ot the 


: ginning of the next turn’s uke ’ 

2 Foresight SOR Ce 2e Al 

: Search your library for any three cards and remove them from the game. 

: row a card at the bagi the next tumn’s upkeep. 

: Forget SOR R ee * HLSth 

: ‘arget player discards two cards and then draws two cards. 

: Fylamorid sc ooo G8 TM 
lying. babe cannot be blocked by blue creatures. %*: Target creature is 
lue until end of tum. 1/3. 

: Gaseous Form fC OC ee 2¢ LG,4th, 5th,TM 

: Target creature deals nor receives damage in combat, 

+ Ghost Ship SC coo 68268 OK,4th 

: Flying. @ @@: Regenerates. 2/4. 

: Giant Albatross Sc Ce th @ HL 


lying. <@: Bury all creatures that damaged Albatross this turn. The 
controller of any of those creatures may pay 2 life to prevent that creature 
rom being buried. Use only when Albatross dies. 1/1 


1 

HL 

You may leave Oyster tapped. #*: Target toyed creature doesn’t untap as 

normal as ong as Oyster is ipa During upkeep, place a - 1/-1 counter 

on creature. If Oyster leaves P lay, all counters are discarded. 0/3. 
sc Ce ae 


©: Until end of turn, Crab cannot be the target of _ or abilities. 3/3 
Sc eco 6266 


Dk 


\slandhome. When Shark blocks or is blocked by a creature that has been 
damaged this tum, Shark gets ae cand trample until end of turn. aa 


: Giant Tortoise SC eo Le 
H +0/+3 while untapped. 1/1. 
- fall sc oo ee 1A,Sth 
g 7. 
> Glyph of Delusion INS C © € 1G 


Put X counters on target creature blocked by a wall, where X is the power 

of the creature. Creature does not untap as normal while it has any counters 

on it, Remove a counter duting its controller's won. 

Loreweaver SLR ee SOS MG 

Flying. @ @: Put target creature enchantment from your graveyard on 

Hakim. Use only during your upkeep and only if there are no enchantments 

on Hakim, @@®, @: Destroy all enchantments on Hakim. 2/4. 

Zee M 

Flying. <&%@ @: Target creature gains flying until end of turn. 2/2. 
INS Ce « 


Allislands produce another ‘* until end of turn. 


2@ 

Put a counter on Homarid when it comes into play and during upkeep. 
Homari ae if ithos 1 counter and +1 /+1 if it has 3 counters. 

Ren ye all counters when there are 4 counters on Homarid. 2/2. 

Homast : aman yh coo 6266 

: Top target green creature. 2/1. 
pawning Bed EN ome F 
: Sacrifice a blue creature to put X Camarids, 1/1 blue creatures, it 
re X is the casting cost of the sacrificed creature. 
Ce ae FES 
®: Worrior may not be the target of spells or effects until end of turn. To 


Wartior. It does not untap as normal during your next untap. 3/3. 
ed Trile eS ae 


Ss 


coe =@ AQR,4th,5 


Counter a spell being cast or destroy a red permanent if it’s red. 
IN Uco x@@ 


= 


{cel 
Put X counters on Iceberg when it comes into play. <:: Put o counter on 
Iceberg. «:: Remove o counter to add 1 to your mana pool. 

Icy Prison IN Reo @@ IA 

Place target creature out of play. During your upkeep, destroy Icy Prison. Any 

player may pay < to novell this. 


Flying. CU: @. 4/4. 

Presence sc Roe £ee A 
CU: ®. During your upkeep, Illusionary Presence gets the landwalk ability 
of your choice until next tum. 2/2. 
Terrain EN U eee * IA 
CU: @. All basic lands of one type are changed to basic lands of a different 
type of your choice. 


Nome Kind CR Roting Cost Sets Found Nome Kind CR Rating Cost Sets Found Nome Kind CR Rating — Cost Sets Found 
Description Description Description 
7 ! Mystic Might FLOR @ ® A 
Illusionary Wall SC oe 4é (A: Marjhan SC Re §6@ HL : CU: 4@. @: Top land to give o creature pont until end of tum. 
Flying, first stike. CU: @. 7/4. : __ |slondhome. Does not untap as normal. %@ @: Sacrifice a creature to untap : Mystic Remora al C 
Illusions of Grandeur IN Re 3@ A: mas Use only during your upkeep. *@ %@: -1 /-0 until the end of turn. U: 4. You Ler draw a card shen target i successfully costs a 
CU: &. Goin 20 life when Illusions of Grandeur comes into play. If llusions = Do | damage to target wee ae pili 8/8. non-creature spell. Opponent may pay @ 7 this effect. 
of Grandeur leaves play, you must soctice 20 life. > Maw TM Mystic Veil fe. € VS 
Impulse NSC 2s Ww: i . ©: Mawcor deals ? I to target oe of player. 3/3. : You may play Mystic Veil as an instant; fy ou ton i it ot end of turn. 
Look at the top four cards of your ie Put one of them into yourhand =: eddie £e MG: chanted creature cannot be the Tage! o sels aD, ee 
and the rest on the bottom of an library. Torget spell, which torgets a single creature, targets another creature of your : Narwhal sc OR HL 


In the Eye of Chaos EW ° 2¢ 16 


Counter all instants and interrupts ie. caster pays on extra &®, where Xis 


the cost of the spell being cast. 


Infuse NS Ce 26 a 
Untap target artifact, creature or land. Contrip. 

Insight N Uco 2@ ™ 
Whenever target opponent successfully casts a green spell, drow o cord 
Inspiration NS C 36 S 

jarget player draws two cards. 
Interdict NT Yo sé TM 


Counter target arffoc, creature, enchantment, or land obiity requiing an activation 
cost. Abilis ofthat permanent cannot be played goin this tum. Drow 0 cord. 
Intuition NS R cece Be 1 
Search your library for any three cards and reveal them to target opponent 
le or she chooses one. Put that card into your hand ond the rest into your 
graveyard. Shuffle your library afterwards. 
Invisibility C ( oo Se “WW 
larget creature may only be blocked by walls. 
Invoke Prejudice EN R eo @¢¢@ 6 
Counter an opponent's summon spell of a color different from one of your 
creatures unless he pays an extra %, where X is the cost of the spell 
Island Fish Josconius SC Re 4666 Mets 
slandhome. Pay @® ® during ne to untop. 6/8. 
INS o @ 


Jinx 


jarget land becomes basic land of your choice ui 7 

Jolt INS Ce 2@ NG 
Top or untap target artifact, creature orb land. as 

Jump INS C LUR& 
Target creature has flying until end ls ha 

Juxtapose SOR coo 3 16S 


Coster and foes a et each ie their highestcasting<ost cecture ond 
exchange control of them, fie doing the same for artifacts. 

Knight of the Mists ( eo 8@ s 

lonking. When Knight anes into play, poy @ or bury target Keighe 2/2 

Krovikan Sorcerer Pee 2¢€ Se 

®: Discard a cord from ar hand ond draw a cord. if you discarded © biack 

card, draw 2 cards, keeping one and discarding the other. 1/7 

Kukemssa Pirates C Rk ee Be mG 

Pirates are not blocked, you may have them do no ts ee od 

goin control of target artifact the tending player controls. 2/2 

Kukemssa Serpent SC. 3e Me 

slandhome. “:, Sacrifice an island: last land an opponent controls is on 

islond until end of tum. 4/3. 

Lobyrinth Minotaur So Ceo ge m5 

Creatures blocked by Labyrinth Minotaur do not untap os normal during ter 

goal 5 next untap phase. 1/4. 

Lond _ rium EN 

yet has at least as much land in play as you, he mast sannifice © 

for each new one he puts into play. 

totam’ Le Legacy INS C eo ae 4 
Choose a card from your hand and shuffle that card into your leary % crow 
two as at beginning of the next tum’s 5 upkeep. 

Legacy’s Allure EN J eo Se ™ 
During your upkeep, you may put a treasure counter on Legacy’ Aare. 
Sacrifice Legacy’s Allure: seca goin control of forget cect with 
power no greater than the number of treasure counters on Legory’s Aare 

Legerdemain SOR U ee Bee 
Permanently exchanged control of target artifact or creature for contra! of 

target permanent of the si type. 


sage Enters pl St ik a lands during 

tample. Enters play tapped. Sacrifice two is! vpkees © UNE 
Leviathan. Sacre two islands to attack. 10/10. 

Library of Lat-Nam SOR R cece Se r} 


Opponent chooses: You draw three cards at the beginning of the next tum’s 
upkeep of you search your “i for a cord. 


lifetap Ue ¢¢ LUR 4h Sa 
Gain 1 life whenever a! tops a forest. 

ate l ns ka fv 1. yn a 

\erfolk in pla she walk ond +1 /+ 

Magical Hack ee 4 e UR ta Sh 
Change the text of a card \l nis or in play by switching ome besic 
land type with another. 

Magus of the Unseen SCR coe Ge Sa 


@, &: Untop one of opponent's artifacts and gain control of # until end 

of tum. If itis on ‘oft creature, itis unaffected by summoning sickness. 

Artfact returns to its owner tapped at end of turn. 1/7 
— Djinn SC R eee 68 


Flyin 5/6. 
Mana War cl ee S 
When Mar+o’-War comes into play, retum n fet cect 0 owner's bond 2/7. 

Mana Chains eC . WL 
Enchanted creature gains idles ane .” 

Mana Drain INT U eocee @@ (6 
Counter target spe. At the beginning of your next moin phase, edd to your 
mana pool colorless mana equal to Ka cost of spell 

Mana Severance SOR oe 66 TM 
Search your library for any number - lond cards ond remove them from the 
game. Shuffle your library ae 

Mana Short R ee 2¢ LUR,4th 
All opponent's lands are bps opponent's mana pool is emptied. 
Opponent is not damaged by unspent mana. 

Mana Vortex R ee 
Sactfice a land when casting Vortex. All players must sacrifice o land during 
upkeep. Vortex is sia when there are no lands in play. 


LUR 4S 


a 


Manta Ray Co £66 WL: 
Islandhome. Cannot be toked except by by blue creatures. 3/3. i 
Manta Riders SC Coo ¢ ™ 


®: Manta Riders gains flying until end of tum. 1/1. 


© er aides sc 


= Mesmeric Trance EN R ee 
: Mind Bend 


: Mind Harness 


R eve 268 6: 


66666 NSS 


: Mnemonic Sliver sc 


ree mK: 


choice instead. The new target must be legal. 
Meditate i 


Phosing, islandwalk. ae 
Merfolk Seer 


2@ MG 
©: Drow a card. Use fis sity, HA when Merfolk Seer is put into the 


When Merfolk Traders comes into play, draw a card, then choose and 
discord a card. 1/2. 

Merseine EC co §6—68 6% FE 
Put 3 net counters on Merseine when it is cast. Target creature does not 
untop as normal if any counters remain. Creature’s controller may pay 
casting cost of target creature to remove a counter. 


CU: &. ®: Discard a card from your hand to draw a card. 


coos NG 
Change the text of target permanent by replacing all instances of one color 
word or basic land type " another. 

Mind Bomb SOR oo 66 


Do 3 damage to each player. Players may discard up to 3 cards. Each 
discorded card prevents 1 daa from Mind Sy to that player. 


Co pe NG: 


i Paradigm Shift 


: wee from play and a me - se H 
; & t 


© Phantasmal Forces 
£eoe I: 
} Phantasmal 


OK,4th,Sth | 


itst strike, Protection from a 2/2. 


INS R ecco @ TM: Noble Benefactor Yoo oe WL 
Skip your next tum: Draw eo cords. i If Benefactor is put into any graveyard from play, each player may search 
Co &@ HLMG,Sth : his or her library for one card ond put that card into his or her hand. 2/2. 
ae, forget spell. ra ial fs top of its owner's library. £ Old Man of the Sea SC R eee 4 AN 
coe 66 :  &: Gain control of creature with power less than or equal to the Old Man’s 
—P library for a oe is or eg and add it to your at jower. You may choose not to untap Old Man during your untap phase. You 
Merchant Ship, : lose control of target creature if Old Ma becomes untapped or if its power 
Isiondhome. Gain two life i Vc Sip ons al is not blocked. ” : ecomes greater than the Old Man’s power. 2/3. 
> Merfolk Assassin sc * Ophidian SC UY ecco Be WL 
: = tor Bead int is Nord ] y 2. i ©: Drow a card. Ophidian deals no combat damage this tum. Use this 
: of the Trident C LUR4th,Sth h turn. 1/3. 


ability only if Ophidian is attacking an 
inomancer SU ; VS 

When Ovinomancer comes into play, iad three basic lands you control to 

rsd Shand or bury Ovinomancer. @, Return Ovinomancer to owner's 
and: Bury forget creature and put a Sheep token into play under the control 
of the creature’s controller. A i ries token as a ae | green creature. un i 


only once e 
2 


Remove all cards in your library from the game. shate your graveyard 
our library. 


2 Port Water SOR Ue ew i 


ive X target creatures — until end of tum. 


: Pendtell Mists Re 3@ we 


Each creature gains "ig os, keep, pay A or ony this creature.” 
lying. Pay @ during uy ne or card is ised. vy i 
jount ‘ 
lying. >: Target creature ie control, 
pies Fin and gets +1 /+1 until en 
fore end of tum, bury the other. 1/1. 
SC Ce fe Al 
Flying. At the beginning ofyour upkeep, put a +1/+1 counter on Sphere. 
During your woke pay @° for each counter or bury Sphere. If Sphere 
leaves play, put an Orb token into play under your opponents contol, Treat 
this token as a */* blue creature with flying, where.” is equal to the 


i IA 
ich has toughness less than 3, 
‘of turn. If either creature leaves play 


Phantasmal Sphere 


CU ®. Gain control of taget ted or green atin : 
istfolk * |A number counters on Spl - uy it 
ae. cog any spell ‘in in Ns 1/2. : Phantasmal Terrain ( coo @¢@ LUR, 4th, 5th 
* MG: Torget land switches to ony = land type chosen b caster. 
“; a, @: Loses Fin, eee. Mist Dragon phases out. 4/4. : — ‘ee SC ooo LUR, 4th, 5th 
: yin 
: Phantom "Wer SC coc POS WL 
Phantom Wartior is unblockable. 2/2. 
Phantom Wini FC ( eee ee WL 


Li i 
WONDERS 


eee 


ae 
Ech Sliver gains “<, Sacrifice this creature: Draw a card.” 2/2. 
Musican SC 


CU: &. @: Put a counter on target creature. During its 1} lenin, 
Ms Pog for each counter or the creature is destroyed. 1/1. 
INS U ecco @ MG 
a our library for an instant, interrupt, mana source, or sorcery and 
ale cord fo all a Put the card back on top of your library, 


R cco 266 HL: 


Al mae lose flying ond islandwalk. 


; Power Sin 


“ wh oe if 2/2 i 
; ®: Do 2 damage fo an e fran lamage to itself. 2/2. 
2 Psychic Allergy oe i : 368 Ok 


M i Psychic P Purge SOR C ee 
Ree oe ni 


Psychic Venom 
: Payche Vortex 


Enchantet creature ga sai ins ag Sacrifice Phantom Wings: Return enchanted 
creature to owner's 


Pirate Shi a R ee 4 LU,R 4th, Sth 
Islandhome. @: Do 1 ne je to ony target. 4/3. 
Polar Kraken OR coo 8668 IA 
i oft CU: ae. Coe into play tt W/1. 
Political Trickery MG 
Exchange control of one M: 3 ns fim one on oe lands. 
Polymorph oo 636 MG 


Bury target creature. That aan atthe reveals cards from the top of his 
or her ied until 0 creature card is revealed and then puts that creature into 
play under his or her control as though it were just played. The player shuffles 
all other revealed cards into his or her library. 


Portent SOR ( coo @ 1A,5th 
You may look at the top three cards of one player's library. Either shuffle 
$ thot library or put the cards back on top in ony order. Cantrip 
= Power Artifact fA Uc @ AQ 
: Reduce the activation cost of a target artifact by <@ to a minimum of 
Power Leak fe Ce 2@ LU,R,4th 


Enchantment’s controller must A during upkeep or Power Leak does 1 
T 


damage to him for each unpai Ls 
core SS  LURATHIWNGSHIM 


Counter target spell unless its om spends #. Spell’s caster must spent 
all mana from lands and ne pool until X is met. 


+ Precognition R ee @@ TM 
2 During a woke, you may look at the top card of target opponent's 
: lib my ou may then put that an on the bottom of his or her library. 
2 Prismatic Lac INS « 
rode permanent boca the cal is) Yoh your choice. 

Prodigal Sorcerer ( ee 26 LUR,4th,5th 
H ®: Do | damage to any oe VAR 
: Propaganda fi o 6 M 
| Each turn, each creature cannot attack unless its controller pays an additional 
5 @ for that creature. 
© Prosperity ooo 68S Vs 
: ‘ach player draws cat . 

Psionic Blast INS coco 26 LU 


Do 4 damage to any fae ‘a 2 eg to you. 


Choose a a when cast, Do 1 din e at each card of this color an 
abponett controls during his upkeep. Sacrifice two islands during your 
pkeep or destroy Psychic Allergy. 


* 
Do 1 damage to any target. If “pponent causes you to discard Psychic 
roye e, opp jonent must sacrifice 
roast er SOR R eo ee MG 
male your life total with target player. If the difference is 5 or less and 
ou have at least 1 life, exchange life totals with that player. 
AC re R 4th, 5th 


jo 2 damage to target land's fool vdaiover the land is sant 
eco 


of your tums, sacrifice a land and 


CU: Draw o card. At the atl tf ead 
discard your hand. 


° Re: Bann ac tive U mig 
ac! jant Arti 
8 Current nt Cre 


APRIL 1998 4133 


Name Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 


Description Description 
rieking Drake cS Ce @ VS i Tangle Kelp (Ue 6 Ok 
lying. When Shrieking Drake comes into play, return a creature you control ©: Target creature stays tapped during untap phase if it attacked last tum. Tap 
io owner's hand. 1/1. forget creature when Tangle Kelp is cast. 
it Sc Re #@ 1A: Taniwha SLR cee Bee NG 
uring your upkeep, you may change the color of Shyft to any color or + Phasing, Trample. At the beginning of your upkeep, all lands you control 
combination of colors. 4/2. {phase out. 7/7. 
bilant Spirit SCR eee 5 @ \A5th — : Teferi’s Curse PP Ce $6 NG 
lying. When Spirit attacks, defending player may draw a card. 5/6. 5 Play only on an artifact or creature. Enchanted permanent gains phasing. 
Pee uette i” 4 hil ° - bose ag'h Dra 0‘ an SC oe) 68e 
: ‘ revent all damage done until end of turn to target creature by spells or : ing, phasing. 3/2. 
Name Kind CR Roting Cost Sets Found fects targeting it. re i Teferis ee ° SCR cee ie NG 
Description ilver Erne 2) SC co «68 Ia: Fh ing, Pasig Kies Le pis Mh choose and discard a card. 
—— , trample. 2/2. : en Teferi’s Imp phases in, draw a card. 1/1. 
Puppet Master C Ueo e6e 1G, CH gi . SC oo 696 ANAth — ; Teferi’s Realm me Roe bO@ Vs 
creature goes fo the graveyard, return i to its owner's hand. You may pay - Draw a card. Ifitis not a land, discard it. 1/1. + Atthe beginning of each player's upkeep, that player chooses artifacts, 
, hdc fo return Master to its owner's hand if this hoppens. i i] NS ee LUR4tl creatures, lands, or glob. enchantment. All cards of type phase out. 
Rainbow Efreet SCR oo =e Wi opponent's creatures that can attack must, or die at end of tum. ‘ Teferi’s Veil IN U eo g@ 
Ving Leta Rainbow Efreet phases out. 3/1. : : ‘ondor SC . = TM —:__ When one of your creatures attacks, it phases out at end of combat. 
Ray of Comma SC oe =e JANG, Sth ing. You cannot play Skyshroud Condor unless you have successfully cast _: Telekinesis INS 
ntap taget creature controled by opponent and toke control of it until end ther spell this tum. 2/2. Target creature becomes topped and deals no damage this turn.It does not 
0 An Creature is unaffected by summoning sickness. i Mind NT ecco & LU,R,4th,1A,5th = = unfap normally during its controller's following two untap phases. 
Ray of Erasure NS Ce : A e the text of a card being played or in play by switching one color Teleport INS R eo @@@ LG, CH 
Target player pust the top card of is library in his graveyard. Cantrip. rd with another. {Target creature may not be blocked this turn. 
Reality Ripple NSC oo @ MG: Snow Devil C Co \A i Tholakos Dreamsower = SC._— «dU ee we M 
Target artifact, creature, or land phases out. £ Target creature gains flying. As long as you control any snow-covered lands, + Shalow. You may choose not to untap Thalakos Dreamsower during your 
Reality ist N Re #66 'A that creature also gains frst strike when blocking © untap phase. If Thalakos Dreamsower damages any opponent, tap target 
CU: 9 @. Insteod oftheir normal mana, plains produce @®, swamps : Snowfall N Ce IA} creature. As long as Thalakos Dreamsower remains tapped, that creature 
ve ®, mountains produce +, ond forests produce ®. : CU: @. Islands may produce on addition @® when tapped for mana. Snow- :_ does not untap during its controller's untap phase. 
© Recall : SOR ete SRG ——1G,CH 5th: covered islands may produce either an additional @@ or an additional @ Thalakos Merfolk SCC oe 
Sacrifice X cards in hand to bring X cards from your graveyard info your : when topped for mana. This mana is usable only for cumulative upkeep. Sho + Put Thalakos Merfolk on top of owner's library. 2/1. 
hand, then remove Recall from gome. ? Soar ( (eco g@ MG: Thalakos cc Co 
Reconstruction SOR ( oe @ AQR : You may choose to play Soar as an instant; if you do, bury it at the end of =: low. If Thalakos Seer leaves play, draw a card. 1/1. 
ring an artifact from el aa into your hand. ! tum. Enchanted creature gets +0/+1 and gains fly : sc Ce £6 
Reef Pirates C Co 60@ HL Sth Soldevi Heretic CC e i 
If Reef Pirates damage an opponent, apne takes the top card from his =: - Prevent up to two damage to any creature. Target opponent may i ( Cece 2@ 
brary and puts it in his ae 2/2. id, 2/2. : Top enchanted creature. During your upkeep, pay or bury Thirst. 
Relearn P _ SO ee 6200 WL = Soldevi Machinist sc ee ® : Enchanted creature does not untap during its controller’s untap phase. 
_Retuin target instant, interupt, or sorcery from your graveyard to your hand. - Add 2 to mana pool. Use only for arffact activa Vi. : Thought Lash N Re 266 Nl 
Relic Bind f fA Re 2@ 16,4 i oo =U: Remove the top card of your library from the game. If you do not, 
lay on one of your opponent's artifacts. When target artifact is topped, you: ¢ Sacrifice two lands to draw 3 cards. Discard one of those cards. 1/1. © remove your library ftom the game and bury Thought Lash. 4: Remove the 
may do \ damage or give | life to ony player. : it IN Uco 2¢ y5th == a card of your library from game to prevent one damage to you. 
Remove Sou INT C eee 16,CH,5 > Target op, la pooh whenever he casts a summon spell. That ;Thoug tlace Ht Re e LUR4th 
Counter target summon spel a poy may pay @ to prevent this damage. = the color of a card being played or already in play to blue. 
Reset ana , : Spectral Cloak (lee oe 1G: Three Wishes NS R oe Pee 
ntop al your ands. May only be pied during opponent's tur. : Creature cannot be targeted by spells or fast effects unless it is tapped. 5 Toke the top three cards from your library, look at them, and set them aside 
Reveka, Wizard Savant = S o §6—68@ £ Spel Blast if 


( cco @  LUR Ath SthIM es le wa cll say Di or ai 


&: Do 2 damage to ony se hese does not untap next tum. 0/1. : Counter target spell; X is the casting cost of target spell. : the beginning of your next turn, bury any of those cards not played. 


Reverberation ooo =26@ 6 
Redirect damage from a sorcery to its caster. 


Riptide INS C @ ® Kt 
ap all blue creatures. i 
River Merfolk SC Ree Ow : 
®: Give River Merfolk mountainwalk until end of tun. 2/1. : 


Rootwater Diver sc ue 6@ M 
©, Sacrifice Rootwater Diver: Return target artifact card from your H 
raveyard to your hand. 1/1. : i Gey “ 
Rootwater Hunter SC eee : 


26 IM 
©: Rootwater Hunter deals | damage to target creature or player. 1/1. 
Rootwater Matriarch SC Ree 26@ M 
© Goin control of target creature as long as that creature has any 
enchantments on it. 2/3. 


Rootwater Shaman SC Ree @@ MN 
You may play creature enchantments whenever you could play an instant. 2/2. 
Sage of Lat-Nam SC Co he AQ 
®, Sacrifice an artifact: Draw a card.1/1. 
Sage Owl SCC oe Pe 
Flying. When Sage Owl comes into play, look at the top four cards of your 
library ond put them back in any order. 1/1. 
Sandbar Crocodile SCC coe fe MG 
Phasing. 6/5. 
Sopphire Charm INS ( eco @ MG 
Choose one-—Target player draws a card at the beginning of the next turn’s 
upkeep; or target creature an opponent controls phases out; or target crea- 
ture gains flying until end of turn. 
Son Rag seg Ue ® 1G 
Change color of any number of target creatures to blue until end of turn. 
| Sea Monster SC Cee 4e 
a Monster cannot attack unless defending player controls any islands. 6/6. 
Sea Scryer Ss Ce te 
al ®: Add @ to your mana pel &,@: Add @ to your mana pool. 1/1. : 
] Sea Serpent C Cs se LUR,4th,Sth — Spiny Starfish SC o 62 Al: Thunder Wall SC ee Lee 
slandhome. 5/5. = @: Regenerate Spiny Starfish and put a Starfish token into play at end of Flying. ae: +1/+1 until end of turn. 0/2. 
© Sea Spirit ; sc oo 646 1A,5th =: turn. Treat these tokens as 0/1 blue creatures. 0/7. : Tidal Control NR ee « 
@:+1/+0 until end of turn. 2/3. Stasis EN R eee e U,R4th,Sth CU: @. Anyone may pay @ or two life to counter a red or green spell. 
ry Sea Sprite aa ay ooo 626 5H iy Pvess don’t get an a Pay @ during upkeep or a hiTs " — af ‘, uy ; «aki , ee if 
ing. Protection from red. 1/1. = Steal Artifact oo 62 UR, 4th, : + All of your creatures that are blocking non-lying creatures get firs 
Sea Troll SC . 26 ! Toke control of target artifact. we = strike until on of turn. Attacking player et pay te fo each afecking 
@®: Regenerate. Use this ability only during a turn in which Sea Troll was = Steal Enchantment EE ooo =6€@ TM = _. creature to prevent this effect. 
\ te locked or in which Sau Dear aa 2/i. : vote: edie! :Tidal bagel an Tidal ici ake cored whe ren 
singer - 1¢@ Sth Stinging Lic scl we ™ : | F 
uw slandhome. ¢: Gain control of target creature if its controller controls at : Ne , &: Licd loses this ability and becomes a creature enchantment that = na B My aes oa al sas. al he cee gel Fy end 
least one islond. You lose control of creature if Seasinger leaves play, leaves: —_reads “Whenever enchanted creature becomes tapped, sins licid deals 2. eras site Ti  alvonee, pera ree RMVE IUCOUNTETS 
5 your me or es “7 i may choose to leave Seasinger 3 bp fo that creature’s sol instead of a catia . ve pain i dal Wave i Venee. a rn 
Tapped during your untap phase. U/1. : ,_ lic onto target creature. You may pay @ to end this effect. 1/1. 5 Puta Wave token into play. Treat this token as a 5/5 blue creature that 
- Sogn Lt SC coo 646 L6,4th, 5tt i Sto (row ” SCC ee te Al = ‘oon oY Wall. Bury the en at end of ony in e 
Serendib Djinn SC Re #o@ a, IN : see Decent af f igen f bid A + Al. ceatures phased out phase in and all creatures with phasing phase out. 
lying. a one of your lands during upkeep. Take 3 damage if the lying. @#: Remove top card of your library from the game to fap target ‘Time Ebb SOR ( © me TM 
[:] estroyed land is on islond. 5/6. lying creature. @: Remove top card of your library from the game. IF itis a Put torget creature on top of owner's library. 
® Serendib Ffreet SCR cecee Se ANR woo land, Storm Hemant gets +1/+1 - end of tum. 3/4. ji Time Hemantol oR 26 16, 4th, St 
ving. Does 1 damage to you during upkeep. 3/4. ae ee {<Q @e@, @: Retun target permanent to owner’s hand. Connot target 
Shadow Rift if Ce @ TW; Play only when ated spell deals damage to you. Do.4 damage to that £ enchanted permanents. Destroy Time Elemental and do 5 damage to its 
je ge Pill gains sath until bt of tum. Draw a card. 4 “ahs Contrp. fj  @8 Kath: Bid it blocks or as 0/2. ‘ : 
japer Guildmage ooo @ : : : a © Time Wal ue eccce 
4, Target creature gets first strike. @%,@: Target creature gets +1/+0. = wmnee goin +1/ eS -Pay O@ cing ee or destoy City NG ake an extra turn immediately after this one. 
Shimmer ‘ (N Ree 26@ MG: Suq’Ata Firewalker cannot be the target of red spells or effects. @: Suq’Ata ; Time Warp SOK R eesce 9@® 
When you play Shimmer, pick o land type. Those lands gain phasing. © Firewalker deals 1 damage to target creature or player. 0/1 arget player fakes an extra turn after this one. 
Shimmering Efreet Cc Ue 2@ i syyelnite Priest Ke a es. py! icine F sews i SOR K Shae a 4; fron, ond 
i ; i : : ; £ Put Time Twister in a new graveyard. Shuffle your hand, library, an 
Sia es When Efreet nn in, toget ale phases out. 2/' fi ; ha aoe oa dye beara by spells or effects until end {graveyard together and ish 7 cards. 


chanted creature gains flying. @: Return Wings to owner's hand. i F 


134 INQUEST 36 


Nome Kind CR Rating Cost Sets Found 
Description 
Timid Droke Cc Ue 26 WL i 
rates if a creature comes * play, retum Timid Drake to owner's hand. 3/3. : 
mi: a at. Ce 2¢ WL : 
ing, phasin i 
ia tie tobe sc eo WL: 


Tolarit 


Tra 


Transmute pa 
; Wide You must pay the aoe : the new artifact costs more 
Twitd 
Under 


Undo 
Unstable Mutation 


Unsummon ( oo ¢€ Ww 


Updraft 
Vanish 
Vaporous Djinn 


Venartan 
Vesuvan Doppel 


Viscerid 


Viscerid Drone 


Vision Charm 


Vodalian Illusionist 


Tg Al These. ella id even if 
Unsta 


Té 
— Tolarian Entrancer is blocked by ony creature, gain control or that = 
creature at end of combat. 1/1. ; 
rian Serpent SC OR ee set WL: 
During your upkeep, put the top seven cards of your library into your : 
ora 7/7. 
Rider SC Ree Se 
Flying. @, Top Ne creatures you control: Retum target permanent to 


owner's hand. 1 
SOR Uses @©@ 
Sacrifice an artifact to choose an artifact from your library and put it into 


™ : 


04 


* LU 
‘ap or untap any single land, creature, or artifact in play 
h INS (C ee ze 
(ap of untap target artifact, creature or land. Draw o cord. : 
tow EN ° 2¢ (6 
Creatures with islandwalk may be blocked. 
SOR C 


4h,5 


TM 


Retum two target creatures to a hond. 
NR4E50 
lrget creature gains +3/+3. Put-1/-1 counter on creature during your 
Unstable —e desmoyed. _ 
eee y 
lay, Unstable o Soeshite Demnanentty 
Tetains this ability. 0 


le 

Vbsneve a . _ ae into 

jecomes a copy of that creature an 
NS 


hand. 
o 0 wS 


of tum. Contrip. 


Return target creature to its Nat 


torget creature flying on end 


( eee 


ishit 
oe Enchanted creature pied out. 


2668 

Hing Ding your upkeep, poy ai or overs, a prosesout. 3/4: 

ut X counters on target sec a ti. it. PB rd not untap while ¢ 

counter remains, Remove a counter during creature controller's upkees 
jaanger R eee See 

uplicates alf characteristics except color of any one crecture i pllcy Woy 

duplicate a different creture omg upkeep phase. *//* 

Armor C 1® 
nchanted creature gets + ia £¢: 5 Retun Armor to ownes’s hand 
C Ye se N 

®: Soctfice o creature and Swamp to bury target nor-arttac 

Sacrifice o creature and a Snow-covered Swamp to bury tar 

NS ( coo @ 

Choose one—Target artifact phases out; or put the top four cards Sam 

target player’s library into his or her raveyard; or oll lands of one type ore 

asic lands of your choice until end d tum. 

U ccce 2e@ WL: 

hases out. 2/2. 


SS, S: lorget pond 


Vodalion Knights ( Ree tee FE: 
Islandhome. First stike. @: Flying vnil end of tum. 2/2 
Vodalian sc 26 
6%. age ig wes cs oy tos e.1/1 
Voda So ¢ te 
Volabon War Machine SC R oe ree FE 


Volcanic Eruption 


Volrath’s Cu 


Wal 


Wall 


Wal 


Woe feet 
Water Wurm SS Ce 
Waterspout Djinn 


Wave 


Whit 


Whig 


sc 
Flying. @: Target creature gains flying until end of tum. 1/1 
od Dok st ao 26 


ving ee in hing. 1/1 
livers gain flyin 
Winter's Chill + 


ap a Merfolk you control to allow Wor Machine to attack until ead of tum 
of give War Machine +2/+1 this tum. If War Machine goes 
raveyard, all Merfolk topped in this manner are destroyed. 0/4 

SOR R ee x@@e@ URS 
Jestroy X mountains of your choice and do 1 damage to each player anc 
creature in play for each mountain destroyed 

Tse fC (eo pe 

nchanted creature cannot attack, block or play ony ability requiring on 
activation cost. That creature's controler iN) 5 b 
this ability until end of turn. 4° @®: Return Volrath 2 io owme 
of Air Sc ree LW 


p SCR oo : _ wh: 
@, ©: Put a kelp token into play. Treat thisasa O/T wal 0/3. _ 
rit Vapor SC ( Se 16, Gi 
Cannot be damaged by creatures it blocks. 0/7. 
of Hider sc - 268 LUR 
@: +1/+0.0/5. ba 
(4 Wonder - sec... _ bm 
@: Give Wall of Weg +4/-4 and enable # to ottack. 1/5 
o see LU 


. mK 

jains +0/+1 if opponent controls any islonds. 1/1 ; 
SC Ue 266 ¥S 

jour upkeep, return an untopped island you control to owner's = 


laterspout Be 4/4. : 
Elemental C - cee MG : 
®, &: Sacrifice: Top up i" three target creatures without fiying 2/3 
im of Volrath INS R eee 
Buyback 2. Change the text of target permanent by replacing oll instances = 
of one color word of one we land "ype with nother until end of tum. 7 
5 of the Muse . 
uyback “&. Draw a “ae 
Dancer 


mh : 


Water Wurm 


Flying. During 
hand or bu 


™ : 


™ : 


(oo ¢e 
™: 


Sth : 


e 

Flying. 2 
iH i Me NG 4@ 

Fi Wind Spirit cannot = blocked bye less thon two creatures. 3/2 
iver ( eo 1 


INS R x¢ IA: 
Destroy X Gee creatures at the end of combat. X cannot be greater: 
than the number of snow-covered lands you control. The creatures’ controller: 
may pay “& or @ for each creature to prevent it from being destroyed. 


Bonn 


fr 
Current 


Nome Kind CR Rating Cost Sets Found 
Description 
Word of Undoing INS C ee @ 
Return target creature to its owner's hand. Any white enchantments you 
own on that creature go to your hand. 
Wrath of Marit Lage EN R eco Qe 
Top all red creatures. Red creatures do not untap as normal. : 
Falcon SCC com he 16,4th,Sth : 
Flying. Does not top to ne W/i. : 
Zuron Enchanter C a) 
2, ©: Opponent must cad oat Play as a sorcery. 1/1. 
‘uran SC C ee Be 
@: Do ] damage to any tor al 3 
Tur's Weirding E coco 3 @ \A5th 
Al players play with hands face up. When a fi draws a card, any other: 
player may pay 2 life to force the player to discard that card. 


Aden Ookenshield SL 


R eee 


eo 


\G 
Pee, O: lokea ea ra from your aig into your hand. 1/2. 4 


Ator of Bone 


Sontifice a creature to Sa yak hay fora omg cord. 


Angus Mackenzie 
SO *, >: Creatues deal no da 
Arcades Sabboth SL 


amg ily cat 2/2. 


Fhying. All your creatures gain aja when untapped. a: +0/+1 until 
end of turn. Pay @ 49% during ue ot bury Arcades. 7/7. 
samy Rats sc 


ONE SEAR 
WONDERS 


®, Soctifice a land: any inti 


Asmiza, Holy Avenger coo 2 
Flying. At the a of each turn, a“ a +1/+1 counter on Asmita for each 
creature put info your graveyard from play that tum. 2/3. : 
Axelrod Gunnarson SLR ee eetee LG, CH : 
Tromple. When a creature is put in graveyard during a turn in which Axeliod : 
domoged it, gain 1 life and do 1 damage to target player. 5/5. $ 
Ayesho Tenaka cL R cco @@ Re LG, CH : 
Bonds.¢: Counter artifact effect unless its controller spends #. 2/2. 
Borktooth Warbeord SL oe aeee 
bartel _ SL Ree See 
Connot be target of enchantments. es ot tap to attack. 6/5. 
Benthic Diinn C ae 


(slandwolk. During your ne oi 5/3. 


Boris Devilboon 
20@, ©: Putal/l mmiend 
Breatnsieaier's Crypt EN OR 


Whenever any ployer draws a card, 
a creature card, that player pays S 
Codeverous Bloom E 


Choose a card in your hand and remove it from the game: Add 2% or 


@@ $0 your mana pool. 
Centaur Archer sc 
@: Deol | damage to target Tying 
Chromatic Armor EC 
Put a counter on Armor when it com 
damage done to creature by that co 
Armor and change color it protects a 


lative 
jant A\ 
jant Cr 


Lee 


LG 


life or discards the card. : 

R ecco SEM MG 
ee) 2ee 

creature. 3/2. 


ex 
is into play and choose a color. All 


ee ccie 


IN: 
Ih: 


IA: 
i 


6: 
oeeeese 1G, (H | 


VS: 


NG: 


6: 
ig ; 
WG 3 
ane minor denan ken into play. 2/2. f 


ie or she reveals that card. If the card is: 


Ih 


or is reduced to 0. 3: Puta counter on 
gainst. X equals the number of counters. = 


Name Kind CR Rating Cost Sets Found 
Description 

Chromium SL Ree 8 6@@ew@e@xxe 6, (H 
Flying, rampage: 2. Pay ae aed upkeep or bury Chromium. if 

Grele of Despair % 
®, Soctifice a creature: Peet F) tina to any creature or player fi 
any one source. 

Corrosion IN Roe ee VS 
Cumulative upkeep: “4°. During your upkeep, put a rust counter on each 
artifact target opponent ‘onto If the number of rust counters on an 
artifact equals or exceeds that artifact’s casting cost, bury the artifact. IF 
Corrosion leaves play, remove all rust counters from the game. 

Bakkoa Blockblade | Reco BSeee@xe 16H 

* equals the number of you control. aT 

Dork Heart of the Wood ( cco Se DK 
Sacrifice a forest to gain 3 fe 

Delirium INS Yece gee MG 

lay on! 


hat creature deals to the player 
als and takes no damage in combat this tu 
Diobolic Vision SOR U eve 
ook at the top five cards of your 
other four on top of your my in 
Discordant Spirit sc 
At end of target opponent's turn, 
‘or each | damage dealt to you ‘his turn. 
these counters from Discordant Spirit. 2/2. 
Dracoplasm R eee 
lying. 
racoplasm comes into play with 
sacrificed creatures and toughness e 
creatures. R: Dracoplasm gets a 
Earthlink N e 
‘ay & durin 
graveyard from play, that creature’ 
Elemental Augury 
&: Look at top 3 cards of 
oa: 4 Coliph 
lying, Trample. Emberwilde Ca fa 
age Emberwilde Caliph successful i 
Energy Arc NS 
ntap any number of target nib Those 
receive damage in combat this tum. 
as tr Bolt SOR R eee 
lo X dama 


Essence Vortex 


R coe 


any library and pu 
SCR ee 


Je fo target pla 


sacrificing li 
femerel Enchantress sc 
Fiery Justice 
]o 5 dama ny 
farget opponent gains 5 life. 

Fire Covenant INS U eee 
Fire Covenant deals X damage, divided amon 
creatures, where X is equal fo the amount of 

Firestorm Hellkite R eee 
Flying, tram 

Flooded Woodlands 


lamage equal to its power. 


sc 
le. Cumulative ina ee. 6/6. 


Mm. 


When you play Dracoplasm, sacrifice any number of creatures. 

jower equal to the total ists of the 

eed to the total oe of those 
until end of turn. 


306 


upkeep or bury Eart hi When a creature is put into the 
5 controller must sacrifice a land. 


Feo 
it them back in any order. 
2 


creatures neither deal nor 


RO* 


el, OF toget ol player gains X life. 
NS Ueo  @ 


ury target creature. Creature’s controller may counter Essence Vortex by 
fe equal to the creature's Toughness. 


@* 


inmates ino gnee ony st 1/2. 


divided any way you choose among any number of targets. 


£Se 
4 any number of target 
life you sacrifice. 
£20 


\y on target opponent's turn. Tap target creature that ee controls. 
fe creature 


re A 
ibrary and put one in your hand. Put the 


MG 


uta +1/+1 counter on Discordant Spirit 
t the end of your turn, remove all 


TM 


IA 


A 


attacks each turn if able. For each dam- 
deals, lose 1 life. 4/4. 
e* 


MG 


S 


VS 


No green creature can ne a: its cre sacrifices a land when that 


creature attacks. 


Frengtic Efreet R eee 


2ee 
Flying. 4: : acoin; ii flip ends up in your favor, Frenetic Efreet 


phoses out. 
Fumorole 
Sacrifice 3 life to destroy a on and a ont 
Gobriel Angelfire R ee 
During u 
rampage: 
Ghostly Hame 
Black and red permanents and spel 
Giont Trap Door Spider SC 
£@@S, &: Giant Trap Door Spit 


3 until your next So 


eco 
er On 


therwise, vn Frenetic Eheet. 2/i. 


See 
GROee 


e. 
LG, 


keep, Angelfire gains either Wi first strike, trample, or 


s are colorless sources of damage. 


MG 


A 
CH 


IA 


target non-flying creature which is 


attacking you are removed from the game. 2/3. 

Glaciers EN R ceo 2@% A 
All mountains become plains. Pay *& during upkeep or bury Glaciers. 
Gosta Dirk SL Ree = S@@ ee 1G 

itst strike. Creatures with islandwalk may be blocked. 4/4. 

Grim Feast oo LHe MG 
Take 1 damage during upkeep. When a creature is put into opponent's 

co from play, gain . equal to that creature's toughness. 

Guiding Spit R eco =t@% VS 
lying. : If the top car : torget player’s graveyard is a creature cord, put 
that card on the top of that player's library. 1/2. 

Gwendlyn Di Corci SLR eee SO@@ 1G 
©: Target player randomly discards a card. Play as a sorcery. 3/5. 

as —_ Sk it ooo eee P LG 

upkeep, may acquire the current power a ness of c forget 
creature itself. When he re eg forgets, Haifdane ts 3/3. */*. 

Harbor Guordion SC 2e* MG 
Can blockflying creatures. aan it iis, lefender may draw a card. 3/4. 

Hounting Apparition ee 24 
lying. * is number of e creatures in in opponent's graveyard. 14*/2. 

Hazerider Drake ¢ 20% M 
hing, protection from red. 2/3. 

Hazezon Tomar SLR e@ex LG 
On the inlet ofter Hazezon enters play, put * tokens in play, where * is 
the number of lands ifs control. Treat tokens as 1/1 red, white, and green 
creatures. Remove all tokens if Hazezon leaves play. 2/4. 

Hunding Glornersen S LG 
Rampage: 1. 5/4. 

fiymn of Rebirth SOR coo SME A 
Toke control of a creature from any praweyan ! 

Jacques le Vert S P@eeox LG 
Make all your green creatures +0/+2. ey 2. 

Jasmine Boreal St SO* LG 


4/5. 


orld 
ee ate Land 
ent 
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iC 


‘ihe Gathering” 


Name Kind CR Rating Cost Sets Found 


Description 
Jedit oo st . SOx* WG: 
ai of the Closed Fist SL co §=—B OBO \G ; 
Johan SL R eee @mM@Oe 6,CH : 
As long as Johan doesn’t tap or attack, your creatures may attack without: 
Tei . 5/4. : 
Jungle Troll SC o §=6g OO MG: 
2: fete ®: Regenerate. 2/1. 
Kaervek’s Purge SOR oo 6. HO M 
Destroy target creature with casting cost equal to X. Kaervek’s Purge deals 
to creature’s controller damage equal to the creature's power. 
mee the Lone Wolf st . ae* LG 
Kei Takahashi SL Ree) me GC 
©: Prevent up to 2 auto to tanet a creature. 2/2. 
Kjeldoran Frostheast S A 
All creatures one ot blocked by Kedoan Frostbeast are destroyed at 
end of combat. 2 : 
Lody Coleria SL Ree SO me 6 3 
&: Do 3 damage to target By ar blocking creature. yh, ; 
Lady Evangela SL Sex G 


Bx, 8. Target creature deals no fast this tum during combats 1/2. 


5 Nicol Bolas 


Palladia-Mors 
> Pavel Maliki 
: _ rif 


Princess Lucrezia 


@ %- Choose and discard a card from your hand to have target creature 
ermanently gain banding, first strike, trample or +1 /+1. 
Nebuchadnezzar SL R coe See LG, CH 
&, ©: Nome a card. Opponent randomly reveals X cards in hand. 

ponent must discard any such cords. Play as a sorcery. 3/3. 

SL Ree geseeoe 16,0 
lying. An opponent damaged by Nicol Bolas must discard his entire hand, 
ay SS during ope ot bury Nicol Bolas. 7/7. 

cco 62am ee** 16 ( 
thing trample. Pay rr Hong upkeep or bury Palladia-Mors. 7/7. 


See 
 @: Give Pavel Maliki + fa until end of tum. 5/3. 
Sl R cco P@OSe A 
lying. Opponent gains two life. @: Return Phelddagrf to owner’s 
atl Opponent may draw a cord. 4: Trample. Puta 1/1 green Hippo 
token into play under opponent's control. 4/4. 
Phyrexian Purge SOR R eee 
Pay 3 life per target: Dacia a number of target creatures. 
Sl Ue Seee 


: @: Add @ to your mana pool. at 3 
: Prismatic Boon INS coo SOK MG : 


X creatures gain protection ae a se color until end of the turn. 


H fay ooo 
: henever a creature is put into youn graveyard from play, put itface up =: 
under Purgatory. During your wk eep, you may pay 4 mana and 2 life to put = 


KILLED COMBOS 


Lady Kis the Mountain SL Ue 4ee 1G 
ba SL ee See 1G 
Leering Gargoyle Ree 86k 


MG 
lying. @: Gargoyle gets -2/+2 and loses flying un ia of tum. 2/2. 
Lim-Dal’s Paladin i ooo 828 
rample. Dang upkeep, discard a card or bury Pao and draw o card. 
aladin gets + 
to defender this turn and that player loses four life. 0/3 


Lim-Dél’s Vault INS U coe oe A: 


ook at the rp ive cards of your library. As many times as you choose, you 
may pay one life to put those cards on the bottom and look at the top five. 


ral in any order. 
ito 


livonya R ee Qaee0 iG : 
inst stke, legendary nd 4/4. ; 
Lobotomy SOR ooo 626 ™ : 


ook at farget player’s hand and choose rq! of those cards other than a 
asic land. Search that player's graveyard, hand and library for all copies of 
the chosen card and remove them from the game. 


First ce. Creatures with al ot forestwalk ma 


e blocked. 4/3. 
62 


Lord of Tresserhorn ooo 
When Lord comes into play, pay two life and sacrifice two creatures; and 
target apponent draws two cards. #: Regenerate. 10/4 
N Ree Sem MG 


Molignant 
th: . During upkeep, add a counter. During opponent’s draw phase, he 


draws an additional card ond takes 1 damage for each counter. 


Marhault cane S o g820 LG, CH: 
Romopge: 4/6. : 
Marsh Goblins Sh oC ee) 6@@ OK : 
Swampwalk. 1/1. : 
Merieke Ri Berit SL R ee =@OG% IA: 


Merieke does not untap. @: Gain control of target creature. If Merieke 

leaves your control or becomes untapped, that creature is buried. 1/1. 
Misfortune SOR Ree eee 

Opponent chooses: Either you put a +1 /+1 counter on each creature you 

control and gain 4 life or you put a-1/-1 counter on each creature that 

opponent controls and Misfortune deals 4 damage to him. 


13G INQUEST 36 


/+3 if blocked. If Paladin is not blocked, it deals no damage 


Shuffle all but the top five cards of your library; put those five on top of your: 


Lord Magnos 5 ooo MEK 6 : 


A ; Reflect Dama INS 


{Reparations 


i Righteous War 


| Raho Kho 


: Rubinia Soulsinger SL 


or add one colorless mana to your mana pd 

your upkeep if 
Reclamation sl 

No black creature can attack unless its controller sacrifices land when ia 

creature attacks. 


jegan your tum orga maximum 7 counters). 4/1. 


Redirect all dam 


5 


e dealt i any a source to that source’s controller. 
* 


Whenever target opponent ae Fs costs a spell that targets you or a 
creature you control, you may a, acard. 


i Segmented Wurm 


6 
: Sir _— of Eberyn SL Ue) Smee 
: Si = SL Ue 
200 MG: 


i Spontaneous Combustion 


i Storm Spirit SI oe 


Tempest D rake 


counter to Ras; ae ; 


Nome Kind CR Rating Cost Sets Found Name Kind (R Rating Cost Sets Found 
Description Description 
Monsoon EN R cece 2a@ IA = Savage Twister SOR U cove SMO MG 
If an island is untapped at the end of its controller’s tur, Monsoon deals 1: ee each creature. 
sani to that player and the island becomes tapped. 5 lanticore Ree 3a@8 MG 
Mountain Titen SC Re gee WW: &: ee, @: Manticore deals 2 damage to target attacking or blocking 
4 @: For the rest of the tum, pie +] counter on Mountain Titan: creature. Use only once and only if Manticore is in combat. 2/4. 
whenever you successfully cast a black spell. 2/2. : Sealebone’s Elite SC Ue SMe VS 
uni tu sc Yeo gee VS : Protection from black. Me 
®: Counter target spell unless that spell’s caster pays an additional a ond : Searwood Goblins Ce ee OK 
: life. Play this ability os an interrupt. 1/1. } .2/2, 
! Nature’s Blessing EN f coo OOK Al Sealed Fate SOR U eo Me NG 


Look at the top X cards of opponent's library. Remove one from the game 
and put the rest back on mp of that gest s library in any order. 

coo 68388 TM 
Whenever Segmented Wurm is fie target of a spell or ability, put a -1/-1 
counter on it. 5/5. 


Selenia, Dark Angel SLR oe Se TM 
Phin. Se Selenia counts as an Angel. Pay 2 life: Return Selenia to owner's 
} Shauku's fon SC Ue #¢0 NG 


© @,@: Shauku’s Minion deals 2 damage to target white creature. 2, if i 
Simoon INS Ue @@ 
Simoon deals 1 damage to each creature target opponent controls. 


See LG, CH 


6/4. 
Skeleton Ship SLR oe =SOe A 
Bury immediately if controller has no islands in play. <9: Put a-1/-1 
counter on o creature. 0/3. 
s £ex TM 


mic ( 
fen ie ash strike. ig 
kanar the SL R ecco SRO LG, CH 


pkey You gain in life each time a black spell is cast. 5/5. 


U vce 


} Soltari Guerrillas SC Ree Bowe TM 


Shadow. If Soltari Guerrillas assigns combat damage to any opponent, you 
may redirect that damage ans ave 3/2. 


: Spatial Bindi ie MG 
: Pay 1 Ii if pt cmc as out until the start of your next upkeep. 
: Spectral Shiel ECU cee ee 
> Target a goins +0/+2 and cannot be the target of spells. 
Vcc £20 TM 


S 
Sacrifice a creature: S. Combustion deals 3 damage to each creature. 

red Resources ENR eee 2 VS 
Sacrifice a land: Add to your mana pool one mana of any type the sacrificed 
land could produce. 
Stongg SL Ree @@@ 

it Stangg Twin token in play. Token aE green and red legend. PS 
either one leaves play, the other is ae 
L Seer IA 


ing. @: Do 2 damage to tar eee 3. 
snc bia ’ EN : R ee i eee IA 


: Discard o card at random to do 2 ion to any target. 

's Legacy EN R eco @ xe Vs 
When Suleiman’s Legacy comes into pay, bury all Djinns and Efreets. 
bid en or si ‘a '¢ play, bury it. 

ooo 6380 LG 
@: Add ore ere me ” : mana pool. 4/4. 


£ Surge of Srenth NS Ue 8 Al 


Discard a red or es card to have Hat creature gain trample and get 
eae ry end of tur, raat the creature's casting cost. 
Flying. Attacking d 7 eke /2 ” 
ing. Attacking does wai pes rake to top. 
SL Ree @¢@ LG 


Tetsuo Umezawa 
BGS: Destroy torget tapped or bing creature. Tetsuo Umezawa 
ar not be targeted by an con a creature spel we 


* 1G, CH 
: Tor ar s | eo Sere LG, CH 
any card under Purgatory into play. : ®: Do 2 damage to target attacking or blocking creature. 3/3. 
Pray ipo SC eco 2 VS : Torsten Yon Ursus Ss oue Seer LG 
If Pygmy Hippo attacks and is not blocked, you may choose to “ itdeal = 5/5. 
no combat damage ths turn. f you do, defending player draws all mona =: _‘Tuknir Deathlock SL Roe = ee LG 
from his or her lands and then his or her mana pool is emptied. After i Flying. @@, @: Give target creature +2/+2 until end ati 2/2. 
: combat, add an equal amount of colorless mana to your mana pool. 2/2. : Unfultilled Desires R ecco SRE 
Al} Radiant Essence sc co §=6— MG : @, Pay | life: Draw a card, then choose and discard a card. 
: As long as target opponent controls any black permanents, Radiant Essence Ur-Drago SLR ee S2TOe 16 
gets nN /+2.2/3. : First strike. Creatures with swampwalk may be blocked. 4/4. 
Rognor SLR ee Cex LG : Voevictis Asmadi Sl R eee ee@eees IG (H 
: @ OX, S: Regenerate torget creature. 2/2. : Flying. 4: +1/+0. @: +1/+0. - fii Pay 4 @ during 
: Ramirez DePietro SL coo © SSS8 \G : upkeep or bury Vaevictis Asmadi. 7 
: First strike, 4/3. £ Viashiven Dragon SC ooo 628 VS 
{Ramses Overdar SL Re @886@ LG Flying, @: +1/+0 until a of tum. @: +0/+1 wie end eo hr 4/4. 
i ®: Destroy a target creature with on enchantment onit. 4/3. : vot ha R oe Ohe ™ 
Ranger en-Vec st Dee TM yy 1: el creature’s power - toughness is 1 until end of tum. 3/3. 
‘ irst strike. G: Regenerate Ranger en-Vec. ee 2/2. Vitalizing Cascade INS U cco me 
: Rasputin Dreamweaver SLR eco §=S@ He lg : Gain X43 life. 
Put 7 counters on Rasputin. Remove o counter to peat damage to Rasputin : Wandering Mage SCR eee Nl 


#: Poy one life to prevent up to 2 ay e to 7m aoe @: Prevent 

one damage to any Cleric or Wizard. @: Put o-1/-1 counter on target 

creature you control to prevent up to 2 damage to any player. 0/3. 
268 


2 Worpi Worm SCR eee 
Ree $O*% MG: 


sing. During your upkeep, pay <4 4 or Warping Wurm phases out, 
hen Warping Wurm phoses in, put a +1/+1 counter on it. 1/1. 


= 


6: Wellsprin EL R eee hae MG 


2. 


ig 
ain control of target land. At the end of each of eau turns, lose control of 
lond. At the beginning of ye tum, gain control of the | land. 


ooo 6S VS i Windreaper Falcon fe fee MG 
All white creatures you control gain cin from foc All black creatures = Flying, protection from blue. 1/1. 
you control gain protection from ue } Wings 0 hesthir J eco @x IA 
Riven Turnbull st - 66 le: ive target creature flying, first si ond +1/+0. 
&: Add @ to your mana pool. sf. : Winter’s Night EW ee @ex M 


Rock Basilisk (CR eee 2 MG 
pane Rock Basilisk blocks or is blocked by a non-wall creature, destroy 
thot creature at end of ara 4/5. 


R 
Haute Kobol ee Keep gain Wal. Poy @@@ during woken oF 
Rohgahh ond Kobolds tap ond come wine psc 5/5. 
R ee 268 
®: Goin control of target creature. You lose control wren Rubinia leaves 
your control or is untapped. You may leave Robinia topped. 2/3. 


eecoo ig; Weodiog 


a i Xira Arien L 


When a snow-covered land is = for mano, it gives one additional mana 
of the same type and doesn’t a“ during its controller's next untop. 

Sl a TM 
Name a creature card. Reveal the top four cards of your library to all 
pa If ony of those cards are the named card, put them into your hand. 

ut the rest into your graveyard. 1/1. 
R eco See LG, CH 

Flying. #4 @, @: Torget player draws a card. 1/2. 


ot 


Name Kind CR Rating Cost Sets Found Name Kind CR Rating — Cost Sets Found Nome Kind (CR Rating Cost Sets Found 


Description Description Description 
Zebra Unicorn Sle See MG Gtanul Druid cs Ue ee AQ: Harvest INS Reo NG 
For each 1 damage Zebra Unicorn deals, gain 1 life. 2/2. > Adda +1/+1 counter whenever eet casts on artifact. 1/1. ; arget player untaps all basic lands he or she controls. 
ame lay aE ces oy dora h an op d ; at an land, * 
ach player may play spells ond abilities only during his or her tum. : ‘ap an untapped creature you control: Untap target basic land. 
> Cockatrice SR eee = Sm LU RAS: Eorthlore foeC ee IA 
roll SC Re a8 © Flying. Any nor-wall creature blocking or blocked by Cockatrce is destroyed :  @: phe to give a blocking creature +1 /+2 until end of tun. 
CU: Put a-1/-1 counter on Aboroth. 9/9. = at end of combat. 2/4. 5 Flodamri, Lord of leaves SL R coo @@ TM 
Afiya Grove IN Re 22 MG =: Cocoon ec Ue 1G, CH = _ All Elves goin forestwalk. Elves cannot be the torget of spells or abilities. a 
Grove comes into play with three +1/+1 counters on it. During your : Put 3 counters on target creature you control and top it. Creature does not =: Eladamri’s ineyard EN R ecco @ iM 
upkeep, put a counter on a creature. If Grove has no counters, bury i. 4 untap normally while counters remain. Remove a counter during upkeep. : At beginning of each player's main phase, add 4 to that player's pool. 
saat Leprechaun co Ce 2 \G = _ When last one is removed, creature gets +1/-+1 ond flying. 2 Elder Druid SC Ree Sm ! 
All creatures blocking or blocked by Leprechaun become green. 1/1 > Concordant Crossroads FW Ree @ 1G,CH : @@, @: Top or untop one target creature, land, or artifact. 2/2. 
Aluren EN R eee ga@ ™ Al ceatutes ore unaffected by summoning sickness. : Elephant Grass N ooo @ 
Any player may play a creature card with total casting cost 3 or less © Gosh of Rhinos SC C cee & MG = CU: @. Block creatures cannot attack you. Nonblack creatures cannot attack 
! whenever he could play an instant ond without paying its casting cost. ==; Trample. 8/4 = you unless their controller S ® for each attacking creature. 
Constable Sc ee 1ae HLSth : Gow Giont SU cee) mmm LGCH Sth: Elven Cache SOR ( seco Qmem VS 
total number of green creatures in play. 2/1+* : Tromple. Rampage: 2. 6/4. : Return target card from your graveyard to your hand. 
SOR oo 928 HL: Gaw Worm SC ee) em LUR Ath Sth : Elven Fortress NC FE 
life where X is the number of green creatures in play 6/4 : @: Give target blocker +0/+1 until end of tum. 
SC ooo ©6298 ™ Crazed Armodon SC Ree 2. TM = Elven Riders sc UU ee gee 16, 4th, Sth 
attacks, it does not untap during your next untop phase. 5/4. @: Amodon gets +3/+0 and gains trample until end of turn. At end of H Cannot be blocked except by walls and flying creatures. 3/3. 
EW oo 2208 16 tum, destroy Crazed Atmodon. Use this ability only once each tum. 3/3. Elven Warhounds SC Ree Se ™ 
Ifa player doesn’t cast a spell or i card in play on his tum, ceatures = Mold SOR U eee Qae@ S 3 If Warhounds is blocked, put the blocker on top of owner's library. 2/2. 
may not attack that player until after his next tum. : ‘oy target artifact, land, or enchantment. = Elves of Deep Shadow SC U eo @ Ok 
Arctic Wolves SC ee 3an WL: INS ( eo @ AQR,4th,Sth =: @: Add #% to mana pool and lose 1 life.1/1. 
CU: . When Arctic Wolves comes into play, draw a card. 4/5 =! target artifact. Controller gains life equal to the casting cost. 2 Elvish Archers SC Ree me LUR, 4th, Sth 
Argothian Pixies sc oC oo Se OG : Cyde of Life IN Re gee NG : First strike. 2/1. Misprint: Alpha listed power/toughness as 1 /2. 
Cannot be blocked by artifact creatures. Damage that Argothion Podes take Return oe of Life to your hand: Target creature you summoned this turn is: Elvish Bord Sc Ue Se Al 
from artifact creatures is reduced to 0. 2/1. = 0/1 until the begging of your next upkeep. At the beginning of your next : All creatures able to block Bard must do so. 2/4. 
Argothian Treefolk sc; Ce sa0 ps) upkeep, put a +1/+1 counter on that creature. > Elvish Farmer SC Rew ee FE 
Any damage Treefolk takes from on artifact is reduced to 0. 3/5 5 Cydone IN Re gee AN, CH: Puta spore counter on Elvish Farmer during your upkeep. Remove 3 spore 
Armor of Thorns C (oo fe 5 = Add ] token per upkeep. Pay # for each token to do 1 i per token counters fo put a Saproling token, which is 0 1//1 green creature, into play. 
You may , lay Armor os an instant; if you do, bury it ot end of tum. Ploy only: to all players and creatures. a, Cyclone if mana is not paid. £ Sacrifice a Soproling to gain 2 life. 0/2. 
ono nor-black creature. Enchanted creature gets +2/+2. : of Autumn SL oo ® HL: Elvish INS (eo @ TM 
Aspect of Wolf ooo 658 LUR 4m Sh = 3: Redirect 1 damage from white creature to Daughter. 2/4. : pois 4. Target creature gels +2/+2 until end of tum. 
Target gets +X/+X, where X is half the number of forests you control : Deodfall IN Ue Qe LG = Elvish Hunter g ooo =e FE 
‘achs sc C ee 2 use Creatures with forestwalk may be blocked. i @, @: Target creature does not untap as normal. 1/1. 
Tangs Gains +1/+0 for each other Aurochs that attacks. 2/3 > Elvish Ranger SCC coe 6m Al 
Autumn Willow SLR tees ce re i 4. 
Cannot be the target of hes or effects. @: Target ployer may target 2 Elvish Scout sc Ce @ FE 
Autumn Willow with spells or effects till the end of tum. 4/4 [=) H @, @: Untap o target attacking creature you control. Creature neither 
Avoid Fate NT Ce 6 £ deals nor receives damage in combat. 1/1. 
: Elvish Spirit Guide SC U eee ee Al 


Counter target interrupt or enchantment targeting o permanent you contra. 
it SC oo @ If Elvish Spirit Guide is in your hand, you may remove it from the game to 


C CY wi: i f 
add @ to mana pool. 2/2. 
( oo of iG : : Emerald Charm INS C ee 


2 
- Choose one—Untap target permanent; or destroy target global 
o 208 WG enchantment: or target eee loses fying until end of tur. 


Balduvian Bears 
sc 
N 


When a creature attacks you, it loses flanking. When o creature without Fy ( ee ge L6, CH 
ing attacks you, Barbed Foliage deals 1 damage fo it. : Flying. a: First strike until end of turn. 1/7. 
ishi sc. Ue 2002 WL 2 Erhnam Dji SC U eocce Qm AN, CH 
If Barishi is put into graveyard from play, remove Barishi from the game, 3 Dur pop ive forestwalk to an ona creature until next upkeep. 4/5. 
then shuffle all creature cards from ar graveyard into your leary. 4/3 : Essence Filter SOR coco Ge IA 
Bayou Dragon! SC oe 2e TM Destroy all enchantments or a enchantments that aren’t white. 
Fin swompwalk. 1/1. reko SOR o gee 
© Berser NS ecoce @ Both players may put a permanent from their hand directly in play. Players 


take tums playing cards until neither wants to play any more permanents. If 


Double target creature's power and give it trampling ability enti end of 1. : 
: a sel has an X in its my cost, X is 0. 
> Foerie Noble R eee 


__lFittttacks, destroy target gee at end of tum. 


Birds of Paradise R ecco @ LUE 4h Sth g ee HL 

Flying. @: Add one mana of any color to your mana pool. 0/7 Flying, All faeries goin +0/+1. @: All foeries gain +1/+0 unfl the end of 
Blizzar N Re oe 4 tum. 2/2. 

CU: @. Flying creatures do not untap. Forth SOR Y coe Qe MG 
ot Wreath NS C oo @ WL Put target land on top of owner's library. 

Gain life au to the number of creature cards in your graveyard Wurm SC Ueo oe WL 
Bounty of the Hunt INS ° 308 N When Wurm comes into may discard a land or bury Fallow Wurm. 4/4. 

ior Ground i Ue WL 


You may Temove a green card in your hand from the game to cost Bounty 


Put 3 +1/+1 counters on ony number of torget creatures until end of tar. Each of yout.creatures cannot be blocked by more than one creature. 
ior Shield fC (eo @ wi ical Fever INS JU co gee 

+1/+1. Sacrifice: Enchanted creature gets +3/+3 until end of tum Give 0 creature +3/+0 and trample until end of tur. 
Broken Fall N Co 2a ° EN R eee LUR 

Return Broken Fall to owner's hand. Regenerate forget creature. There is no limit to the number of lands you may play in a turn. Does 1 
Brown Ouphe sc OC 4 camo to you for each land beyond the first you play in one turn. 

@, ©: Counter on artifact ability that requires on activation cost. | Feral Thillid cS Ue gape FE 
Brushwa Roos e282 MG Add a counter during bat Remove 3 counters: Regemerates. 6/3. 

If Brushwagg blocks or is blocked, it gets -2/+2 until end of tum. 3/2 Archers (ni 
Bull Elephant sc Ce se iS 


@: Do 4 damage to target attacking creature with flying. 2/2. 

When Bull Elephant comes into play, return two forests you contrat to Feral instind INS ( eo 4a 

owner's hand or bury Bull Elephant. 4/4. 
Call of the Wild N Ree Cae wi 

@@ @: Reveal the top card of your library to all players. # that cond S 
} creature card, put it into play. Otherwise, bury it. 
Camouflage NS U ee iu 
lace your attacking creatures face down and rearrange them. Reveal Mem 


Torget creature gets +1/-+1 until end of turn. Cantrip. 
Fly kde ae pe ee 

ing. @, &: fo your mana pool. 1/1. 
ing Drake eae oa 2 TM 
Fiying. If Floiling Drake blocks or is blocked by any creature, that creature 


jets +1/+1 until end of tum. 2/3. 
only after defense is chosen. Ignore illegal blocks. : zzem sc Ue ¢@ 6 

Canopy Dragon SCR ee 6am MG : $ If Floral Spuzzem attacks and is not blocked, you may destroy a target 
ample. “4: Flying and loses trample until end of tum. 4/4. : Insects sc ooo 648 AL = orfifoct under opponent's contal without dealing damage. 1 

Canopy Spi oe 6 Cannot be the target of spells or effects. 6/1. H NS Co ©@ LU,R,4th,MG, 5th 

‘anopy Spider can block creatures with flying. 1/3. : Dea i EC oo 8 MG rol ee do not damage ee aly Scour HL 

Corapace KK te 8 HLSth = — Piay ona block creature. Creature gis “(U:1 life.” enchanted creature 2" Fc spe blocker, Folk get +2/+0 until end of turn. 1/1 
+40/+2. Sacrifice Corapace to regenerate the creature it enchants. © js put into the graveyard, its controller loses 2 life. flee see /+0 un a. 

Comivorous Plant Sc Ce 6S@ Ath Der fog EN Ricco = @@ WL: qe: 41/40 until end of tum. 2/5, 

Counts as a wall. 4/5. : Creatures connot be the target of spells. ¢ Foratog Sl oe Om NG 

Cat Warriors Sl ( ee gee 1G,CHSth : Desert Twister OR coo GO ANR,4th,Sth = ifice 0 forest: il end of 

orestwok. 2/2 H iene peuncneat § $ ere forest: ae inn tun. | e nf 
mags $ Destroy . H e coo 

© Channel SOR U eee @@ LUR4th : Dire Wolves SCC oe oe \A  @ Top land to give target creature +2/+1 until end of tum. 

Add to your pool for each life point you sacrifice. : Goins banding if you control any plains. 2/2. 2 Force of Nature SCR coe QM ee LRA 

Charging Rhino SC { oo 6988 TH = Dirtcow! Worm SCR oes em TM = Tromple, Poy a aa aac imtoo 
Charing Rhino cannot be blocked by more than one creature. 4/4. H Whenever any opponent plays a land, put a +1/+1 counter on Wurm. vt 2 Forgotten Lore sl ooo @ \ 

Choke IN Uco om TM : Downdraft N oo €=6—@ 8 L Opponent chooses a card in your graveyard. You may pay # to have 
slands do not untap during their controllers’ untap phases. ; ©: Torget creature loses flying until end of tum. Sacrifice Downdraft: © opponent choose a diferent cord. Take the last card chosen. 

Choking Vines INS ( eco sem WL: Downdraft deals 2 damage to each creature with flying. 2 Foxfire ; INS C@ . (A,5th 
Play only when blockers are declared. X target attacking creatures are = Drop of Honey IN R coo @ AN: Untap attacking creature. Creature neither deals nor receives damage during 
considered blocked. Vines deals 1 damage to each of those creatures : ‘Destroy lowestpowered creature during your upkeep. Drop of Honey is < combat this turn. Contrip. 

T (eo oo 145th: _ destroyed when there are no more creatures. : ir : o ¢@ A 
Gains +2/+2 until end of turn when blocked or blocking. 1/1. : Boars sc - ¢0 1G,4th,Sth : : Soctfice o red or white creature to deol damage equal to half the crea- 


4/4. f ture’s power, rounded down, to any target. 1/1. 


© Re Bann a ative Enchant orld 
fo jant Al Lond Lond 
8B am Current ant Cr ni 
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Name Kind CR Roting Cost Sets Found Name Kind CR Rating — Cost Sets Found 


scription Description 
i i 


H > Jungle Wurm SCC oe Se MG 
: Giant Turtle SC ° gee IG jungle Wurm gets -1/-1 for each extra creature blocking it. 5/5. 
: Giant Turtle may not attack if it did so during your last turn. 2/4. : Juniper Order Druid SC oo om IA 
= Gibbering Hyenas So Ce ae MG: ®: Untap a land of your choice. 1 ( 1. 

®: ase Heres cannot ne black creatures. 3/2. : Karoo Meerkat SC ooo 698 NG 


The Gathering Gift of ( oo @ A: econ othe. ai. 


f enchanted creature blocks or is blocked by any creatures, it gets +0/+3 = Wi IN Reo gm VS 


until end of turn and you gain one life. : hasing. Creatures with flying cannot attack, block, or use any ability that 
guide of Reincarnation == INS C @ 2 LG : includes & in the activation cost. 
ane _ bry all creatures passe by tage wall ul iy. For each etl ceive, H sea ae Nya see Al 
f i : choose a creature from attacker’s graveyard and retumn it to play under : green creatures you control get +1/+1. 2/3. 
a ‘on Heal Rag as SefiFene : attacker's control. Play after combat. : Kil SC J coe fo? 16,4th, Sth 
vi : Gorilla Berserkers SC ooo §=63@8 Al: lying. 4: Give Bees +1/+1 until end of tum. 0/1. 
Freyoise’s Charm iN Ue oa lA: ample, rampage: 2. Cannot be blocked by 1 or 2 creatures. 2/3. SK cheetah : sc Ce ga VS 
4 @- Drow 0 cord when ony opponent successfully casts o black spell —_ Regenerate. 3/3 SC Ce 2a8 A: & a play King Che il ea oat. 3/2. “ih 
fr bed el bogs ain Roy hand. eee i: Gorilla Pack “co Ce of A = Comes into play with X +1 ya counters on it. 4: Regenerate. 0/0. 
Put a wind counter on any pananet whenever i vege ree d : abe Sc Ceo @ MG i a target land is tappe ec is acer The pt just lost a at 
— dl ei 0 not untap. Instead, remove all win #% ,&; Target creature gains first strike. @,@: Granger Guildmage does : to Kudzu must place it on ot other land in play. 
iusto p ct t- © ™: damage to target creature or player and 1 damage to you. 1/1. = Kyseu Drake Sc UY eo 3m VS 
"hh Frog fonduecimesintniplay. wewacard Frehoniekeeanean Grizzly Bears SC ( coo am LUR4th,Sth : Flying. 4: +0/+1 until end of turn. (Max @) Sacrifice Kyscu and Spittin 
block centres ath flyin Me . : ee Drake: Search your library for Viashivan Dragon and et it into play. ate 
Fugitive Druid ee pe OO ™: tl So “ INS ls , eee mea AE tend lees an Cc Ceo fee K At 
; : ail Storm deals two damage to each attacking creature and one damage to: inst strike. 2/2. 
hte per ices Casts on enchantment spel that targets : you and each creature you control. Leaping Lizard So Ce gee H 
Fungal Bloor iN Ree mm fe 2 Hall of Gemstone EWR coe me MG: a @: Flying ond -0/-1 until the end of tum. 2/3 
@® ®- Put o spore counter on taget Fungus. : During each player's upkeep, tht player chooses a color. Until end of tum, each mand: : Ley Druid SC ooo 68 LU,R, 4th, 5tt 
Fungus Elemental SCR oe &® WF galt iualiomnean ‘icc lan 4 @: Untap o land o ipa TP — a 
‘i is: Harr ee , 
inuht tok ts a on ten pee : Sacrifice a land: Search your library for up to two basic land cards and put © * equals the total number of creatures in all graveyards. */*+1. 
fi oh 9 SCOR mp y ge LURAtSth them into play. Shuffle your library afterwards. 2 ti Hope SC Re g@@ VS 
5 coe /+1 counter after any turn when Funguscur has heentdorioasl! 2 Harvest Wurm SC e ee F For each 1 damage dealt to Lichenthrope, put a-1 /-1 counter on it instead. 
but not destroyed. 2/2 Y ig 9 : When Harvest Wurm comes into play, return ory basic land card from your: During your upkeep, remove one of these counters from Lichenthrope. 5/5. 
F ewan 1 ee ge I = graveyard to your hand or bury Harvest Wurm. 3/2. > Liege of the Hollows SC Ree gem Ww 
®, & Untop a creature, 1/1 : Heartwood Dd SC C eo f* M If Liege is put into graveyard from play, each player may pay any amount o 
Fyndhore Drei P SC) 6om@ A ‘ Heart ya can ii ee! sai 2 ml : oi to per ONT /\ green ae a 3 ij ‘ 
a aa as “4 Be y ! Heartwood Gi oe & 5 Lifeforce ooo 6 AUR, 4th, 5t 
fyndhon al inte omen aie blocks, bal Ife. 2/2. IAsth ®, Sacrifice a forest: Giant deals 2 damage to target player. 4/4. : % ®: Counter a black spell as itis being cast . 
ea i 5th | Heartwood T sc lee oem TH = lifelace WT Re LUR AH 
Fyndhorn Elves ui aC Ccece @ iA Forestwalk. 3/4. + Changes the color of one card in play to green. 
@: Add to your mana pool, 1/1 Hidden Path EIN R eo Q@eeee K = Living Artifact EA R eco @ LUR,4th, Stt 
Fyndhorn Pollen y Ay Re om mn All geen creatures gain forestwalk. ; Put 1 counter on target artifact per life a lose. During upkeep, you may 
CU: a. Al ceotues get-1/0. 14 Creatures get=1/-1 unt end of tum. ; Mamet bra c Ce 08 LG: rade one and only one counter for 1 Ife, 
Goea’s Avenger ‘ “Le Eee AQ: First stike. 2/1. : : o- londs N Reo gm LUR,4th, Sth 
* numberof tfc opponent has in play. *+1/*+1 Horned Sliver SC Ue oe M : reat all forests in play as Me ges 
Goea’s Blessing POR i pli $e. WL All Slivers gain trample. a , . a a ye My R coo me (6 
jc ‘ato hi o €¢ : lands are are now also 1/1 creatures. 
Te Be a eae fan £4. [op lod HorSpings encanto pret damage tony tage, |: Uanowar Behemoth SC eevee Wt 
cur library, shuffle your graveyard into your library : gor SCC ee eee HLSth = Topo creature you control: +1 /+1 until end of tun. 4/4, 
Ganstige d SR ee Sl! URdth ¢ During your upkeep, pay 4®4® or bury Hungry Mist. 6/2. : Uonowar Druid sc Ce ¢@ W 
®: Tum any land into a basic forest. All target lands return to normal when Hurricane SOR U eee mm LURATHIASIh =: —  @, Sacrifice Llanowar Druid: Untop all forests. 1//2. 
Gaen's Lege leaves play. *is the number A ress nu contol when Do X damage to all players and flying creatures. “ , i Usnowar Elves SCC coco mp LUR, 4th, St 
attacking, * is the number of forests defender conto, aff, Storm SOR Use @ i : ©: Add # to your mona a. VAG ‘ 
Geee's Tow [NC eco mm KE i Destroy pipe land. e 4 ae 4 —_ — Sadie ( hia ae 2 , W 
i ‘ F 5 neuron Druit ° + : en Llanowar Sentinel comes into play, you may pay <4 to search your 
Sire ener os sede erg So e H sims bd ony say costing an instant, except for the first one cast: “m eal for a Llanowar “atte ia Put that es play. 2/3. 7 
Gargantuan Gorilla SR eo Camm! oye cat player that turn. 1/1. : Locust Swarm ooo 
uring your upkeep, sacrifice a forest, or bury Gorilla and take seven Wt et d > lI J by po - this abil AN: ae eee pe ene once adh tn 1/7. h 
damage. If you sacrifice a snow-covered forest, Gorilla gains trample until Flying. #®: Do | ano a Players ond fing creatures; this abiity may = Lure Y coe eee LURATHAS 
aa. ®: Gorilla deals damage equal to its power to ay et target be used by ony player. 3/3. : we ot ta Ree ees NG 
create. Creture dens damage equal fits power to Gora. //7 Play fo if on opponent cast a summon spell this turn. Put a green summon 
card from your hand into play as though it were just played. 
ot R eee Ok 


: larness € k® ge HL 
Sha OLQ8 ca thsan’s Shade and £ Target creature loses flying. Creatures assigned to block or who are blocked 


- 4 er e 
; Cannot be target of spells unless it attacked or blocked this turn. 2/3. 
\ 1 = : Maddening Wind C Jeo 2@ iA 
: CU: @. During target creature’s controller’s upkeep, Maddening Wind does 
: 2 damage to that player. 
Mammoth 


. : by Mammoth Harness get first strike until the end of turn. 
Wrath of God: Speaking of Moro" eck ee 2mm NG 
targeting, the effects of i pram t eu fo the number i! on i your hand. pe ‘pagent 
from a color were i Opponent takes 2 poison counters when damaged by Viper. 1/2. _ 
4 
very unclear in early days of © Master of the Hunt SCR ee 6mm 16 
a i + @#: Put a Wolves of the Hunt token, a 1/7 green creature that may 
Magic. For o while, o creature : te band with other Wolves of Heh in play. uA 
i i sis ° , 
with protection was not affected Sacrifice creature for casting cost + 1 mana of any color, which can only be 
by any pels ofthe profecied = Sen pure sc Re mt NG 
color, including global effects ; lying. pai Spares blocks a creature, mt 4 counters ti te eal 
F : uring controller's untap, remove a counter from the creature. As long as 
like Wrath of God. Can you : cee las any conte, it does not untap as normal. 0/1. : 
imagine the confusion this ; aa your upon you ‘ay it the top three cards of your library at 
raised with “you choose” cards ut them back in any order. 
Ff : el Pack SC Ree oe@ M 
like Balance? : -" Mongrel Pack is put into any graveyard from play during combat, put four 
: ties a into play. Treat these tokens os a 1/7 green creatures. 4/1. 
2 Mortal Wou fC oe VS 
: f jlamage is dealt to orcad crate, ‘ae ' 
t oo 
pew 
Ghazban Ogre so Cm AN,CH,Sth Intl Ene C Jeo @ URS ¢ Om Aa nec om a 
Rear ile upkeep, Ghazban Ogre switches to the control of the ; You ni untap creature one extra time during your turn; target may attack iM a tds, deli player may pay %@ to hove it dea no 
player with the most life. 2/2. 5 when it comes into play. : Pe ig “SC oe gm M 
Giant Badger ( Reo gem PR: Irontoot Tree SCC ee em LU RAH Sth EA Stivers get +1/+1. 1/1 - 
_ Badger gets +2/+2 until end of turn if assigned as a blocker. 2/2. i sah SCY eee e tAsth ieikias "SC Ree WL 
Giant Caterpillar at. Cie oe ee 10 ful Worm ets -2/-1 for each extra walle it 6/6 vn | CU: &. Mwonvuli Ooze has power and toughness each equal to 1 plus its 
®, Socrtice Giant Caterpillar: Put o Butterfly token info play at end of turn. : Ht g . +. lost paid cumulative upkeep. 1+*/1+*. 
Tr en! creature with flying. 3/3. : ae cr the th rr tall ora yp MG Wafs Asp ce (Ce @ AN, 4th 
Giant Growth ( coco @ LURATH ASH: joven's Fetvets sles ci aa i; _[ENafs Asp damages opponent, it does 1 point of damage during opponents 
Torget creature gets +3/+3 until end of turn. : if Ferrets attack, they get +0/+2. At end of combot, tp al creatures Sone ynkee unless «1s paid. 1/1. i 
Giant Hants SCC oe =6Sm NG: lock a Thorton aitan ts eo i ceaion anise VI {Natural Balance SOR 'R cece om MG 
Giant Mantis can block creatures with flying. 2/4. i sone nag Eee ee SB” yg | Each payer with 6 oF more lands sacrifices enough lands to reduce his total 
Giant Spider SC oof 6 / LUR4th,Sth 46: Put a Wood foken into play. Treat as 00/1 green creature that ; to five. Eac ena fewer lands may search his library for enough 
Giant Spider can block creatures with flying. 2/4. {counts a5 0 wal, Sacrfice a token: A id @ to your mana pool. 3/2. ; asic and to bring his foal o five and pu them ito play. 
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Description Description Description 
Natural Order SOR R eee Spm VS i Respite NS Ceo gem TM : Seedling Charm INS ( soo @ MG 
Sacrifice a green creature: el i library for a aren creature card, put = Creatures deal no combat damage this turn. Gain | life for each attacker. =: Reta target creature enchantment to owner's hand; . bo es a green 
it into play as if it were jus \ a then shuffle or library. = Revelation Wo Re (G,CH = creature; or target creature as trample until end of tu 
Natural Selection LU: Allplayers play with their hands face up. = Seeds af Innocence R eee 7. MG 
Look at top 3 cards of any an Ae may ian shuffle that library. = Rime Dryad So Ce @ lA 6 uty all artifacts. Each artifact’s controller gains an amount of life equal to 
Natural Spring SOR ( ee 3a@ TM = _ Snow-covered forestwalk. 1/2. + that artifact’s casting cost. 
Target player gains 8 life. = Ritual of Subdual N Ree #p@ IA = Seeker of Skybreak SC ( eoee gm TM 
Nature’s Chosen C Yoo @ Al: CU: @. All mano-producing lands now produce colorless mana. : — @: Untop target creature. iy 
Play on one of your creatures. @:: Untap creature. Use only during your tun : River Boa SC (coe pm VS : Serene Heart INS ee MG 
ind only once per tum. :€: Tap creature to untop a permanent. Use only if = Islandwalk. 4: Regenerate. 2/1. i Jestroy all local enchantments. 
enchanted creature is white and only once each turn. : Rogue Hephant SCC eee WL =: Shambling Strider SC Cee ame A 
Nature's Kiss C (Coo gm WLS: When Elephant comes into play, sans a jana or bury Elephant. 3/3. @@:+1/-] until end of tum. 5/5. 
4: Remove top card in your graveyard from the game: Enchanted creature : Root Maze N o #® TM: Shanodin Dryads sc Ce LU,R,4th, 5th 
gets +1/+1 until end of t um. : All artifacts ond lands come into Cy tapped. 4 corestwalk, 1/1. 
Nature's Lore SOR U eee pm \A5th : Rootbreaker Wurm sc - $08 TM : Shelkin Brownie sc Ce ee \G 
Search your library for one forest and put it in play. : _ Tromple. 6/6. : Remove banding sia from mete creature until end of tum. 1/1. 
Noture’s Resurgence SOR R eee @a@ WL : Roots C Ye gem HL : Shrink c HL; 
ach player draws a number of cards equal to the number of creature cords =: me, p pet creature without flying. That creature does not untap. : jarget creature gets -5/-0 i in snd of tum. 
in his or her graveyard. : N UY eco gee MG = Singing Tree SC Reo Bm AN 
Nature’s Revolt N Ree 3a@ TM : yn islands or swamps. Whenever a land of the chosen type that target = & Rec attacking creature's powat to 0 to 0 until end of tum. 0/3. 
All londs ore 2/2 creatures. ‘ opponent controls becomes tapped, goin | 1 life. = Skyshroud SC. € Pe 
Noture’s Wrath NR eee gam N Root sc UU HL e: rie ® to your mana pool. a: me * or . to your mana pool. eh 
During your upkeep, pay 4 or bury Nature’s Wrath. Whenever o ployer : If assigned as a blocker, Spider gains iss strike ne +1/+0. 2/2. i Skyshroud Ranger gC C 
uts d ele or black permanent into play, he sacrifices c Swamp or black =: Rootwalta SCC oe om TM : ®: Choose a land in your hand and out it into hl Play as a sorcery. 1 y i 
etmanent. Whenever a player puts an Island or a blue permanent into play, ° ¥ >: Rootwalla gets +2/+2 until end of tum. Use this ability only once «= Skyshroud Tro SC (oo gee T™ 
ie sacrifices an Island or a blue permanent. : each tum. 2/2. ; @: Regenerate Skyshroud Troll. 3/3. 
Needle Storm SOR - 28 ™ : 2 Snowblind ks oe IA 
Needle Storm deals 4 a 0 each creature with flying. : : — Torget creature per */*_* is the number o! snow-covered lands the 
Nettletooth Djinn sl ooo 638 MG : defender controls when creature attacks. Otherwise, * equals number of 
uring your upkeep, Nettletooth Djinn deals 1 damage to you. 4/4. : : snow-covered lands creature’s controller owns. 
Niall Silvain Sc Re mk : Spectral Bears SC Yee gm HL 
“a= @: Regenerate target creature. 2/2. : : If Bears is declared as an attacker and defending pi controls no black 
Soil IN ( eo @@ FE: cards, Bears do not untap as normal next untap phase. 3/3. 
— Toke two creatures in any graveyard and remove them from the game = = Spider Climb fC ( coo @ VS 
to put a Say apoling token, a i green creature, in play. : You may play Spider Climb os an instant; if you do, bury it at end of turn, 
Nurturing Lic Sl ooo «898 ™ : : Ccreature gets +0/+3 and can block creatures with flying. 
@ : Licid loses this ability and becomes o creature enchantment that : : Spike Drone sc Ce ™ 
reads “a: Regenerate enchanted creature” instead of a creature. Move : Spike Drone comes into play with one +1/+1 counter on it. <&, Remove a 
Licid onto target creature. You may pay # to end this effect. | : +1/+1 counter from Drone: Put a s ial counter on target creature. 0/0. 
Overrun SOR U ee oeee Ik: siting ug SC a.) Dk 
Al creatures you control get +3/+3 ond gain trample until end of tum. : i First strike until end of turn. Mf ts ability is not used, every creature 
je Bears SC Ree 2@ A $ in combat with Slug gains first strike until end of turn. 2/4. 
Islandwalk, 2/2. © Splintering Wind N  ( eco apap Al 
Panther Warriors SC C eo 4@ vs 4 2: Do one damage to target creature. Put a aa token into pny. 
6/3. Treat as a 1/1 flying green creature and CU: #. If this token leaves play, it 
People of the Woods sc o «698 Ok : deals one damage to you and to each creature you control. 

*=number of forests you control. | /*. £ Spore Cloud NS ( eee pape FE 
Pincher Beetles SC ooo 828 TM © Top all blocking creatures. No creatures in combat do 0 damage. No creatures 
Pincher Beetles cannot be the target of spells or abilities. 3/7 now in combat untap as normal during their controller’s next untap phase. 

Pixie Queen SC Re 2020 16 Spore Flower sc Ue o@ 
@@® &- Give target creature flying until end of um 1/1 Put a counter on Flower dying upkeep. Remove three counters from Flower 
Powerleech N coo 28 AQ i to peient creatures from dealing damage in combat. 0/1. 
Goin 1 life each time an opponent's artifact becomes tapped, or each time > Stalking Tiger SC Ce &m@ 
the activation cost of an opponent's artifacts is paid. Stal aking iger cannot be blocked ne more than one creature. 3/3. 
Pradesh Gypsies ( Cee ee 16 INS ,on 1A,Sth 
2@, S: Give torget creature un until end of tum I All ada creatures get trample and +1 1/40 until end of turn. 
Preferred Selection N eee 2ee heyy Vildebeess SC ooo 68208 
At the begining of your draw ae look at the top two cords of Tromple. During your upkeep, return a green creature you control to owner's 
library and choose one. Put that card on the bottom of your leary, 0 i hand. 5/4. 
fice Prefered Selection and pay <24® 4 to drow the cord ! Storm Seeker INS coco 2 LG, CH 
Primal Order 2 se oae HLSth Do] point of damage to sa for every card he has in hand. 
During ‘at 's upkeep, Primal Order deals 1 damage to thet player for each 2 Storm Front coo @ TM 
non-basic land he controls. H ® ®: Top torget creature with flying. 
Pygmy Allosaurus SC Roos oe iA : Stream of Life SOR coo 6888 LUR,4th 5th 
Swampwalk. 2/2. : othe player gains X life. 
Pyknite SCC 202 a C ee se WL 
Draw a card at start of the tum after Pyknite comes into play. 1/1 : a Striped Bears comes into Hag eed draw a cord, AEN 
Quirion Druid = Stunted Growth SOR A 


@ Target land becomes a 2 


Torget player must put three cards from his hand on top of his library. 
still counts as a land. 1/2 INS C eo @ 


Quirion Elves SC ( coe ge Torget deals 0 damage. Met +0/+X, where X is its casting cost. 
When you play Quirion Elves, choose o color. @: Add one mane o Summer Bloom OR oe 22 
sen color to your mana pool. @: Add 4 to your mana peal. 1/1 £ You may play up to three additional lands this turn. 

Quirion Ranger SCC eee i, 8 Superior Numbers SOR U ee * G 
Retum a forest you control fo owner’s hand: Untop target creature. Use this Rowen EN, . Ree bailed = Deal to target creature 1 damage for each creature you control in excess of 
ability only once each tum. 1/1 : During your draw phase, reveal the frst card you draw fo all players. If that: the number of creatures target opponent controls. 

Rabid Wombat Sl ee ee Sh > _ cord isa basic land, draw o card. = Sylvan Hierophant ( coe ham 
+2/+2 for eac a it. Does't top when attacking. Rust INT C @ id 6: If Sylvan Hierophant is put into any graveyard from play, remove Sylvan 

Radjan Spirit Joe ¢ = Counter target artifact effect that requires an activation cost. :  Hierophant from the game, then return a creature card from your graveyard 
®: lorget creature rel obiiity until turn — 2 n Badger SCR 20 HL: to your hand. 1/2. 

Rampant Growth gl eco | if Bodeer is not blocked, you may hve t itdeal no damage this turn. Instead, Sylvan Libra FN R ecco 45mm 64th, St 

earch your library for a basic land ee ond put ii ord play, topped remove from the game no more than two creatures from opponent's H You may draw 2 extra cards during your draw phase, then either put two of 

Reality Anchor INS ( ee i@ TM = aca Gain one life for each creature removed. 2/2. i the cards drawn this tur te or soctice 4 lives per card not replaced. 
Target creature loses shadow until end of tum. po cord H Sc Ce @@ MG: Sylvan Paradise INSU P 6 

Reap INS U eee Tm: Aployer arned by Sabertooth Cobra gets a poison counter. During that  _ Change the color of one or more cee to green until end of tum. 

Return any number of target cards from your goer to You pyr = next upkeep, he belly poison counter unless he pays 2 : ioe i te a AK *.. hy. 1 IA,5t 
before then to prevent this effect. 2/2. : ‘ou gain | life if Tarpan goes to the graveyard from play. 1/1. 
he cards than the number of black permanents forget ; pl INS << ANAIKMG : Toste of Paradise SOR (oe oe . A 

© Rebirth SR Re saa@ 164th: Do one damage to all attacking creatures. : te 3 life. Gain 3 life for a wee you pay on the casting cost. é 
Each player wd be healed fo 20 Ife. Any player so choosing antes on  —— s i be Put a counter on Thallid during upkeep. nis 3 counters to put a 
additional card trom top of his library. Remove if not playing for ante. ; @, &: Destroy torget enchant land. 1/1. : Saproting token, which is a 1/1 ty lay. 1/1 

Recycle i Rees 668 Tw. Scaled Wurm csc Ce gm Ath thal Papoing i en, which is i y et creature, za cue /\. fe 
Skip ied draw phase. Whenever you play cord, drow o card. During you = «7/6 : hvo con on Thalid Devourer during upkeep. Remove 3 counters to put 
ee jase, choose and discard all but two cards. : Searwood Bandits SC, R eco 2@e K a Saproling token, which is a 1/1 green creature, into play. Sacrifice a 

: : : proling toke iis 1/9 creature, into play. 
od Treefalk sO ee WL: Forestwalk. 4, @: Control target artifact. Opponent may counter this: Soproling:+-1/+2 unt en at tum: 2 
a — : by paying two. You lose ou of artifact if ba leave play. 2/2. i : Thelonte Da id Jeo @ fE 
=a sidoed oi ‘ co 6 LURATHIANG Sh i Scar od @®, : Give txget creature foreatwalk Untd eodiat tua @: : 7 ae $ sacle i ie a to tum your forests into 2/3 creatures 
© Regrowth SOR U cocee pm LUR : Remove forestwalk from ing cea until end of turn. 1/1. } Thelonite Mo SCR eee am 
Bring a card from your graveyard bi your hand. ; Scavenger Folk SC ( « @ DK,CH, 5th 5 ®: Soctifice 0 green creature to turn o land into a noe forest. 1/2. 

Reincarnation INS mY ig : Ss ¥®: Socifice sisal al ae lestroy target artifact. 1/1. " : a dn ' LA ee vee * 

If target creatu to th d this turn, put a creature from that =: ee : ar l]amage to any player who puts a swamp into play without putting a 
grovel dich in na iro af 4 ie eae ; fotection from blue. While Scragnoth is fa cast, it connot be countered. 3/4. : — -] ih | counter on a creature he controls. 

Renewal er) + Seryb Sprites sc * LUR4th,Sth ©: Thelon’s Curse en 2 


Blue creatures do not untap as normal. During upkeep, a blue creature's 
controller may pay “@ to untap one and only one creature. 


Bonn foc ative iat? orld 
foc cant Arti ier? Lond 
Current jant Cr 
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Hk» ‘ 
Sacrifice land to search o en ad put a basic land into play. Cantrip. = Flying. 1/1. 


© Re: 
B 


THE —— 


MAGIC 


GREEN /RE D 


oo 


Name Kind (CR Rating Cost Sets Foun 
Description 
Thermokarst SOR oo G08 IA: 


Thorn 


Timber Wolves R ee LUR,4 
Bands. 1/1. : 
Tinder Wall SC ( coco IA: 


Titania's Song 


Tornad 


Tou 


Tracker 


Troilblazer NS 


Trait 


tone 
Tranquility 


Tropical Storm ooo 688 
jo X damage to all flying creatures and 1 damage to all blue creatures. 
Trumpeting Armodon SC ee 
= ®: Target creature blocks Trumpeting Armodon this turn if able. 3/3. : 
Tsunami SOR ooo 68 LUR Ath Sth 
estroy all islands in play. 
Typhoon SOR R 0° ae 6 
0 | damage to opponent for each island he controls. 
Uktabi Efreet sc Ce gee WL i 
CU: @. 5/4. : 
Uktabi Faerie sc Ceo 4m NG: 
lying. 3, Sacrifice Uktabi Faerie: Destroy target artifact. 1/1. 1 
Utah Orangutan su 28 VS : 
When Uktabi Orangutan comes into ros: destroy target artifact. 2/2. : 
Uktabi Wildcats SCR eee me NG: 


Undergrow!! NS C ee 
No creatures deal damage in combat this tum. Ifyou pay“ @ inaddition : All attacking flying ces ant ei] ond he fy ‘til end of turn. 
to casting cost, Undergrowth doesn’t affect red creatures. : Winter Blast eo LG 4th,Sth 
Unseen Walker SC coo fm MG: Top X target creatures. Do ae le Toon oath target flying creature . 
Forestwalk, «fea: Target creature goins forestwalk ‘tl end of tum. 1/1. : Winter's Grasp ee 
Untamed Wilds SOR coo OM 1G,4th, 5th ©: . Destroy target land. 
Search ade library for one basic land and put it in play. : Wolverine Pac Sc Ceo ¢e08 16,5th 
Unyaro Bee SOR o «6 NG: Rampage: 2. 2/4. 
Unyaro aon ing deals 2 damage to target creature or player. ; Wood Elemental i Re OO ein: 6 
Venom fC  ( oe gpm DK,4th, Sth: Sacrifice * untapped forests when casting Wood Elemental. */” 
‘All non-wal creatures in combat with target are destroyed after combat. Woolly Mammoths SS Ce gee ry 
Venomous Br N ooo : Goins trample if you control any snow-covered lands. a H 
All creatures in combat with target are destroyed after combat. i Woolly Spider ( oe ge8 IA: 
Verdant Force SCOR ee Seae ™ : Does not Hy, but can block flying creatures. Woolly Spider gets +0/+2 until 
During each player’s upkeep, that player puts a Saproling token into play. : end of tur if it blocks a Wing creature. 2/3, 
Treat this token asa 1/1 green creature. 7/7. : Worldly Tutor INS Uo @ 
Verdigris NS ooo 68m ™ : Search your library for a creature card and reveal that card to all players. 
Destroy target artifact. : Shuffle fe ou thn library ond put te ies card back on i of it. : 
Verd siees taka chantress SCR ee) mm LUR AIH Sth Wormwood Treefolk OK 
Drow a card each time you cast an enchaniment of :  @@: Forestwolk until aid C tum ra jou take 2 ve yi fe: 
Veteran Explorer SC Who: wate until end of oe and ww tok e two oe wig A 
If Explorer is put into any graveyar fini ploy, Po player may search his i - iv cetiva$1/21 ul by an wun. 1/1. F i 
Village Elder ( 0 NG: Ywtnar Ancients cS Co ‘sae Al 
®, ©: Sacrifice 0 forest: Regenerate target en: Vi. : i until end of turn. 2/ 4 3 
Vitalize Ne ( eco @ WL: tees a sc ecco OOD A: 
ntap all creatures you control. H ieee CU oe. tates " Summoning oe S/\. 
weer e SOR R ooo gam MG : Yavimaya Grats g 
Fo peer /) green atin into play for each of his untopped forests. : Flying. #: Regenerate. 0/ 7 
Wall of Bromb! sc oo 68 LUR4th Sth: 
a Ay ‘lan 2/3: fh 3 
i 1. i LUA ; _ a INS 3 ' @ pian 1G, CH 
‘ : jestroy a blue permanent or ai an island to owner's han { 
Ke ee gi ee: WE path Beserker cle 2088 6 
Wall of Roots ( oe ge WG: pah eg 3.2/4. ‘f 
Put a-0/-1 counter on Wall of Roots: Add # to your mana pool. Use this er Fas 


= lood Ce ® 
Wanderlust { Ye oe LUR4th,Sth 
Jo | damage to controller f inane creature during upkeep. 
War Mammoth ( eo ga LU,R4th, Sth: 
Trample. 3/3. : 
( - ee WS i 


Warthog 
Swampwalk. 3/2. 


ordi ‘Domain NS 


wee Joget land. You gain one life if that land is snow-covered. 

icket Basil SC coo Me LURK Ath SH 

Any ga creature Hedy or bl ae by ne is destroyed. 2/4. 
ae 


uring your upkeep, put a spore counter on Thon Thali Remove 3 
counts fo have it deal 1 amage to any target. 2/2. 


ain | life whenever tet oppor tops on island. 


Sacrifice: Add @@. @, Sacrifice: Do 2 damage to creature it blocks. 0/3. 

N ooo 638 AQR, 4th, St 
very nort-<creature artifact loses its abilities and becomes on artifact creature 
with power and toughness ee to its casting cost. 


0 
CU: @. 2: Poy three life for each counter on Tornado. Destroy target 
ermanent and put a counter on Tornado. Use only once each turn. 
of Vitae NS o €6—6g 
jarget is unaffected by summoning sickness and may untap an extra time. Contr 

SCR coe ee 
@@, Do damage in power to target creature. Target creature does 
lamage equal to its power to Tracker. i 

2e8 


18 


jarget creature may not be blocket 
Armodon Sc C ee 


oe 
ee 
Qe 


estroy all g Joh enchantments. 
Grove R ecco 
$@@: Destroy all Se ten. 


( ecco 


LUR, 4th, Sth, 


estroy all enchantments in play. 
! b 


* is number of forests you have. 4, Sacrifice forest: Regenerate. */*. 


or her library for up to two basic lands and put ? lands into play. 1/1. 


ability only once each turn. J 5: 
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Web C Re @ 
he: 


: Wiitigo ee 


Wild Elephar 
coo OH Wi: Wild Gr 
Willow 
: Willow Priestess sc OR 


Re ae ALE 


Willow Satyr 


LuRath 
: Agent of Stromgal 


{Agility 


Name Kind Cost Sets Found 


Description 


CR Rating 


arget creature gains ure ond mye block flying creatures. 
orwill * 
@@®, >: Joiget moy i avec: or a ta target of ea reventing 
effects If target goes to ene remove it from the game. ii ahs 

i 


:viiring Dervish ooo 68 
raecon from black. Gains +1/+1 if it damages opponent. 1/1. 

Whip Vine sc Co 6h Al 
Can block flying creatures. You may choose not to untap Vine during untap 
hase. @: i target non blocked by Nin Creature does not 

untap as normal as long fe ine remains topped. 1/ 
| Who & . IA 
All flying creatures lose a until a oft turn. If Whiteout is in your 
graveyard, you may sacri ip nany soege land to return it to hand. 
3aa8 
ut six +1 /+1 counters on hi During jon upkeep, put a +1 /+1 
counter on Wiitigo if it has been blocked or has blocked since your last 
upkeep. Otherwise, remove a +1 /+1 counter from ane 0/0. 

SC Cee oe NG 


S 


ephant 

can 3/3. 
(oo LU,R, 4th 1A, 5th 

op provides an xg ® when topped for mana. 
( 0 ye HL 


ving. 1/2. 


>: Toke Faerie from your hand and put it directly into play. 24%: Target 
ren creature gains protection from black until the end of tum. 2/2. 


SHEE 


R oe 


oan LG 
®: Gain control of et el Lose control of this i if Satyr untaps 


of leaves your control. You us a Satyr topped. V 


Al Wind Shear ae VS 


Yee 2e0e 
When yory creature comes into play, Flash deals 2 damage to that creature. 
Aftershock SOR ( ee 6@ TM 
Destroy target artifact, creature, or land. Aftershock deals 3 damage to you. 
sc Ce @ Al 
@: Add # to your mana pool. 1/1. 
CC eo 
Enchanted creature gets + 
Aggression 
Target non-wall creatures 
at the end of any turn in which it did not attack. 


+1 ond gains forking, 


LUR Ath 


2e8 HL = 
= An 


Ki 


. $e NG 


IA: 
gins first sit and trample. Destroy that creature = 


Alibai 
Alf 


; An 


Dn 


hy 


Ba 
Bal 


> Ba 


Ba 


: Barreli 
1 Battle Frenzy INS 


! Beasts of Bogardan 


Bird Maiden SC Ce 


i 


Nome Kind CR Roting — Cost Sets Found 
Description 
> Aladdin SC Ree gee AN, CH 
@ @@: Steal on orfifact. 1/1. 
Aleatory NS Uew ge MG 
wu coin; Ifyou win, target creature gets +1 /+1 until end of turn. Contrip. 
sc use @ AN, 4th 
@: Top awall. 1/1. 
in’s Tower HI 
arget defending creature “dl ms pe till end of t) i, 
om Cairo eooee 228 AN 
You cannot be reduced big one life due to damage. 0/1. 
: Ambush NS Ce @@ 
: All blocking creatures get first strike. , 
> Ambush Party SG °C ‘ee #e HL St 
: inst strike. May attack the turn it comes into play on your side. 3/1. 
Zerrin Ruins N OR 2ee 
: A creature type of your choice does not ty during untap phase. 
> Anaba Ancestor * 
: ®: Target Minotaur gets +1 /+1 i a of tum. 1/1 
Anaba Bodyguard St o §6—68 H 
inst strike. 2/3. 
aba Shaman SC Cee @ 
: @, ©: Do | damage to ada Create or player. ne 
Anaba Spirit Crafter 22 H 
All minotaurs get +1 /+0. ye 
Anarchy J cece See IA 
Destoy all white emake 
cient Runes EN U ee 


ze T 
During each player’s upkeep, Ancient Runes deals 1 damage to that player 


BO 


__| Fungasaur and 
Pestilence: Besides being 
great fun to say, Fungasaur 
could be a potent creature back 
when he could get multiple 
counters in one turn. Every time 
Fungie would take a hit, he'd 
get bigger. With repeated 
Pestilence blows, you could 
quickly balloon your plant-critter 
into o fungal terror. Now go 
on—soy “Fungasour” in 
deep voice. See? 


a each artifact he or she controls. 


ocalypse SOR R ee eee TM 
Remove all permanents from the game. Discard your hand. 
: Armorer Guildmage sc ce e MG 
®, ©: Torget creature +1 ae * ®: Target gets +0/+1. 1 n 
2 Artifact Blast e 
Counter an artifact as itis af Bi 
Atog ( Co ge AQ.R Sth 
®@, Sacrifice an artifact: oe 1/2. 
Avalanche SOR Ue Skee A 
: jestroy X snow-covered lands. 
Backdraft NS Yeo se 1G 
jo half the damage (round down) done by one sorcery to its caster. 
ear Barbarians cs Ce £80 A 
duvion Horde SC R eee See Al 
When Horde enters play, randomly discard a card or bury Horde. 5/5. 
Balduvian Hydra SC Re ee 
ut X +1/+0 counters on Hydra when it comes into play. @: Remove a 


+1/+0 counter to prevent 1 damage to Hydra. @>@@: Put a +1 /+0 
counter on Hydra during your woe: o/ 1. 


Iduvian War-Makers = SC +e Al 
Rampage: 1. WarMakers i 7 inl by summoning sickness. 3/3. 
R cece @8@ K, 4th, Sth 


Il Lig hiring 

rample. Ball Lightning is aime by summoning sickness. Bury Ball 

ightning at al of tum in oe it comes into play. 6/1. 

rbarian Guides 2e A 
BS, S: Give target sie srowcoveted landwalk ability of your choice 
until end of tum. Retuin a to its owner’s hand at end of turn. 1/2. 


rhed Sliver ooo 6898 I 
Each Sliver gains “@- This creature gets +1 /+0 until end of tum.” 2/ a 
reling Attac INS Ree @e@ 


lage creature gains trample until end of tur. That creature gets +1 ay 
until end of turn for each creature that blocks it. 

( oo @@ A 
All your green creatures gain +1/+1 until end an tum. All your other 
creatures gain +1 /+0 until end of tum. 

sc ooo 64O LG, CH 
Protection from red. Gets 4 +1 i opponsnt contrals white cards. 3 


: Bestial Fury 


If enchanted creature hie ond is blocked, it onins trample and gets 
+4/+0 until end of tum. 


Betrothed of Fire 


£e WL 
Socrifice an untapped creature: Encore creature gets +2/+0 until end of tum. 
Sacrifice enchanted creature: All creatures you control get +2/+0 until end of tum. 
ve AN, 4th, Sth 
Flying. 1/2. 


Nome Kind CR Roting Cost Sets Found Nome Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 


Description Description Description 
mar (eo £0 LG : Gevasse IN Ue ee 6: 
When placed in the sue from play, Blazing tay does 3 damage fo. = Creatures with mountainwalk may be blocked. : Dwarven Nomad SC MG 
target tin: Ifit was killed by another Effigy, it also does damage equal: Crimson Hellkite SC Rowe §6S880 MG : — @: Torget creature with pe 2 . wl is wie this tum. 1/1. 
to the damage done to that Effigy. 0/3. ; oat % @: DoX ony to ipa creature. — red mana only. 6 6. = Dwarven Pony SC 
Blind NS @ MG = Crimsoi WG: @, & In get Dwarf gets moun ave until ie end of tum. 1/1. 
All creatures lose trample until end of as Double all combat damage 2 Crimson Kobolds are red creatures. 0/1. 2 Dwarven Sea SC. OU ee 
assigned to creatures this turn. = Crimson Manticore Re 200 16,4th,5th @: Mi the “ee of combat, Do 2 on to me stn ot blocking 
Blistering Barrier Sc Ce 2@¢@ MG : teonke @, ©: Do | damage to on afacking or blocking creature. 2/2. creature. Only use if creature’s controller controls any islands. 1/1. 
Counts as a wall. 5/2. + Gimson SC : Dwarven Soldier ig 28 
enzy INS ( ee #0 H Flying. If Roc blocks a nonflying ean it gets +1/+0 ond first strike : If Dwarven Soldier blocks or gets joked by te it gains +0/+2 until en 
farget attacking or blocking creature gets “aya until end of tur. At “a % : until end of tum. 2/2. : _ *oftum.2/1. 
tum, destroy that creature. > Crookshank Kobolds SG Cie © LG : Dwarven INS 16 
) Blood Lust INS oo £2 16,4th,5th Crookshank Kobolds are i: creatures. 0/1. H Change color of any number of a rit es or until end of turn. 
lie cece gets +4/- “ Its sos does not go below 1. > Crown of lames ( eo @ TM = Dwarven Thaumaturgist SC 

Blood ee OK.CH : @: Enchanted creature Pe +1/+0 until end of turn. @: Retuin Crown of : —  @: Switch power and toughness of target ode mt end of turn. Effects 

reat all norbasic lands as pe mountains. : Flames to owner's hand. : thot alter that creature’s power alter its toughness instead, and vice versa, 

Bloodrock ( Sc Co 680 WL : Curse of Marit Lage IN R ee $@80 IA = until end of tum. 1/2 

Pat Cyclops attacks ay ant if able. 3/3. : Top all islands when Curse of Marit ape comes into play. Islands do not 2 Dwarven Trader sc Ce 2 H 
Firelend ze WL: untap during their ies 5 untap phase. : Vi. 
im ee Fitefiend is “i re any eu damn play, it deals 2 damage : Deadshot SOR Re Be TM : Dwarven Vigilantes Sc Ce ee VS 
to target creature. 2/1. : Top target creature. That creature deals damage equal to its power to : If Dwarven Vigilantes attacks and is not blocked, you may choose to have i 
dan Phoenix Ss Ree gee08 “ another target creature. ; deal no combat damage this tum. If you do, Vi deals an amount of 
lying. If Phoenix is put into any graveyard from aby and has no counteron : Death INS Al = damage equal to its power to target ctu. 
it, return Phoenix to play and put a counter on it; if Phoenix is put into ony =: Do | damage to any target. At end of ae i Spark is in your grav-yar Dwarven Warriors sc ¢ Ge LU,R 4th, St 
graveyard and has a counter on it, remove it from the game. 3 /3. H ; ©: Torget creature of power no greater oe 2 becomes unblockable. | K ‘ 
INS Uce oe M : : Dwarven Weaponsmith SC o £8 , 
Jestroy all islands. : : af Sacrifice an artifact: Add a +1//+1 counter to target creature. 1/1. 
if Boiling Blood INS C ee 2e WL: o Eorthbind FCC ee ] LUR 
jarget creature attacks this turn if able. Draw a card. : : jo 2 damage to and remove flying ability from target flying creature. 
Bone , 4 f fh Se an 2e0 : a: : — sc ee see LUR,4t 
Creatures damaged by Bone rn is turn con't regenerate. 3/3 3 $ : 

Brant of Ill Omen EC 32 a: } Earthquake SOR R eve HB LUR 4th, St 
CU: @. Target creature's Let may “— cost summon spels. 4 : Jo X damage to all players and nomfying creatures in play. 

Brassclaw Orcs cs Ceo ee FE Sth = = Elkin Lair EWR $e VS 
Cannot be assigned to block creatures of of power greater than 1. 3/2 : uring each player's u upkeep, that player rehases a random card from his 

Brothers of Fire Shee 'C $ee DK 4a Sth : and and sets it aside face up. The layer may play that card as though it 
& @ @: Do one damage to any Target cal one pn to you. 2/2. : were in his hand. If the player doesn’t Blay the card by end of turn, bury it. 

Brute, The ct Ce CO GikSe £ ekundy YC te rf 

arget creature gains + is SSS: Regenerates. : f on ae you control attacks, cvs also attacks if able. 3/4. 

Builder’s Bane SOR ( oe 2e@ MG + Emberwilde Djinn SC Ree 200 

Jjestroy X target artifacts. For each artifact put into the nis H lying. During each player's upkeep, , or she may pay @@ or 2 life to 
way, Builder's Bone deals 1 ada nis to that artifacts cont = gain control of Emberwilde ee 5/4 

Burnout +e XN : Enraging Licid - oe TM 

ounter ioigt te blue spell. coe : £  @,@: Licid loses this ability and becomes a cteature enchantment that 

Burning Palm sc ee 200 MG: reads “Enchanted creature is unaffected by summoning sickness” instead of 
PSS: Do 2 damage us a iat create; it a for tstam 2/2 : a creature, Move Enraging Licid onto target creature. You may pay @ to 

Burning Shield Askari C MG end this effect. 1/1. 

| Flanking. @@: First Ne 7 end of tum. ne Enslaved Scout Sc Ce 88 Al 
Burrowing fC Ce @ LUR 4a £  @: Mountainwalk until end of tum, 2/2. 
arget creature gains mountainwalk. = Fron the Relentless SLU eee BOS HL 
Canyon Drake Sc Re 2ee TM ; @@S- Regenerates. Unaffected by summoning sickness. 5/2. 
lying. -%, Discard a cord at random: Canyon Drake gets +2/+0 until end 2 Errantry f ( eo go 1A Sth 
of tum. 1/2. Target creature gets +3/+0. No other creatures can attack this tum if target 
Canyon Wildcat SC Coo 6e ™ creature attacks. 
Mountainwalk. 2/1. Eternal Flame SOR R ® £0 Ok 
: Cove People Sc Ue eee Di 4a 5a Do X damage to target opponent, where x is the number of mountains you 
People get +1/-2 until end of tum when they ore attacking. @@ é = control. Lose half that amount of Me, rounding up. 
Give lapel creature ak ax until end of tum. 1/4 : Eternal Warrior EC ooo OB 1G, 4th, St 

Coverns of Despair Re 2200 6 : ier creature does not % to si 
No pve may attack or tek a more than two creatures each tum > Eva OR Vow BO H 

Chain Lightning SOR eoee 6 : eal 1 damage to each blue and — creature. 

jo 3 damage to any target. The ‘ae of target's controller may pay ee : © Falling Star SOR ° 22 1G 
for Chain Lightning to do 3 damage to target of his choesing. } Flip Falling Stor onto playing area. te must rotate 360°. Any creature 
: Chandler cS Coe €8 i Star touches takes 3 as ond tos if i if it survives. 
Se, ©: Destroy Tat ai creature. 3/3. False Orders S e L 
charm e MG Choose if and how one defending creature te blocks. The block, if any, must be 
Target creature is unaffected by seal sickness bee tum; or Choos legal. Play after defense is chosen but before damage is dealt. 
Charm deals 1 damage to Hy ea or destroy =—_ Feint INS Ce a LG 

Chaos Harlequin o 2ee 4 : ap all creatures blocking tne creature. Target deals no damage. 

@: Remove top card of - ria Aes game. if isc land, Harlequin gets : Fervor coo 629 
4 a until end of turn; otherwise, Harlequin gets +2/+0. 2/4 : All creatures you control are ams by summoning sickness. 

INT Re e LUE 4h : Final Fortune NS Reo @@ NG 
Chinges the color of o card i pen of in ploy to red. i ‘ake another turn. You lose the game at the end of that turn. 

rd 4300 a: with o creature directly above it, you may pay * to pick up Spark. : Fire Drake Sc Ue #80 DK,CH,5 

First strike. Chaos Lord is ciation ‘ summoning sickness, bet not the Desert Nomads sc Ce ¢@ AN ing. @: +1/+0. Only one @ can be used in this manner. 1/ ; 
first time it comes into play. If the number of pesmanents in ay een Desertwalk. Immune to aa from Deserts. 2/2. : Fire Elemental SC Ue See LUR At 
during your upkeep, opponent gains control of Choos Lord. 7, : Desperate Gambit INS Uo @ WL: 5/4. 

Chaos Moon EN Re Ce wa: Fie we coin; target opponent calls heads or tails while coin is in the air. the Fire Whi CC eee 
If the number of permanents during an oll red ceahaes gum: up in your favor, double the damage dealt by a source you control. : Play only on a creature you control.Enchanted creature gains the rm 
+1/+1 and all mountains produce on fond @ itis even, red : Onewee prevent all cage from that source. i “@: Do 1 damage to target creature or player.” Sacrifice Fire Whip: Fire 
creatures get -1/-1 and all mountains ares colorless mona. Detonate SOR UY coo &@ AQ, 4th, Sth: Whip deals 1 damage to es creature or or plyer 

Choosphere EW Reo 8e NG = Destroy target artifact and do X damage to its controller. X is the casting = Fireball e LU,R,4th, Sth 
Creatures with flying cannot block creatures without flying. Creotures without: cost of the orfifoct. : Do X damage, divided evenly on a ber of targets ( (round down). 
aa block creatures c Wing : Disharmony INS R ee 20 IG : Pay one for each target en the 

ee 200 ™ : Untop target attacking creature and gain control ie it until end of tum. : Fireblast ooo 6200 VS 
Chaotic Goo comes into ie with three +1/+1 counters on it. During your: Disintegrate SOR ( eee &@ LUR,4th,Sth = You may sacrifice two mountains ce of paying Fireblast’s casting cost. 
riod you may flip a coin. If you win the flip, add a +1/+1 counterto Do X damage to target. If target - this turn, remove it from anny :  Fireblast deals 4 damage to target creature or player. 
Chaotic Goo. Otherwise, remove o +1/+1 counter from it. 0/0. : —_ Whelp - sc 200 LUR,4th : Firebreathi FCC eee LU,R,4th, MG, 5th 

Gnder Goud INS ooo 6380 MG : fying. @: +1 /+0; if ~ than ose: is spent this way in one tun, =: @: +1 /40. 

Destroy target creature. Ifthe creature is white, Cinder Cloud deals fo that == py te ae dies ot end of turn. 7 : eat Yeo 8@ TM 
creature's controller a equal to the creature's power. > Dwarven Armor sc FE: & Flying. @: Firefly gets +1 /+0 until end of tun. 1/1. 

Cinder Giant ( se WLS: ae Dean a card from your ini to puta aye ora +1/+0 2 Fireslinger SC C ee £8 T 
During your upkeep, Cinder Giant deok 2 2 damage to each other creature you : Counter on target creature. 0/2. : ®: Fires! hal deals 1 damage to target creature or player and 1 damage 
control, 5/3. = Dwarven Armory IN Ree 20@ ae | to you. 1/ 

Wal SC. Cee: 8 WL : @- Soctifice a land to put 0 Hg counter on a creature. You may only: Firestorm INS R ecoe @ WL 
If Cinder Wall blocks, destroy it at end of combat. 3/3. : use this s obity during your upkeep : Discard X cards: Do X sang to each of X creatures and/or players. 

Cone of Flame SOR Zee WL = Dwarven Berserk Co £8 WL = Firestorm Phoenix SC Ree tee 
Choose three target creatures and/or shies: Cone of Flame deals | : If Berserker is blocked, it es ae +08 & ooins trample until tum ends. 1/1. : Flying. Return Phoenix to owner's hand i it goes to the graveyard from play. 
seni to the first, 2 damage to the second, and ee tothe third.  : Dwarven Catapult INS &e FE,Sth = If so, it may not be cast that tum. 3/2. 

a ooo =8330 IA5th = — Do X doma —_ evenly among all ict opponent's creatures. 2 Fissure INS ooo =380 Dk,4th 

lake control of target a : Dwarven ition Team a 22e LW: Bury target land or creature. 

Consuming a - £6 MG : Destroy forget wall. 1 @ 1. : Fit of Rage SOR Ce &@ WL 
Play on a non-Wall ., hae gets +1/+0. During your upkeep, put ; Dwarven Lieutenant se FE : _ Target creature gets +3/+3 and gains fst strike until end of tum. 

a +1/+0 counter on creature. At the end of any untae, if that creature has ®O: Give target Dwar var wn ead of oe 1/2. : Flame Elemental SC — UF 2ee NG 
three of these counters on it, bury the creature and it deals to its controller Dwarven Miner ooo = MG : _ @, &, Sactifice: Do bal ia equal to tenes power to a creature. 3/2. 
an amount of damage equal to its power. : BS, S: Destroy target i land. 1 fi 2 Flame 4e@ l 

4 @:+1/+0 until end of turn. vi. 
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MAGIC 


Name Kind CR Rating — Cost Sets Found Name Kind CR Roting — Cost Sets Found 
Description Description 
ee ee 
: Goblin Mutant sc oe §63260 \A = Hearth Charm INS Co @ VS 
; Tani, Co attack if opponent has an untapped creature of power greater : Choose one—Destroy target artifact creature; or all rile creatures-get 
: than 2.Can’t block creatures of power greater than 2. 5/3. = +1/+0; or target creature with power 2 or less is unblockable this tum. 
: Goblin Recruiter SC oo $e VS: Heat Stroke EN Re 
: When Recruiter comes into play, search your library for bal number of : At the end of each combat, destroy all creatures thot blocked or were 
: Goblin cards. put them on top of your brary in vy order. 1/1. : blocked this tum. 
: Goblin Rock Sled sci'C 12 DK,4th =: Heat Wave EN U ee £e VS 
Trample. Rock Sled may not attack ae opponent controls at least one : CU: @. Blue creatures cannot block creatures you control. Nonblue creatures 
rere mountain. Rock Sled does not untap if it attacked last turn. 3/1. 2 ue block creatures you control unless their controller pays an additional 
N Kind (RR ( Seis Fomd. Goblin Sappers cs Ce se lA: | life for each blocking creature. 
om mn ating Cost els FOUN; @@B,_ S: Torget creature you control is unblockable. That creature ond =: ‘Hill Giant cc Co oe LU,Re4th, Sth 
Description : Sappers are in offer combat. @@@@, &: Target creature you =: 3/3. 
Flare NS Ce. Se TANG Sth... contol is unblocka le. That creature is destroyed after combat. 1/1. £  Hivis of the Scale SL Ree =S@@ MG 
lovedoes one damage to anv ttraet, Cat : me" + Goblin Scouts SOR ooo 3800 : You may choose not to untap Hivis. @: Gain control pe If Hvis 
Foshfires 9 ook 9 p. 30 LUR 4th Sth: Put three tokens in play. Treat as 'f red goblins with mountainwalk. > becomes untapped or he leaves your control, nes oma me 
stv iall ins iol meee" + Goblin Shrine fl Ce 4£@@ DK,CH = Hulk ee sc ooo 
Hheskes Ged pray. SC 68ee@ Mod If target land is a basic mountain, all Goblins gain +1 /0. Does 1 damage to: ing Cyclops cannot block. 5/5. 
@ Flowstone Giant gets +2/-2 until end of tun. 3/3. : ‘ il Gon [a if it leaves play. et + n : Hurloon Minar sc oC ee ee = LURAthSth 
: Goblin Ski Patro! ° e : 
ag creer 1 dama ai fecctuiee Hon git 3/4. Mt ¥@: Gains flying and +2/+0. Use only once and ai you contral snow : Hurloon Shaman sc ° Fee WL 
Fetus Hever <C 9 R pigs see 9 Mot covered mountains. Bury ou Patrol at end of turn. 1/1. H If Hurloon Shaman is put into any graveyard from play, each player chooses 
lyin i lawstone Wyvern gets +2,/-2 until end of tum. 3/3. : Goblin Soothsayer oo @ MG and buries a land he or she controls, 2/3. 
oft o NT g R acces OS LUR i Goi @ Sais ot ‘i red oe filend of tum. 1/1. : ag = aii sc is ca - “4. AN,4th 
i mS + Goblins of the Flar CH: event creature fom regenerating this tun 
Fro! Psi meee ists i tou ne ee 6 i Mountainwalk. K Bay Goblins if you sonal any Denes ii. = Hyperion Blacksmith sc LG 
Rompage: 2. 4/4 $ Goblin Snowman SC o 328 IA: @: Top or untop target arti ‘ebuoctest date my 
Finenhte NR ee 4@@@ Mod Snowman neither takes nor deals damage in combat when blocking. @: > Illicit Auction SOR R eee Be@ MG 
ible all damage assiried fo any creche or glayer : Goblin Snowman deals 1 damage to the creature it blocks. 1/1. : Choose target creature. Eac e et roy bid life hs control of that creature. 
Gore of Ciaes ge assig SOR Ye “see Sth Goblin Swine-Rider sc Ce You begin the bidding with a high bid of 0. Proceeding in turn order, each 
Chanse tarcet plover ond thaw cain, R'vouwin,voundn Viferand: If Swine-Rider is blocked, it deals 2 damage to each attacking creature and =: layer may i the high bid. Auction ends when the bd bid stands. High 
opponent rakes | dma, Tee ‘iv wi, you ga opponent gains 1: i toe to each blocking creature, 1/1. : idder loses lite equal to the high bid and gains control of the creature. F 
ie he winner con confinue, The stokes double each round. : ag ee forcet ort a fa “tata ° tofd MG : — haaataiee? is eons 16,4 
Giant Strength C (o @@ 16 4th SthIM : Jestroy target artifact. That artifact deals an amount of damage: lake target creature +2/-2. 
Moke target creature +2/+2, sa | gud to its casting cost to Goblin Tinkerer. Ue = Imposing Visage C Ce @ 1A,5t 
Glacial his N Re g@ iy ¢ Gol ; ie ; % r R x © shai ci WL: , larget creature cannot be eae by less a ene 
£ ‘i lestroy target artifact detending player controls. Goblin Vandal deals no : Incinerate eccee MG, 
o: leet dalle mountain to have creatures deal no damage in combat dama : this tum. Use this a oh oy if Goblin Vandal is attacking: lo three damage to any target. Creatures may not regenerate. 
Glyph of Destruction NS ‘ e be Fa and only once aha /\. ne FES : ee a B, ; ooo §6§82 DK,4th, 5th 
: Goblin War Drums coo 62 fm: 10 6 damage to all players and all creatures. 
fe ba el ll nf ne Bex Target wall kes no : Each attacker you control may not be blocked with less than two creatures. : Ironclaw Curse C Re @ tt 
Goblin Nears SC Je @ noch Goblin Warrens N Ree @@ FE,St arget gets -0/ -1 and cannot be assigned to block a creature whose power 
: Use only when you cast an artifact. Flip a coin. If opponent wins, your: 6 chin nd ante 2 Goblins el ‘pe /\ted ~~ ay into play. ‘ ‘ P ann or exceeds its toughness. . is we 
F : < ; i : in Wizar ee = Ironclaw Ores coo ft WU 4th, St 
oe a ay oF pi WG LURAth | ©: Put a Goblin from your hand a into play, @: Give target Goblin Me only block creatures ¢ pee equling 1 or less. 2/2. 
ean mt end of tn. 1/1. men protection from white until end of turn. 1/1. > Jackal ” 2 TM 
ving : or each | damage eae ial up, i dek | damage to you. 2/1. 
= Jokulhaups SOR R eee gee At 
: ury all artifacts, creatures, ond lands. 
! Joven 1 Ce gee H 
i BSS, S: Destroy target non-creature artifact. 3/3. 
= Kaervek’s Torch SOR ( eee HO 
; ups that target Kaervek’s Torch each cost an additional @ to play. 
: Kaervek’s Torch deals X damage to target as or player. 
: Karplusan Giant sc 


Goblin Bomb IN Re ¢@ WL 
During your upkeep, you may choose to flip a coin. If the flip ends up in 
your favor put o fuse counter on Goblin Bomb. Otherwise, remove a fuse 
counter from Goblin Bomb. Remove 5 fuse counters from Goblin Bomb, 
Sacrifice Goblin Bomb: Do 20 damage to target ao 

Goblin Bombardment EN UY eee” gem M 
Sacrifice a creature: Bombardment deals 1 damage to target creature or player. 

Goblin Caves LoCo te@8 K 
If target land is a basic mountain, all Goblins gain +0/+2. 

Goblin Chirurgeon so Ce 
Sacrifice 0 Goblin to regenerate a creature. 0/2. 

Goblin Digging Team sc 2 OK, 5tt 

&: Sacrifice Digging Team to destroy ie wall, 1/1. 

Gobi Elite Infantry sc £2 
lf Ifo bloke oris a it gets - vA until end of tum. 2/2. 

Goblin Flotilla R eee 2 
Islandwalk. At the start of it attack, pay @ or creatures blocking or 
blocked by Goblin Flotilla aet first strike until end of turn. 2/2. 

Goblin Grenade SOR ( oe @ 

Sacrifice a Goblin to deal 5 a toa a tg. 

Goblin Grenadiers 3@ Ww 
Sacrifice Grenadiers: Destroy tar a seat and ine i Use this ability 
only if Goblin Grenadiers is ane cking and unblocked. 


- “a ee 2 . DK,5tt 

Goblin King SC eo §=6f@e LU RAHAT 
All Goblins gain mountainwalk and +1 Vit. i 

Goblin Kites EN Ue € F 


@: Give your target creature sanhressn no aoe Nei two tying until en 
of turn. Other effects may later increase target’s toughness. At end of turn, 
flip o coin. Bury target creature if opponent wins flip. 
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adi Egg: You might aleady 
know that Rukh Egg was the 
first card errata’d: in which 
cose, you would know that 
you'd originally get a 4/4 
creature no matter how the Egg 
| went to your graveyard. With 
Buried Alive, you could have 
hatched a whole family, 
fetching three Eggs from your 
library for immediate 
incubation. And that’s no yoke. 


: 


Gorilla Shaman SC oor @ Al 
eae: Destroy target non-creature artifact with casting cost of X. 1/1. 

Gorilla War Cry INS C° te Al 
Attacking creatures cannot be blocked by only one creature this turn. Play 
only during combat before defense is chosen. 


: Karplusan Yeti 


2 Kobold Drill 


Kookus 


: Lova Burst 


©: Top 0 snow-covered land you sain fo give| Gant /+1.3/3. 
SC Ree Bo 


®: Yeti and target do their ao in damage to each other. 3/3. 
o @ 


= Keeper of Kookus ¢ Vs 

i @: Protection from red until end of turn. 1/1. 

: Keldon Warlord SC eo §6r Be LU R Ath S 
* is the number of non-wall creatures in play on your side. */*. 

Kindle INS ( eeee Ge T™M 

Kindle deals to bel creature or pee an amount of damage equal to 2 

: lus the number of Kindle cards in all graveyards. 

: © Kird Ape SC ( eeeee @ AN,R 


ins +1 /+2 if you have at least one forest in play. 1/1. 


rgeant sc Pe LG 
: Give all your Kobolds mh and img 1/2. 
: Kobold Overlord sc OR $e LG 
inst strike. Give all your Kobolds fst strike, 1/2. 
: Kobolds of Kher Keep sc Ce & LG 
: wo 1. 
> Kobold Taskmaster . re 1G 


Give all your Kobolds +1 heb 1/2. 
SC Ree 83@@ VS 
ample. During your upkeep, if you do not control at least one Keeper of 
Kookus, Kookus deals 5 oly to you and attacks this turn if able. 
@:+1/+0 until end of in 


= Lond’s Edge Ree tee LG, CH 
Any player may discord a card from hand at ary time and do two damage to 

a player of his choice if the card discarded is a land. 
SOR ( coe %@ A 


Do X damage to any be If the target is a creature, effects that prevent or 


anne ny“ SC Ree 62@ LUR : redirect damage cannot be used to protect that creature. 
Flying. @: +0/+1. 2/2. > Lova Hounds SC core 200 WL 
Gravity na | WR eo Be \G : cova Hounds is unaffected by summoning sickness. When Lava Hounds 
All creatures lose flying alg 3 comes into play, it deals 4 damage to you. 4/4. 
a re s 2@ LUR4th Lava Storm NS Ce 3@@ WL 
: ava Storm deals 2 damage to each attacking creature or 2 damage to each 
Giided Wolverine Sc Ce £08 IA: locking creature. 
@: +2/+0. Use only when Wolverine is blocked and only once, 2/2. © Lightning Blast Blast NS ( oe @@ ™ 
Guerrilla ie ( oo §6& ightning Blast deals 4 damage to target creature or player. 
jo 2 damage to any target. If a spell or effect controlled by an opp-onent Lightning Bolt Ne ( eccce @ U,R,4th 
causes je to discard Tactics, it deals 4 damage to any target. Jo 3 damage to one target. 
Hammer of Bogardan SOR R eeee Pee MG: Lightning Clo R oe SO VS 
jo 3 damage to any target. <2 @>@@: Return Hammer of Bogardan from ; —~ @: Do | damage to target creature or payer. Use this * only when a 
your given to your hand. Use only during your upkeep. : ted spell is successfully cast and only once for each such spell 
Hand to ENR @ IM = Lightning Elemental ( (ee ¢@ TM 
nstants and abilities requiring activation en cannot be played during combat. : ightning Elementalis unaffected by summoning sickness. 4/1. 
Havoc NN Ue ee TM = Lightning Reflexes C t oe £6 MG 
: Whenever target opponent casts a white spell, he or she loses 2 life. You may choose to play Reflexes as an instant; if you do, bury it at end of 
: Heart of Bogardan EN R cece 2O@ WL = tum, Enchanted creature gets +1/+0 and gains first strike. 
: CU: &. i Heart of ah 5 CU is not paid, it deals damage equal to its. ~: Lowland Giant Sc Ce gee ™ 
: last paid CU to target player and each creature he controls. ; 4/3, 
} Heart Sliver Sc Ce te TM > Magmasaur S Re @ TM 
: All Slivers are unaffected by summoning sickness. ve I. Magmasaur comes into play with fe +] ace Pas on it. During your 
: Heart Wolf SC Re HL upkeep, remove a +1/+1 counter from Magmasaur, or sacrifice Magmasaur 
inst strike. @: Target dwar eet first strike and 1. If dworf leaves and it deals 1 damage for each +1/+1 counter on it to each creature with 
lay this turn, bury Heart Wolf. Use only at beginning of combat. 2/2. flying and each player. 0/0. 


Nome Kind CR Rating Cost Sets Found Name Kind CR Rating — Cost Sets Foun Nome Kind CR Roting Cost Sets Found 
Description Description Description 
3 = Renegade Warlord sc vee ae T™M 
Mountain EN R ee ree ANR,4th = Org SCR eee RRB Fe5th : First strike. If pone Warlord attacks, each other attacking creature gets 
0 untap a blue creature, controller must spend four during wae : romple. Can't attack if opponent has an rea creature of power greater : = +1/+0 until end of tur. es 
IN Ree 39 LUR,4th,5th = — _ than 2. Con’t block creatures of power greater than 2. 6/6. 2 Retribution OR Uw Bee HL 
]o. one damage to controller whenever he draws mana from any land. : SC Ree Be TM : Choose 2 creatures controlled by opponent. Bury one and put a1 /-1 
SOR Re 2 Dk.4thSth : ——Pallimud has power equal fo the number of tapped lands target opponent — : counter on the other. That opponent chooses which creature is buried. 
Choose a player. You both flip a coin. Any player whose coin comes up tolls. = controls. */3. = Rock Hydra sc oR ee , 
loses a life. Repeat until both players’ coins come up heads. > Panic NS Co @ WSth = PutX +1 (a head counters on Hydra. Each point of damage to Hydra 
Flare IN Ree 20 LUR4th, 5th: Target may not block. at : destroys | counter unless controller spends &@ per head: During upkeep, 
ach land produces an extra mana of its normal type. : SOR U ecco p@e@ AL: new heads may be grown for 4 apiece. ee 
of Keld SR ee 64688 WL = — Bury target artifact or land. = Roc Hatchling SC OU ee WL 
‘Maraxus of Keld has power and toughness each = to the total number of : Power Surge N Ree @@ LUR 4th + When Hatchling comes into play, put four shell counters on it. During your 
untapped artifacts, creatures, and lands you control. * /. | Before untap phase, active player must count rae lands. During his H upkeep, remove a shell counter from Hatchling. As long as no shell counters 
Warton Sromgald SL Roo 6288 wi: upkeep, that player takes 1 damage for each land that had been untapped. © are on it, Hatchling gets oe and gains flying. 0/7. 
ff Marton attacks, all other attacking creatures gain +*/+* unfilend of : Primitive Justice SOR ooo =O Al i Rocof Kher Ridges ( Reece BO LUR 
tum, where * equals the number of other attacking creatures. If Marton H Destroy target artifact. Destroy a target artifact for each “te you fey in = Flying. 3/3. 
blocks, all other blockers gain +*/+* until end of tum. 1/7 : addition to the casting cost. Destroy a target artifact and gain one life : Rock Side INS ( ooo ® VS 
NS o 20 (A = each de® you pay in addition to the casting cost. : Rock Slide deals X damage, divided any way you choose, among any 
ast on your tum ing combat, before defense is chosen. Choase how your : Primordial Ooze sc ue @ LG,CH,5th : — number of target attacking or blocking creatures without flying. 
attackers are blocked. Affer dedorng blockers, untap any unblocked : Must attack if possible. Add a +1/+1 counter at end of ay Pay per : Rogue it sc ooo 629 
attackers. Treat those creatures as if they had not otmacked_ 3 counter or Qoze deals 1 damage to you per counter and taps. 1/1. : Flying. At beginning of upkeep, put a counter on Skycaptain. During upkeep, 
fing N o so (4: Pyric Salamander sc OC ee £e MG : wy ® for each counter on Skycaptain, or remove all counters from 
All snow-covered lands turn into non-snow-covered lands of same type 3 @: +1/+0 until end of tum. Bury Salamander at end of tum. 1/1. : kycaptain and opponent gains control of cig 
Shower SOR ( oo See (A: Pyroblast NT ( eeeo @ (Ath Thunder q R ( cece & ™ 
Do X+1 damage divided among ony number of targets 3 Counter target blue spell or destroy target blue permanent. : Rolling Thunder deals X damage divided any way you choose among any 
ij Sc Ree Ge ANR : SOR U eeee $B AS number of target creatures oor fai 
If Djinn attacks, flip o coin. ff opponent wins, Djinn taps but doesn’t omc 6/3: Do 2 damage to each creature. $ Rukh sc ooo 30 AN 
- @ : inesis NS UY coe a@@ AL: If Rukh Egg goes to the graveyard from play, you get, a 4/4 flying red 
Enchanted creature gains trample. If all non-woll creatures you conta You may remove a red card in hand from game instead of paying the : creature at end of tum. iB 
attack, enchanted creature gets +*/+0 until end of tum, where ” s equa casting cost. Do 4 damage divied among any number of creatures. iger sc oC ee 2@ A,5th 
to the number of attacking creatures. First strike. 2/1. 
Mogg Conscripts SC. - se e Sandstone Warrior SCC oe 6208 
Mogg Conscripts cannot attack unless you have successfully cast e cantare First strike. : Sandstone Warrior & +1/+0 until end of tum. 1/3. 
spell this tun. 2/2. sc ooo §=6288 WL 
Mogg Fanatic Sc Cow @ _T If Sawtooth Ogre blocks or is blocked by any creature, Sawtooth Ogre deals 
acrifice Fanatic: Fanatic deals 1 damage to target Geature or pimyex ‘ >» s 1 damage to that creature at end of combat. 3/3. 
i Ce 1 1) ched Earth SOR R oe @ M 
sacrifice a Goblin: Target creature ges +1/+] unt end of om ay) Choose and discard X land cards: Destroy X target lands. 

Mogg ( ° 1 ring cari ( ( cece 2@ MG 
Mogg Squad gets -1 /-1 for each other creature in ploy. 3, - Flanking. <4: Cannot be blocked by only one creature this turn. 2/2. 
Mons’ Gobln Retders SC fe e LOR 4a 5 ing Touch INS Uoo @ ™ 
Wi. - Buyback @. Searing Touch deals 1 damage to target creature or player. 
Mountain Goat SC Cio, @ a5 roll SC Ree @@ LUR 

Mountainwalk. 1/1. ‘@®: Regenerates. Goins +1 /+1 if i control any swamps. 2/2. 
Mountain Yeti SC Coe 6208 6, OR ee M 
Mountainwalk, protection from white. 3/3 : Shadowstorm deals 2 sal to each creature with shadow. 7 
IN Re e@ a INS C eee qe@ — LURATHIAStH TM 
bea creatures do not untap unless their controller pays 2 tor each : Destroy target artifact. 
creature he wishes to untap. Shatterstorm R eee 200 AQR,Sth 
i Sc Re 200 a Bury all artifacts in play. 
Flying, bands. @: +1 /+0 until end of tum. Bury Nelo Drago * mare svn Bog SCR core SOS LUR 4H Sth 
than 2% js spent in this manner in one tum. 1/7 : Flying. @: +1/+0. 5/5. 
IN Re e@ ™ : Shocker SO Ree ¢@ 
Whenever any creature blocks or is blocked by © coecture wetth lesser sower If Shocker damages any player, that player discards his or her hand, then 


destroy the creature with the lesser power. : 
Sl R ee 680 SS : 
Ogre Enforcer cannot be destroyed by lethal damage wmiess © single source 
deals enough damage to destroy it. 4/4. : 
of Fire INS Ree Oo No: 
Return all islands to their owners’ hands. Each ployer sacifices © gimms or 


draws a new hand of as a cards os he or she had before. 1/1. 
2 Sirocco NS Yoo #@ MG 
{on player reveals his or her hand to all players. For each blue interrupt 
cord that player holds, he or she me life or discards that card. 
Sisters of the sc o- £80 OK, 4th 


@: Add @ to your mana pool. 2/2. 
Siok heited ee 


white permanent for each white permanent he commats > § : e N Re @@ LU,R, 4th, Sth 
sc - yu: i yea may only untap one creature during untap phase. 
& Dept deals 1 damage to torget ceoture thet wns damage is: : Soldier of Fortune SC foe Al 
tum. 2/2. @, : Torget player shuffles his library. 1/7. 
SC ° ee Solfatara INS C ee 22 VS 
Sacrifice on Orc or Goblin to give all Oxs+}/+i@ewawm 22: Tape! player cannot play ay land cards this turn. Contrip. 
is SC Uew @@8 Likense = SOR C ee £e VS 
®@ Does 2 damage to ony target and 3 damage % you © 3. sgn ut top four cards from your library into graveyard. For each creature card , 
Alpha version lists casting cost as >. all creatures that attack this turn get +1/+0 until end of tum. 
ish Connoneers SC - 200 a: inal Villain nl 16 
®- Does 2 damage to any target and 3 damage t yax. |Z a § ©: Destroy target blue creature. 1 ‘ie 
is i SC a) 20a KS Drake SC oo VS 


se 
Flying. @: +1/+0 until end of tum. You can’t spend more than @ in this 


a: Choose target Orc, then flip a coin. if opponent sims fig, tame on eS : 
of21 oo 2/2. 


rie until end of turn. Otherwise, the Orc get 2/2 
is i SC 


Ce e Ash SOR ( oo a MG 
Cannot attack unless at least two other creatures amtmeck. Commer tinct amiess Do Poss to 0 creature “- to number of mountains you control. 
: Starke of L Ree POs 


at least two other creatures block. 2/2. E 
Orcish Farmer cS Ce 600 SR = Pyrotechnics SOR U eco qm 16, 4th, Sth ®@: Destroy target artifact or creature. That permanent’s controller gains 


+ Tum target land into a swamp until ts commolles’s near ammmp. 2 Do 4 ivi control of Starke of Rath permanently. 2/2. 
i ih le nial, mee =e. a - Do forage divided ony Au cng a el. of targets. r Gon é eC i “ 292, Lua 
+ Target creature may not ——— temeTe if i i i VW. = @: Give one of your creatures with toughness less than Giant's power flying 
a black of green creature. eee, Regeseme ¢ BEX 3 Jee ope a pis Hone = ee af * “— game 1/1 ie : until end of turn. Target creature is kiled 


ature. 1/1 a at end of 3/4. is 
.A/I. - ; : coe 
: ‘ Rowe £2 a 2 zen ye ie ge ; ; ; Gs > 
' _ “f Raging ae vs : Target creature gains +0/+2. @: Gains +1/+0 until end of tum. 
@, &- Toke the top eight cords of your Geary cnt wncinmiy semee 4 F bale blocks or is blocked it aes 42/2 una tum. 2/3. : Stone Rain SOR C soo = @@ LURATHIAMGSHIM 
River eee 


_ffom the game. Put the a ony order os op of your itary Destroy any one land. 


( - @ a: 2p Oe ; dered peut , 
airce 2 ~ When ottocking, divide opponent’s ground creatures on either side of River. J oe ¢@ |A,5th 
hefereelitdiciehy ort es Eos SS fhe on hse of fe te each attacker. Attackers can only be Stone Spirit cannot be blocked by tying creatures. 483 
Y, g ccs: 6 Ps blocked by flying creatures or ieee an same sped re ee tea Pe sc ae eco Nl 
fi ‘fact ints of & Ww ee . until tum. 0/4. 
ee on artifact: Me poms at — In OE. a 2 ne Spit is co a ag " of tum. 3/3. : Sim Wer sii at / Re © 
eco ¥ + 


Put three counters on Mine. Remove one commits witen imige* (amt = Tne? 
one dung upkeep. estoy nd vies les commer s emewer Test We 
leals 2 damage fo land's contr 
is Qian EN 


etre man Laden on Flying. When Rathi Drogo comes into play, sacrifice two mountains or 


All of your attacking creatures goin +1 /+0 curing mur otek. Sits Ler 
fae asg ee / i Roe 3 NG ee lias 4 *. —— 
P z t fo target I 
does 1 kage to * target and {ceroge to oe bay : te ime eats ee 0 f ee ee card in his han ‘ 


jw oo | ° 
BSS, S, Socifice Orcish Setties: Desay mages unas : . : ieaits 
HF cithe op Zam 7 = Pie steoe 1/1 Counter 0 me spell being cast or destroy a blue card in play. Misprint: Alpha : I Flanking, Suq’Ata Lancer i age ome sickness. 2/2. 4 
th Sat block at = = 22 ast bain ol Chars huh noe J oe 200 Mg 2 _, | ariet ccke is attacking, it gets +3/+0. Otherwise, it gets -2/-1. 
Squats eae rs dese cme Teshoy target plains or island ond target white or blue creature. } Talruum Che SCC = 6a 
oreih land controlled by fe rs 30 = Assault SOR R eee BOQ VS i First Strike. Whenever Talruum Champion blocks or is blocked by any 
: . Jeep oll ceotwes that attacked this tur. You may declare an additional © -—=—creature, that creature loses first strike until end of tum. 3/3. 


oe creatures of power qrecter than 1 @: Fes stike unt ack during your main phase this turn. 


During upkeep do 1 stra to Pye: for each card in hand below 4. 
NS o §6—6f@ TM 

Torget creature cannot block this turn. Draw a card. 
i CR eee MG 


) 
Protection from red. @: Do 1 damage to each non-flying creature. 3/3. 
INS Uo ooo M 


ae 
Connot be target of white spells or effects. Sacrifice an Orc to destroy all 
plains. Any player may tap a white creature to save up to 2 plains. 
SCR coo SOO 


© Re Bon e Enchant orld 
t Lond Lond 
8B Bon Comer t Cr en 
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Name Kind CR Rating Cost Sets Foun Name Kind CR Rating Cost Sets Foun 
Description lescription 
£ Angelic Voces Ho Ree Qa 16, 
Wall of Heat sc Ce ge 16, CH: Give all creatures +1/+1 if you control only white or artifact creatures. 
2/6. 2 Angry Mob SC eee Bae DK, 4th,Sth 
Wall of Lava SC Use tee IA: rample. a *=total number of swamps all opponents control. 
ithe Gatherin g® @:+1/+1 until end of turn, a : therwise, *=0. 24*/2+*. 
Wall of Opposition sc ecco 6302 16, CH : Animate Wall C Re * LU,R 4th, 5 
@&: +1/+0 until end of turn. u : ‘arget wall may now attack. 
Wall of Stone SC oo Peo = LUR Ath Sth © Anoint NS ( oo TM 
. ;.  . one 0/8. H uyback <3». Prevent up to 3 damage to any creature. 
i Kind CR Ret Cast Sets Found © Wheel of Fortune SOR R eeeee 2@ LUR : Archangel SC R eee ae VS 
me in ting Cos sail All players must discard their hands and draw seven new cards. ; a Attacking does not cause Archangel to tap. 5/5. . 
— When Wid Wi : i ti ‘ Kyo the fli se ae dite | : ide A icf b 
————2 cc of i MG ien Wild Wurm comes into play, flip a coin. If you lose the flip, return : lefender controls any snow-covered lands, Arctic Foxes may not be 
ee is snahetat dha aeons 5/3. MG Wild Wurm to owner's hand. We : locked by any creature an greater than 1. ae 
Toruum Piper SC Mies 9 4e Vs Wildfire Leal 7 SC fa, - o/h MG: “ some Mk jigs ee a WL 
rotection from white. @: +1/+0 until end of tum. : tacking does not cause Ardent Militia to tap. 
an ies creatures with flying ae i Tum ne - s0. 3/3. nig; Windseeker Centaur . wh Re fee BOOK : Arenson’ sha ‘ N at ove ; be 1A,5th 
; Joes not tap to attac ! a: Soctifice an enchantment to destroy another enchantment. 
wtien IF Telim attacks, ne eal Sa i/2. MG: — sic ah af os 3 ram 16,4th,5th  : i sae: das if gt being cast. ii 
players must shuffle their hands into their libraries, then draw as many : Argivion Archaeologist coo 
wisi the game og peor you yg san ah Ey cS as they originally ha Ls 6 fi 7 26 8: Bing an wn ‘a vou g graveyard to your hand. 1/1. if 
: Winter Sky oe @ : Argivion Blacksmif Pee 
@ Sait co Hl llcbaels i ip a coin. If you win, Winter Sky does one damage to each creature and: ®: Prevent 2 damage to inpiat attifact creature. 2/2. 
ermanent change by sacrificing | mii or conceding game. 3 : wet al Otherwise each payer dows aca, 2 Argivien Find IN oo = WL 
Thunderbolt NS” (eee a we: Wor Blasting NS Uo te Wsth = Return target artifact or attsiieation your graveyard to your hand. 
3 taione ie target olaveror:damone'to tomer cectureewih it : ury target wall and do X damage to the wall’s controller, where X equals: Armageddon SOR R eeeee Bae LUR,4th, 5th 
fiiedamae ger i R ET A " am : the casting cost of the wall. : Jestroy all lands in play. 
hundermare is unaffected by summoning sickness. When Thundermare ; Ydwen Efreet hen defendi i. R a Pech fay decid AN a od . 1 ‘sh *: a - Msth 
comes inf pla, top all ater cecures vi : ip a coin when defending. If opponent wins flip, opponent may decide ee ae creature gains +1 /+ +0/+ 
feaaal ow ‘laa a5 2e oe geet ven i tar 3/6. ae | Armor ged ; sc OU et ee i yt. T™ 
£ Zirila e Claw coo 6300 H ach Sliver gains “22: This creature gets +0/+1 until end of tum.” 
vie pa tures: Put a Cmnivore token into play. Treat this foken oso : © @@, @: Search your library for a Dragon card and put it into play. 2 Armored Pegasus SC Cee 4a T™ 
Tor Gant SCC se IA i iat creature is unaffected by summoning sickness. Remove the creature : ing. 1/2. 
- 2 ”. r £ from the game at the end of any tum. 3/4. £ Army of Alla NS (eee gaa AN 
Tarsdal tue SOR Ree *@@ MG: : ‘ be ip all attacking cea am end of turn. - 
}o X damage to each creature without flying. Each creature gains “@e: Pre: : ne a oe 
: i get creature may not be blocked by artifact creatures, cannot be targetted 
nalts ; damage to this aon i Towent of po ina Wiis : yas and fe no ange from artifacts. " 
4, 2 Abbey Gargoyles SC UY eee Bae HL,5th : Aura of Silence La declieal 
Ts le ao ane po a cet ees Hat. con t ing Frtecton from red. 3/4. : Artifact and enchantment spells cost target opponent an additional :2> to 
jon S C @ ys: Abbey vata sand ot 1 eo Qe ia ‘ ay Sacrifice Aura at batt i oc eT 
3 *, o: till end of turn. 1/3. 5 Auratog 
he er rae cen : “— U,R,4th ! Abeyance ne a f coco HK WL: Sacrifice on enchantment: Auratog ges +2/+2 eu end of tum. 1/2. 
ry target wall aaa arget player may not play instants, interrupts, sorceries or use any effects = Auspicious Ancestor SC < = 
of Foi SC Ree 6 4@ Lut requiring an activation cost until end of tur. Draw a card, : Ancestor is put into your graveyard from play, ann le. Goin 1 life. 
rample. May block two creatures in combat. 4/4 "3 fhe ja'far SC eww AN,CH se only when a white spell is successfully cast and only once per spell. ie 
Uthden Trl i cc le ge UR 4th  _ IFAbu Jo’faris destroyed in combat, all creatures blocked or blocking Abu: Avenging Angel SCR sooo ake 
@: Re erent 2/2. = ae destroyed and cannot regener 1. i Flying. If Avenging Angel is put into any graveyard from play, you may “ 
Varchild’ is Ganado SCC 3e A: Adarkar rier , ( ee at cd My : i Avenging Ange on top of wets ae 3/3 - re 
: ®. Add either @ or # and @ to your mana pool. This mana can only be ; AyseA Sureaucrats ; ee P z 
Yond ‘on Wedd by le ap eal pa mea A used for cumulative upkeep. i H : Top lnget creature with power no greater than 2. 1/1. 
romple, rampage: |. CU: Put o survivor token into play under target {Advance Scout SCC ee | he TM Aysan Cresader hy SC , Roe ee 
opponent's contol. Treat this token as-0 1/1 red creature. 3/4. i First strike. #: Target creature gains first strike until end of turn. 1/1. i, X equals number of heroes i en 24X/24K. 
Vert NS J oe A i Alterlfe INS Yeo Gate MG : Aysen Highwoy : Roe Sakae 
is 2 damage to target flying creature, which loses flying this turn. H Bury target creature and put a 1/7 white flying creature into play under con- : All white creatures gain hisvok 
Veteran's Voice toc rT ios Hat cen’ cools. ‘ ties | = sdiens Cle x pire ty — WUE.At 
lay on a creature you control. @: ins creature to give any other target. «= :-«-AKFOR Legionnaire ¢ | et MLoM! Prayers Musf scord enol fads, cans Mi nand, cine Creawures SO: 
Of your nor-artifact creatures, only Legionnaire may attack. 8/4. : everyone has the same number as the player with the lowest number of 
creature +2/-+1_ unl end of tum. : : ! / : ands, cords in hand, and creatures, respectively. 
: Battle Cry NSU oe 2* A 
; ntap all your white creatures. All ae ] this tum. 
: Beast Walkers sc | caked 
Banding until end of i 2/2. 
= Benalish Here ( ee * LUR, 4th, 5t 
: ands. 1/1. 
2 Benalis sty SC Ce @% W 
: Banding. 1/ 
: Benalish Knight SC ( eo Be 


W 
: irst stk, You may play Knight whenever you could play an instant. oh 2. 
2 Benalish Missionary * 

a &%, &: Target blocked creature ‘ik no damage this turn. 1/1. 

2 Benevolent Unicorn SCC eee ae 

: Whenever a spell assigns damage, that Ht seog is reduced by 1. 1/2. 

> Block Scarab C Ue * 

: arget creature gets +2/+2 as long as any other player has any black cards. 


: ‘arget creature cannot be blocked by black creatures. 
> Black Ward ie oe * LUR, 44 


uw 
; jarget creature gains protection from black. 
: Blaze of Glory NS oR 
- : 
ask SAE ETT q E jarget creature must block all creatures tot itis ‘oly eligible to block. | 
im a ne pe pl Ou ? ie controller aaa —— damage. - 
esis commtsy’ Hf ches yypefh iy cost tori egpporear : esse fine rT ee tt 
‘attack, alsa remowe all enchanenent cards played : 
eae weaning Ciena ey, ee ROR We ama . i 
x ‘Ait enches Gain 1 life. Contrip. 
4 fare cememed to vont hand, af other eochantzicmts Blessin ha ( Reco exe LU,R,4t 
: #: 41/41. 
© Blinding Light SOR oo 6 MG 
3 i Blais Ae non-white aie , ws 
> Blin Hy init coco 3H ath 
; ©: Blinking Spirit returns to its owner's hand. 2/2. 
S\ = Blood of the Martyr NS U 00 dea OK, C 
; : ntil end of turn, you may redirect damage done to your creatures to 
a Viashino Sandstalker SC oe ee VS : Alabuster Dragon SC Rew W yourself instead. 
Unaffected by summoning sickness. At the end of any turn, return : Flying. If Alabaster Dragon is put is any an i play, shuffle ; Blue Scorab C oo 
Sandstalker to owner's hand. 4/2. : Alabaster Dragon into ifs owner's library. : larget creature gets +2/+2 as long as any other player has any blue cards. 
PAs Vieshino Wartior Na o se MG : Alabaster Potion INS C Ma! RH 16,4th, 5th: jarget creature cannot be blocked by blue creatures. 
4/2. : . Give target player X life or fies damage to sip Ag > Blue War C co LUR4t 
Volcanic Dragon SC Ree 4@8@ MG : Arum : oo 6% ’ : arget creature gains protection from blue. 
-4 Fi Weic Dragon is unaffected by summoning sickness. 4/4. d ic Untop target non-attacking creature and give it ee this turn. w : iced . en ic = . Fed im DK, 4th, St 
Yo Volcanic Geyser deals X ane to neuen Tea. NG ; "e, Remove the top card in your graveyard from the game: Prevent 1 2 allio ee femoy- toto AN ” a peo me oe ° A 
Wall of Diffusion cS Co fe Hi, daage fo ony creature. sc OC we Igath . Choose color. As long as target opponent controls more cards of that color 
Wall of Diffusion can block creatures with shadow. 0/5. : a Cenies at wer greater than 2 may not block Amau. 1/1. 3 than of any other, all white creatures get +1/+1. Bury Call to Arms if at any 
Wall of Dust SC 2e U6,4th Angelic Protector powerg jj e ora o% : ime opponent doesn’t control more cards of that color than any other color. 
wo by Wal a man next v a? 4, iG Flying. If An i jelic Protector is the target faspel or ability, it gets +0/+3: one 1. Camel bs 4 ES ho aor to Deserts 0/1 AN 
0/6. i Pr baa sie ( ee gx WL: Caribou Range | Ree Baka IA,Sth 
Wall of Fire SC co @@ —LURAthSth : “If ony creatures ore put into your graveyard from play, you may bury Angelic: 4 4: Top land to put a Caribou token into ony Treat ths token os 0 0/1 
@:+1/+0.0/5. : Renewal and put one of those creatures into play. : white creature. «: Sacrifice a token to gain 1 life. 


144 INQUEST 36 


Name Kind CR Roting Cost Sets Found Nome Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 
Description Description Description 

Carrier Pigeons cs Ce 3* Al 2 Equinox EL * LG: Fortified Area EN ( ee ae 16 
ring” Contrip. 1/1. = Top target land to counter a spell fat dg your land. : Give all os walls +1/+0 ond banting, 

Costle eo Be LUR,4th Sth :  Equipoise N Qe VS 3 Freewind Falcon sc ae VS 
Your untapped creatures gain +0/+2. Attackers don’t get this bonus. ; uring your upkeep, for each land caries controls in excess of the £ Flying, protection from red. 1/1. 

Celestial Dawn NR eooe Pex MG number of lands you control, target land he or she controls phases out. Agia FC ( coo & IA 


All non-and cards you own that are not in play are white. All non-and per- 
manents you control are white. All lands you control are plains. All colored 
mana symbols on all of these cards and permanents are 3. 
Circle of Protection: Artifacts U ooo ge AQ, 4th, 5th 
-@: Prevent al damage against you from an artifact source. 
( coo = pe BURATHIASIIM 
&: Prevent all damage to you from one black source. 


= 


Grcle of Protection: Blad 


Circle of Protection: Blue ( coo fe = LURATHASHIM 
%: Prevent all damage to you from one blue source. 

Circle of Protection: Green EN ( ee@ = ae LURATHIASILIM 
Prevent all damage to you from one green source. 

Grele of Protection: Red C coo =@# = LURATHASHIM 


©; Prevent all damage to you from one red source. 
Circe of Protection: Shadow ENC #e te TM 
&: Prevent all damage to you from a creature with shadow 
Circle of Protection: White EN  ( eco ga LURSTHUSHIM 
&: Prevent all damage to you from one white source 
Givic Guildmage i ooo 
@, &: Torget creatures gets +0/+1 until end €¢ Put tae 
creature you antral on top of owner's library. 1/1 
Cleanse R eee 
estroy all black creatures in play. 

Cleansing Roo eee DK 
All ands are destroyed. Anyone an per | life per land they wish to save. 
Clergy en-Vec SC ooo Pe TM 
&: Prevent | damage to any creature or player. 1/7 
Clery of the Holy Nimbus oC (oo & 
killed, ergy regenerate unless opponent pays 1. 1/7 

Cloudchaser Eog Sc ooo 6S 

Flying. When Cloudchaser Eagle comes into play, destroy target 

enchantment. 2/2. 

Cold Snap N ° 2* 

CU: @. During each player's upkeep, Cold Snap does | damage 2 at 

layer for each snow-covered land he controls. 

Combat Medic SC ( oe Oe FE 
ab #: Prevent | damage to a ployer or creature. 0/2 

Consecrate Land L 

Target land is immune from all effects that would destroy & 

Conversion N ee LUR 4th 

All mountains are now ba You must poy 3 4 during upkeep 

Cooperation (« 22 U 
Target creature gains = 

Crusade 

I white creatures gain +1 /+ 

Damping Field ‘te Ye 2* Q 

lo one may untap more than one artifact during his untap phase 

Daraja Griffin SC oc 63 S 

lying. Sacrifice Daraja ate Destroy target black cecr 

D’Avenant Archer (- 92 
©: Do | damage to died ot blocking creature. 1/2 

Dazzling Beauty (oo 2 MG 
Target unblocked creature is considered blocked. Drow © cont 

Death Speakers SC - + 
Protection from black. 1/ - 

Death Ward INS 

Rs forget creature. 

Debt of Loyalty I Roo fee we 
Regenerate target creature. Gain control of that cect 

Disempower Ceo s2 NG 
Put target ortifact or enchantment on top of ownes’s library 

Disenchant INS ( ecooe ae LURSREME SHIM 

lestroy target enchantment or artifact. 

© Divine intervention IN Ro oe \G 

Put 2 counters on Divine Intervention. Remove | counter during your 

upkeep. When both are removed, ends no Gow 

Divine Offering INS ore DE 

estroy target ortifct, ee life equaling ei asd offed. 

- 


2s 6 


= 


R ecco ## LUR 4th 5th 


= 


a LUE 4m 1A Sih 


Divine Retribution 
]o | damage to target attacking cmataane cng came. 


Divine Transformation Joo eff 16 4h Sth 
Give target creature +3 /+3. 

Drought fh Yow Cee a 
During your upkeep, pay #3 or destroy Drought. le onder t cast 0 spel 
that has 4 as part of its Cost of use on ability that requires @, the 
player must sacrifice a swamp for each ¢® in the spell or effect 

Duskrider Falcon ( oo @f We 
lying, protection from black. 1/1. 

Dust to Dust SOR U oo @aee DK Sih 
Remove any two target — from the game. 

Ektundu Griffin ( oo Ge MG 
Fin first strike. 2/2. 

Elder Lond Wurm sc... k © fee 16 4th 
Tromple. Cannot attack unt i it hos been assigned to block. 5 

Elite ea ( ge TM 
If Javelineer blocks, it teas i damage to target — creature. 2/2 

Elvish Healer SC ( eo Qe iA 
e: Fesent ] damage to a target or 2 damage to a green creature. 1/2 

ae Armor C (ecco eee WL 
reature gets +X/+X, where X is the number of cards in your hand_ 

Enchanted Being oe Pe \6 
Takes no combat damage from enchanted creatures. 2/2. 

Enduring Renewal NR e0e Qa iA 
Play with your hand face up. If you a draw a creature discard it. When a 
creature goes to your graveyard from play, return it to your hand. 

Energy Storm NR cece gx A 
Us. Damage done by instants, interrupts, and sorceries is reduced to 0. 
Flying creatures do not untop during their controler’s untap, 

Enlightened Tuter i ecco 


Search your library for an artifact or enchantment card and reveal that card 
to all players. Put the revealed card back on top of it. 


; Eye for an Eye SR eee aH 


: Favorable Destiny EC 
: As long os lt control at least one other creature, enchanted creature cannot 


hen this process for artifacts and then for creatures. 


: Errand of £ eal NS ( eee qe Al 
: ut a Knight token into play. Treat as a 1/1 white banding creature. 
: Ether SCR eee Baka MG 


eal Cham ae 
‘gy | life: Prevent 1 damage to Ethereal Champion. 3/4. 


: Exile S R cece Bx Al 


Remove target non-white attacker from game. Gain life = toughness. 
Exorcist SCR eee eae 
B#, ©: Destroy target - creature. 1/1. 


AN,R, 4th 5th 
jo. as much damage to controller of a creature, spell, or effect as said 
creature, spell, or effect does to you. 
ye of Singular EW Ree ae VS 
uty all permanents with the same name except 
bosic lands. Whenever ony permanent other than a basic land comes into 
play, bury any permanent already in play with same name. 
Formstead El Re 2 AUR 
Once per tum, during your upkeep, you may er : 4% to goin 2 life. 
Hantle EC eee FE 
+ creature attacks and is not blocked it a teal X +2 damage to 
sal creature where X is the power of the enchanted creature. 
Le 3 SC Cee eae FE 
ie is not blocked, ou may deal 3 damage to a target creature. If so, 
Fonel’s Zealot deals no damage. 2/2. 
Priest . Dee FE 


t sc 
®: Add a to mana pool. Bury if more than is spent in one turn. 1/3. 
Fasting N oo = DK 


Gain 2 life if you skip your draw phase. 44 Fasting if you draw a cord 
for any reason or when it has been in play for 5 of your upkeeps. 


ONE SEAR 
WONDERS 


cco fe MG 


be target of spells or effects. If creature is white it gets +1/+2. 


f Healer SC ( eee xe MG 
e Prevent 1 damage to any creature or player. 1/1. 
> Femere’ ht eee eooe 2K MG 
Flanking. 3: Attacking - not a ae i this tun. 2/2. 
: Femeref Scouts ( oo MG 
1/4 
Festival INS Cee * Ok 
Popeaet may not attack hie turn. rig during pe 5 upkeep. 
Field of Souls 2% 


Whenever a nontoken anes is put into your oad from play, put an 
Bory token into play. ye asa i /\ vite creature with flying. 

ond Brimstone o Bee OK 
a“ 4 damage to rage! pla a fo 4 damage to you. May only be cast if 


: thot opponent has declared on attack this tum. 
: Alickering Ward Yeo a 
When you play Flickering War choose a color. Enchanted creature gains 
: protection f rom the chosen color. #€: Retuin Ward to owner’s hand. 
! Foriysion Brigade SC U coe Be 
coriysion Brigade may block up to two creatures each combat. 2/4. 
Formation INS R eo a* 


Give target creature banding until end of turn. Contrip. 


2 General Jarkeld 


i Gerrard's Battle Cry 


: Glyph of Lif 


£ Gossamer Chains 


i Green Ward 


: Guardian Angel NS ° 


} Heavy Ballista 


: Heroism 


i Hero's Resolve ia 
: Hipporion 
5 Holy Armor LRA 
tly Da NS Cee 6 
Holy Light 
Holy Strength fC * 


: seg He Passage NS 


: Hope Charm 


: Humili 


{cation Lieutenant 


: ication Moneychanger 


ig 
Fed es on Fylgia. <@': Remove a counter to prevent 1 damage to the 
creature Fylgja enchants. a: Put a counter on Fylgia. 
Gollantry NS a* TM 
Me es locking creature ae +4/+4 wi end of tum. Draw a card. 
% 


* 
cing an a block. 1/2. 


= 
zS sz 


@: Exchange two blockers " 0 


@ 3: All creature you control get iat until ud of turn. 


i Gerrard’s Wisdom SOR ooo 2HK WL 


For each card in your hand, gain 2 life. 
NS Ce * 1G 
Gain life equal to the damage done to target wall by an attacker. 

( ee V 
Return Gossamer Chains to owner's hand: Target unblocked creature deals 
no combat damage this turn. 


= 


: Great Defender NS oo = LG 
3 Give target +0/+X until end of turn, where X is the creature’s cost. 

i Great Wall N Ue a 

: Creatures with plainswalk may e blocked. 

: Greater Realm of Preservation E coo =f # 16,5th 
: Prevent all damage to you from a red or black source. 

> Green Scarab ig co 6 ® IA 


og creature gets +2/+2 as long as any other player has any green 
cords. Target creature sre be blocked ad by green creatures. 
* LUR,4th 


Target creature gains -s Tom green. 


we 
Prevent X damage dealt to z eal Past: put this card next to Paralyze. 
£ 


{Guided Strike C 
: Target creature gets +1 /- a and first stke until end of turn. Draw a card, 
: Hallowed Ground ooo 


3%: Return a non soem land you control to its owner's hand. 


2 Hand of Justice SCR eee * 

: ©: Top 3 white creatures you control to destroy target creature. 2/6. 

+ Honna’s Custody fi R eco = B* 

: Artifacts cannot be the tar et of spells or abilities 

: Hozduhr the Abbot Ree Sakae HL 
: x, eo: et np nono cr ve 

: Heal ( eo 1A,Sth 
Prevent 1 damage to any ne Cantrip. 

: Healing Salve NS ( eee LUR 4th MG, Sth 
3 Gain 3 life, or prevent up to 3 damage. 

: Heaven's Gate NS U ee * LG 
: Change the color of one or more creatures to white until end of turn. 


SC ( coo Bae W 
®: Ballista deals 2 dama 4 to Tage a attacking or blocking creature. 2/: : 
O% 


ag meson ede pad le Ag alg 


tum. Attacker may pay <2:%@¥ so an attacker may deal damage normally. 
( coo hae IM 


nchanted creature gets + pes. 
C Ue a* 1A,SH 
Cannot block creatures wit pene: 3 or greater pi you pay . 1/3. 


larget creature gains +0/+2. a: “0/41. 


ay 
Creatures attack and block as normal but deal no damage. 


S ( coo Be K 
ive all non-white creatures -1 /-1 uni and of tum. 
LU,R,4th, St 


arget creature gains +1/+2. 
Yeo px 

revent all damage to you or target creature from any one source. If that 
source is red, Honorable Passage deals to the source’s controller an amount 
of damage equal fo the amount of damage prevented. 

NS Ceo & VS 
Choose one—Target creature gains first strike until end of turn; or target 
layer gains 2 life; or destroy target local enchantment. 


R ecoe Qaee ™ 
: ach creature loses all abilities and is a 1/1 creature. 
2 keation tafentry sc Ce * Fl 
: Bonding. <& First strike. 1/1. 
! keation Javelineers SCC eee 


F 
ut a Javelin counter on Javelineers when cast. <: Remove the counter to 
deal 1 damage to any tg V/ 


oo kK 
& 4: Give target Soldier +1 /+0 ial end of it 1/2. 


ose 3 life when casting and put 
uring your upkeep, put a counter on Moneychanger. Sacrifice oe 
changer during your ial ag gain | ie for it cate on it. 0/' 
cation Phalanx C 
ands. 2/4. 
cation Priest sc Ueo * 

4% %: Make target creature + es until end of turn. 1/1. 
cation Scout Sl * 
&, ®: Give target creature first strike. 1 21/1. 
ation Skirmishers ad 
ands, first strike. All creatures that band with Skitmishers gain first strike 
until end of tum. 1/1. 


counters on Icatian Moneychanger. 


cation Town OR ooo 6-5 FE,5 
ut 4 Citizen tokens, which are 1 } ] white creatures, in play. 
llumination NT “UY e0e ae ae MG 


Counter tage artifact or enchantment spel. That spell’s caster gains an 


amount of life equal to the rae 5 costing cost. 

indestructible Aura LG 
Reduce to 0 all damage dealt to a ei creature ry end of tum. 

infantry Veteran SC VS 
&: Jeet attacking creature gets jn until eal of tun. 1/1. 

finite Authority EC HK LG, CH 


After combat, destroy all creatures ne toughness 3 or less blocking or 
blocked by enchanted creature. Put a +1//+1 counter on target for each 
creature destroyed. 


Bann fact lative i? tn orld 
fac jant Al i tn Lond 
Current jant Cr 
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Name Kind CR Rating — Cost Sets Found Nome Kind CR Roting Cost Sets Found 


Description scription 
ightning Blow NS Reo exe IA = Order ofthe White Shield SC  U eowe eae 1A,5th 
target creature first strike until end of turn. Cantrip. : rotection from black. a a: +1/+0. a: First Strike. 2/1. 
Longbow Archer SC ooo KK VS : Orim, Somite Healer SLR eoee rake a 
inst strike. Longbow Archer can block creatures with flying. 2/2. : Orim, Samite Healer counts as a Cleric. $: Prevent up to 3 damage to any 
Tae Gatherimg” Lost Order of Jarkeld SCR oe ae \A creature or player. 1/3. 
* equals the number of creatures conto Ned by ed opponent. a 2 Orim's Prayer EN U ee dae TM 
: ee ng S : f ony creature attacks you, gain 1 life for each attacking creature. 
5 ain 5 life. If a spell or effect by an op sci Pre ri to discard Hor” : Osei Vultures f a* L6,4th 
one ener Penner nen i gara’s Blessing, gain 2 life and return Blessing to your hand at end of turn. lying. Affer a turn in which a creature ted add a counter to Vultures. 
N Kind CR Rating Cost sats F H vores Equity N oo TKK NG : Remove 2 counters to moke Vultures +1/+1 until end of tum. 1/1. 
ame in om, SS SM § hoose black or red. During your upkeep, you must pay ae. Foreach} Pacifism EC ( eee ae NNG,TM 
Description i oe a creature of the chosen color deals to you or a white creature you =: nchanted creature cannot attack or block. 
ianorifonce N ce = Al i ‘ font, Mangara’s Equity on ina to that joie i 3 Pare ' , A. (eee ce * b As 
4 : Marble Titen ee z : ‘ou may choose to play Parapet as an instant; if you do, bury it at end of 
fae, ae Ala aie cara Creatures with ae greater do not untap during their controllers’ : , mi. i creatures you ana ae in " 
m  —_untap phases. 2 Peace Talks ooo 
me A acaiana daa i ee of itn bance 00 : Martyrdom NS ( ee Gaede AL: uring this turn and the next one, players cannot declare an attack an 
invulnerability 9 NS le -% : i direct to target creature you control any amount of damage until end of turn, : cannot play spells or abilities that Toget any permanent or player. 
uyback . Prevent all damage to you from one source. ; Martyr's Cry ak ks a K i Poacekesper SCR ese ae WL 
i . ¢ Remove all white creatures from the game. Each player must draw a card for = wring upkeep, poy a or bury Ken Creatures cannot attack. 1/1. 
fron Tusk Elephant SC oo 6-4 MG : ; i : 1 
romple. 3/3. : deere eo her or 7 control ed. pon a Pear ae o/a1, We SC coo RK MG 
dind Martyrs of Kertis ; Fl 
ie ey one card dui sir eoaclei hing i TUR As Jamage done to you by artifacts is instead done to Martyrs of Korlis unless: Pearle Dricom Ce o% LU,R,4th, 5th 
creatures may attack you unfil your next tum. $l pats of Karls is topped. ae 6 Cee ii ml : p ela NOR * ml 
Wory Charm Be ci ora NG i - ol target creature. 1/2. = i “Pe (hoe on discard card: Put a Pegasus can into play. Treat this 
Se aA eet ld lt or prevent one darn 2 Master of Arms SC ooo 2K WL = token asa 1/1 white creature with flying. 
sian sf SC f woe HK A Bs apa: Top — ure blocking Master of Arms. 2/2. Personal incarnation SC Reco = Saeweae — LUR 
hy ine i Gi Garmovlelsput Gtotheraveverd fom ay-mutakito plaviunder lose Spirit C oe MG : Owner may redirect an amount of damage done to Incarmation p himself 
snes cette a ont of ham and sti al iL rly oy z Iying. Protection from black. 3/3. : instead. If Incarnation dies, is owner loses half his life (round up). 6/6. 
Rernoveicniaete Ronthercams 3 iN i Mercenaries SR o* IA i Petra Sphinx SCR ee) Baka LG, CH 
Wory Goedions M ¢ a gee L6.CHSth A pve may pay “to prevent Mercenaries from dealing damage. 3/3. : e Ton player names a card and then turns over the top card in his 
, rotection from red All Guardians ore +1/+1 if opponent controls Wi | f a Faleon SCC ee ae Sth = library. If the guess matches the card, the player draws the card; otherwise, 
cards, 3/3 ; U : ia ae: +0/+1 until end of turn. 1/1. : it goes to the graveyard. 3/4. 
Jabori’s influence NS Ree eae ig Mesa Pegasus SCC eee tee LUI SIE Plety NS Ce @H AN, Ath 
lay only after combat. Gain control of target non-artifact creature that : Mi hing Wl ponds vA ¢ Ce * Kf Pik +0/+3 to all defending ane unt gig of tum. DK 4th, Sth 
attacked you this tur and put a-0/-1 counter on it. 5 eT ee el a ee ad At ot 
foniraan nk ( Co Se ys i ®: Destroy target enchantment on one of your creatures. 1/1. : Banding, first strike. 1/1. 

"a, @: Torget ceature cannot block ths tum. y : Miraculous Recovery INS U ceo ae VS i Preacher SCR eco hae K 
thad | NR eee eau NN: ut target creature card from your graveyard into play and put a +1/+1 : &: Gain control of an opponent's creature of his choice. If Preacher untaps 
i APE) weitere whi chson cl of opponent's gl y counter on that creature. Treat the creature as though it were just played. = ot leaves iy you lose control of the creature. 1/1. 

iscord Jihad if no cards of that color are in play, : s Histon Grifin StU coo ae WL = Presence of fhe Master EN - 
Juniver Order Atvecte SC U ooo grme ee |ying. If Mistmoon Griffin is put into any graveyard from play, remove : Counter all enchantments as they are being cost. 
i hire is untapped, all your green raat et +1/+1. 1/2 : Mistmoon Griffin ftom the game, then put the top creature card from your: Prismatic Circle EN C ee ae MG 
lie pp i so ¢ ee ISTH : ‘ graveyard into play. 2/2. ~_ me ' : 4. Choose a color. 4°: Prevent all damage to you from a source of the 
: Moat ecco 2 : chosen color. 
aes a ere eos Nowing creates camo! attack : Prismatic Word {Coe IASth 
Soro | s0c0 aha LURKS Moorish Covalry SC C ee Qe AN: Choose a color when Prismatic Ward comes into play. All damage dealt to 
uring each ployer’ unkeep, fe takes 1 damage for each swamp he contiols. it ne: 3/3. INS Ce ae DK, 4th bop ie rget creature by sources - rae fo. 
Keepers of the Faith SCC 9¢ ae 1G,CH = “eRe y beiitiad poll ee ee f , 
7/3, : Give all attacking creatures +1 /+1 until end of tur. : Reveal the top card of opponent's library to all players. If itis a land, gain 
Kelsirke Ranger st 2 jy ; Mounted Arc hers SCC ee Be ™ one life. That opponent a sais his library. oo 

ae: Oe green creature goin fist strike until end of tum. 1/1 : Mounted Archers can block creatures with fing. 2: Mounted Archers can Purelce LU,R 4th 

King Silefman SOR ee < A E lock an additional creature this tun. 2/3. i Change the color of one a [Ore aa orin ay to white. 
Destroy target Djinn or Efteet. 1/1. 

Kismet EN U coo B% 1G,4th, St 
All of target opponent's creatures, lands and artifacts enter play topped. 

Kithkin Armor EC (eee 


nchanted creature cannot be blocked by creatures with power 3 or greater. 
Sacrifice Armor: Prevent all damage to enchanted creature from one source. 
Kjeldoran Elite Guard SC U cee Be | 
P: Give target aie ne Bury Kieldoran Elite Guard if that creature 
leaves ps is tum. 2 


Kjeldoran tscort SCC ee ae Al 
‘onding. 2/3. 
ae Gund SC Ceo ae IA 


Give target creature +1 /+1 until end of turn. If that creature leaves 
i bury hen Guard. Use only when attack or defense is announced, 
only if defending player ie no: srow<overed lands. 1/1. 
Kjeldoran Home Guard = SC oe ry 
At the end of any combat in which ae Guard attacked or blocked, put a 
-0/-1 counter on Home Guard and put a Deserter foken into play. Treat this 
foken as a 0/1 white creature. 1/6. 


Kjeldoran Knight SCR eee eae A 
onding. “Pa: +1/+0. a we Wl. 

Kjeldoran Phalanx a4 IA 
inst strike, banding. Ys. 

jeldoran Pride (Ce | me Al 


Creature gets +1 /+2. <2 @: Switch Kjeldoran Pride from creature it 
enchants to another creature. The new target must be legal. 

Kjeldoran Royal Guord «= «SC_—=R ee ae (A,5th 
©: Redirect all damage done to you by unblocked creatures this turn to 
Kjeldoran Royal Guard instead. 2/5. 


Kjeldoran Skycaptain SC ooo (A,5th 
lying, bonding first strike. 2/2. : 
Kjeldoran Skyknight SCC eee Qe IA: Pare 
lying, banding, frst stike. 1/1. i Mtenda Griffin SC UU oe Be MG =: Quickening Licd SC OU ee Pe M 
Kjeldoran Warrior SC oe x IA: Flying. 4%, @: Return Mtendo Griffin to owner's hand and return ae gif : B*, ®: Licid loses this obility and becomes a creature enchantment that 
janding. 1/1. : fin in your ‘qroveyord to your hand. Use only a your upkeep. 2/ : reads “Enchanted creature gains first strike” instead of a creature. Move 
Knight of Bown SC coo PKK M : Mienda Herder sc ce NG: Quickening Licid onto target seme You pay a to end this effect. 1/1. 
inst strike. Knight of Dawn gains protection from the color of your choice =: Flanking. 1/1. : Rally INS *% 
unfil end of turn. 2/2. 2 Noble Elephant SC C ee Be MG : All blocking creatures pee i a of pn 
Knight of Yelor SCC eee Ow VS : Bonding, Trample. 2/2. : Rapid Fire IN G 
nig. a: Each creature without flanking blocking Knight of Valor ? Hoble Steeds EN ( ee 2% Al: Give rg inst strike and sr 2. “Poy tg a is chosen. 
ets -1 /-1 until end of tum. Use this ability aah once each tum. 2/2. : ‘ae: Target creature ais first strike until end of turn. : Rashide = ebane R cco = See MG 
Knights of Thorn SC OR oe K : Northern Paladin SC R eee Qe LUR 4th: ©: Bu bay target a blocking Dragon. Gain an amount of life equal 
rotection from red, banding. 2/2. i % #, &: Destroy a black card in py. 3/3. : to that Dragon’s power. 
Lonce it ee * LUR : Null Chamber EW OR ee oe MG = Rashke the Slayer 
target creature gains first strike. 3 You and target opponent each name any uit except a basic land. Those 3 Can block creatures with tyra, if Rasthe the slye tics a black creature, 
@ Land Tox EN Reece x% 16,4th cards cannot be played. £ _itgains +1/+2 unit the end of tun. 3/3. 
If opponent controls more lands than you during your upkeep, you may fake z Oracle en-Vec CR ee abe TM i Red Scarab FC Ue Ed A 
up to three basic lands from-your library into your hand. : ®: Target opponent chooses any number of creatures he or she controls. Target creature gets +2/+2 os long as any other player has any red cards. 
Leeches ade Re pee Lt During that player's next tum, those creatures attack if able, and no other =: Target creature cannot be blocked by red creatures. 
get player loses all poison counters ond takes 1 damage per counter. : creatures can attack. At the end of that tum, destroy each of those creatures : Red Ward Ff Ue #& LUR, 
Ufeblead IN R eee ae G: that did not attack. Use this ability eo duting your tum. 1/1. ; Target creature gains protection from red. 
Goin | life whenever target opponent taps a mountain. 2 Order of Leitbur sc ecco HH FE : Reinforcements INS ( eeo Al 
Light of Boy EN coos BK ME Protection from black. aa: +] ho. 2: First strike. 2/1. f Put up to three target creature cards from you graveyard on top of your 


lack creatures cannot attack or block. > Order of the Sacred Torch SC = R eowe faeae A5th = library in ony order. 
&: Sacrifice | life to counter a black spell. 2/2. : 
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Name Kind CR Roting Cost Sets Found Name Kind (CR Rating — Cost Sets Found Name Kind CR Roting — Cost Sets Found 
Description Description escripfion : 

Relic Ward FA J eo he VS = Soltari Crusader Ne ooo OH TM = Teferi’s Honor Guard SC U cco ae Vs 
You may choose to ey Relic Ward os an instant; if you do, bury it atend of : — Shadow. “ea: Solfari Crusader gets +1/+0 until end of turn. 2/1. Flanking, @ @: Phase * i 2. 
tum. Enchanted artifact cannot be the target of spells or effects. 2 Soltari Emissary SCR eee hae TM : Teremko Griffin ooo 3K MG 

Remedy INS ( eo $H% WS : #: Soltari Emissary gains shadow until end of tun. 2/1. Banding, Flying. 2/2. 

Prevent up to 5 damage to any numbers of creatures and/or players. © Soliari Foot Soldier So Ce * TM = Thunder Spirit ecco PRK LG 

Remove Enchaniments Cc #* : Shadow. 1/1. Flying, first strike. 2/2. 

Return all enchantments you control fo your hand and destroy all = Soltari Lancer Sl cco 2 IM = Tithe INS R ee * Vs 
enchantments played on permanents you control. If cost during opponent's Shadow. First strike when many 2/2. Search your library for a plains card. If ie control fewer lands than target 
attack, destroy opponent's enchantments on attackers. > Soltari Monk s coo HK TM opponent, you may search your library for an additional plains card. Reveal 

Repentance OR Yew Oe ™ : Protection from black; shadow. 2/1. those cards to all players and ve them into your hand. 

Target creature deals to itself ae ae equal fo its power £ Soltari Priest SC U coe ee TM = Tivodar’s Crusade sok Ue Pee Ok 

Repentant Blacksmith be ANCHSth : __ Protection from red; shadow. 2/1. All Goblins are destroyed. 

Fotecon from red. 1/2. > Soltari Trooper Cc be TM rade Caravan SC C8 * HL 

Reprisal INS U coo ge Al: Shadow. If Soltari Trooper attacks, it gets +1 /+1 until end of tun. 1/1. During your upkeep, put a counter on Trade Caravan. #: Remove 2 
aay tar et creature with na four or greater. = Soraya the Falconer SLR oe aka Hi counters from Trade Caravan to untap a basic land. Use only during 

Resistance sae Cee oe WS: All falcons get +1/+1. a. or falcon gains banding. 2/2. opponent's upkeep. 1/1. 

Sacrifice: Target creature des no combat damage this tum. 1 /1 > Seul Echo we MG = True Reo ae HL 5th 

Resurrection SOR U oe See LUR : ut X counters on Soul bi At beginning of your upkeep if there are no Each player ash draw up to two cards. For each card less than two the 
Toke a creature from your geveyard and put it directly into play counters on Soul Echo bury it. Otherwise, target opponent may choose that Git draws, player gets 2 life. 

Retribution of the Meek OR Ries Qe for each 1 damage dealt to you until your next onto, you instead remove Tundra Wolves SC ee 1G, 4th, Sth 
Bury all creatures with power 4 or greater.  _ 1 counter. You do not aa eos ssa result of having less than 1 life. First strike. 1/1. 

Revered Unicorn SC ee > Soul Shepherd “— ionce EN ° ae Al 
CU: . If Revered Unicorn leaves play, its controler gums if equ» 3 W, Remove a creature in - wage from the game: Gain 1 life. 2/1. Target non-attacking, non- locking creature gets +0/+2. 

Revered Unicorn’s last paid cumulative upkeep. 2/3 : Southern Paiadin SC R eee = ale ae WL va Griffin eK oe 

Reverse Damage R ecco Dee LUR4hSh # *, }: Destioy target red permanent. 3/3. Flying. Sacrifice Unyaro Griffin: Sonia target red spell that assigns damage 
All ioe rom any one source is instead added to your Sf= tata: > Spectral Guardian SC R cco eae MG to you or a creature you control. 2/2. 

Reverse Polarity INS ( eo ame MR : As long as spectral Guardian is untapped, non-creature artifacts cannot be Veteran Bodyguard SC R eee Bae LUR 
All — you have taken from all artifacts this tum & semoactwely addec = the target ot spells or effects. 2/3 Damage done to you by unblocked creatures is instead done to Bodyguard. 
to your life total instead. = Spirit Link EC eowe 16,4th, Sth unless Bodyguard is aad bf Ee 

Righteous Aura ( oo Ge SS : Gain | life for every point of asi done by target creature. Vigilant Martyr ooo MG 
*, am 2 life: Prevent all damage to you from any one sowmce Spirit Mirror ooo DKK TM Sacrifice Martyr: ro target creature. #% %, @, Sacrifice Mar- 

Righteous =r sc o £# = During your upkeep, if ce are no Reflection tokens in play, put a tyr: Counter a target spell that targets an enchantment in play. 1/1. 
Plainswalk. 3/1 Reflection token into play. Treat this token as a 2/2 white creature. 0: Visions SOR co ; 

Righteousness INS Re # 3 Destroy target Reflection. Look at the top five cards of any library, then reshuffle it if you want. 

arget defending creature es +7/+1 until end of tum > Spiritual Sanctuary EN R eee = ae LG : Volunteer Reserves sc oo 6 
Ritual of Steel o ef MG: Any player controlling plains takes 1 life Fe dring his on Banding. CU: @. 2/4. 
nchanted creature gets +0/+2. Cantrip. > Squire sc Ce ae DK : Wall of Ca oe SC Ce f% LG 
Royal Decree N Re @## No: 1/2. If Wall of Caltrops blocks with other walls, it gains banding. 2/1. 
CU: a. Whenever Sane, mountain, block permanent, orsedpemencet : Stounch Defenders SC YU coe Bake IM : Wall of Light ( oo 6 
ecomes tapped, Its controller i: ] damoge When Staunch Defenders comes into play, gain 4 life. 3/4. Protection from black.1/5. 

Royal Herbalist sc = 4X Wall of Resistance sc aad MG 
@: Remove top card of ire lo fs game fo gam one i= 1/7 : Flying. At the end of any turn in which Wol of Resistance is dealt damage, 

Sacred Boon ooo =e ASe \1 \ put a +0/+1 counter on it. 0/3. ‘ 

wat upto 3 oom teat to ha — Mead d wm pes Ee.» Walle : Swart SC ooo Oe LU,R,4th, Sth 
+0/+1 counter on that creature for eac ch dmage DRL lying. 3/5. 

Socred Guide SC Re # mM: Ward o Tights ( coo eae MG 
@B%, Soctfice Sacred Guide: Reveal cards from your leary enti ynerevet - i} You may play Ward of Lights as an instant; if you do, bury it at end of turn. 
a white cord. Put that cord into your hand. Remove of other ssyemef cats = Enchanted creature gains protection from a color of your choice. 

rom the game. 1/1. War Elephant SCC ee Ge AN, CH 
Sacred Mesa R ecco Oe Me ands, trample. 2/2. 


Safeguar 


uring your upkeep sacrifice a Pegasus or bury Somed Mesa 4. Aare 
egasus token into play. Treat this token cs a 1/1) white Siving cemmane 

EN R eee s == ™ 
2 #: Target creature oe no anes at domoge ths 


Samite Alchemist ss a 


# %, : Prevent 4 fee foo ‘onde you contrat eg he seme 
iat creature does not a | your next untap 8 


Samite Healer ooo gs 

@: Prevent 1 damage to iy sigh Wl. 
a Lions SCR eeee i 
Scars of the Veteran INS U coco ge 4 


Seni 


Seek 


Serap! 


You may remove a white card in your hand from the game mseat a sewing 
the casting cost. Prevent up to 7 damage to forget Gesture or nines ant 
ut o +0/+1 counter on creature for each damage prevented 
soned Tadician Sc Uc @F 4 
: Remove the top four cards of you library from the game t geesear al 
lamage to you from one source. 1/3. 
ef EG = Gee) Qs aon 
ret creature may only by ‘oe by wh white or as ee 

ast 
lying. If 0 creature dies aa ww in wi Som domoget fob fom 
lay under your control. B ny iu if Seraph leaves ploy or your comma 4,4 


Serene Offering NS Yo ee os 
Jestroy target enchantment, Gain 3 equal fo its total cosimg as. 
Serenity AN Le “. 
uring your upkeep, bury q é ot oie enchantment, 
Serra Angel coors SSE tin 
hing Does not tap to a 4/ t 
Serre Aviary W Ree of a 
All creatures with flying get +1 a 
Serra Bestiary C = ah 
ay #* % during your ueleen or NS Bestny Tage cess cnmar Bec. 
attack of use any abilities that h ne $ in its ocho as. 
Serra Inquisitors SC bad = a 
blocking or blocked by black me. Inqustess get +2. 3/3 
Serra Paladin S Co Cae ws Sth 
@: Prevent 1 damage to ony creature or player s 22 © nin 
loes not cause targel a to = this tum. 2/2 
Serra’s Blessing +: Ww 
Attacking does not cause cr ae OU Contra! to tap. - 
Shadowbane NS woe 5S we 
revent all damage to you or a creature you conta! mer any ane sme F 
source is black, gain 1 life for oak domog: SETS 
° aires ‘ SOR - + am 
layers must suspend game in progress and ply © sub-gume wit Ther 
current libraries. The loser loses cf il, his ie pomes mune a os Come 
removed from the subgame still go back into *e maim game : 
Shield Bearer SC ise a ash 
ending, 0/3. 
Shield INS Uo Cad 
Give all your creatures aye until end of tam. . 
Sidar Jabari Row oe 
{onking, If Sidar attacks, p o creature defender commas. 22 
Snow Houn cS Joe oF ny 


4, ©: Retun Snow Hound and forget blue or green creature ye coma 
to their owners’ hand. 1/1. 


> Sworn Dei 


@, Choose and discard a card: Put a 
Pegasus token into play. Treat this 
token as 4 1/1 white creanue with flying. 


The first Rath-born pegams was to 
offended bey she sky that it hid its eves in 
S the earth. 
Hie lore 


Gesp EC eae 
achanted creature gets +1/+3. #: Retum creature to owner's hand. 


oe 
not bock crass with oe ) or less. ca 6. ‘i 


Any damage er would reduce your life total to less than one 
stead reduces it to one. 
Plowshores INSU ceeee x LU,R 4th IA 
Zemove forget creature from game. Creature’s controller gains life points 
equal to the creature’s power. 

nder SC R ee Bee Al 
®- Change power to the toughness of tage creature blocking or being 
blocked by Swom Defender, minus 1, until end of a ane toughness to 

ane plus the power of that creature, until end of tum. | 

Ten Siver SCC ee tae TM 


__B Saves first strike. 1/1. 
3 ok R ecoe fe WL 


Each ployer chooses o creature with the highest casting cost he controls, and 
Doys Mane equal to that creature’s casting cost or buries the creature. 


Warmth eco 


ape 
Whenever target opponent successf uly casts a red a gain 2 life. 
Warning N 
arget attacking creature does no a in oma this tum. 
Warrior's Honor NS C ee oe VS 
All creatures you control get +1/+1 until end of turn. 
White Knight ( coos LU,R 4th, Sth 
rotection from black, first strike. 2/2. 
White Scarab C o | 6% IA 
Target creature gets +2/+2 as long as any other player has any white 
cords. Target creature cannot be blocked by white creatures. 


White Ward ( oo = LUR 4th 
Target creature gains protection from white. 
Wild Aesthir SC (C eo ae Al 


lying, first strike, #-¥: +2/+0 until end of tum. You cannot spend more 
than WW in this way each La Wi. 
Winds of Roth SOR coo DK ™ 
Jestroy all creatures with no enchantments on them. Those creatures cannot 


be regenerated this turn. 

Hunter coo 2K OK, CH 
©: Do | damage to targe player. ee %, S: Retum target creature 
opponent controls to owner's hand. 1 ‘| \ 

Worthy Cause NS * T™ 

uyback @. Sacrifice a creature: Gain iis equal to the creature’s toughness. 

Wrath of God NS R eoeee dae ae LUR 4th 5 

ury all creatures in play. 

Yare NS R eco @& MG 
arget creature defending player controls gels Rey until end of turn. That 

creature may block up to three creatures this turn. 

Zhotfirin Commander SC Y coe BH 

Tanking. <a #: Targe eae geal +1/+1 until end of tun. 2/2. 

Zhalfirin Crusader bee 

lanking. 48a: Redirect 

creature or player. 2/2. 

Zhalfirin Knight s ecco 2 M 

Flanking. 2% a: First Strike until end of turn. 2/2. 

Zuber, Golden Feather R eee ae 


7 


Wite 


a 


ne from m Than Crusader to target 


rf 


lying. Counts as a Griffin, All other Griffins get +1/+1. 3/3. 


LIN R eeee IA5i 
dd a to Your mana pool. <: Add @* to your mana pool and take | 
, &: Add a to ye mona poo pool and take 1 damage. ic 


HL 
@: Add @ to your pool. 2, 
to your pool. nih 


een legends fy fond iol sii legends. 


| colorless mana F _ Poa 
fo your pol. (ag Ad 


U 

two colorless mana to your pool.Tomb deals 2 damage to you. 

LIN R eee 

- You and opponent choose a creature. Both creatures are tapped 

their power in a dar to one another. 

ey eo HL 
1 colorless mana to pool. ° Add % to your pool. 

: Add @ fo your pool. #@, @: Add @ to your pool. 
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Name Kind CR Rating Sets Found Nome Kind CR Rating Sets Found 


Description Description 
Hollow Trees LIN Re FESth Savannah UN R seve LUR 
= Comes into play tapped. You may leave Trees topped to put o counter on it. : $a Add a or @ to your mana Pi Counts as a Plains and a Forest. i 
3 eee 


&: Remove any number of al adding @ for each one. 
oe 


cation Store LAN £5th : Comes into play topped. @: Add one colorless mana to your mana pool. 
Comes into play tapped. You may leave Store tapped to put a counter on it. : Ste it @ of # fo your mana pool Scabland deals 1 damage to you. 
: ®: Remove any number of counters, adding a for each one. : of Unseen LAN U ee A 
5 Ice Floe IN UJ ee Sth E id @& to your pool. ita pe pene of any color to your fe 


3 F ae corched Ruins 
soe cen ote to a When Scorched Ruins comes into play, sacrifice two untapped lands 
care, i 


i t bury Ruins. @: Add four colorless mana to your mana pool. 
~ LURATHIAMG.Sh = serubland AN 7 


; Asal LAN 
Name Kind CR» Rating Sets Found: Add @ to | K geese ’ . LY, 
4 ' 3 your mana pool. : : 
Description i kind of Wok-Wak [AN Reece IN: oi ®% of $ to your nena pool. Counts as a Plains and a Swamp. 6 
R cecce TUR : , &:Reduce the power of a hee ret to 0 until end of turn. r 2 All ya blue legends may band with other legends. 
: i amp. : Basin : LN R ee Al 
a, ener i ie tana: + Comes into play topped. When Basin comes into play, retun an untapped {When Valley comes into play, bury any other Valley you control. During your 


Comes into play tapped. «>, Soctfce: Search your library for an island or ‘ er you control to conn or bury Basin. @: Add 4% to your is : ‘ Beal control 3 or fewer ns, gain one lite. @: Add < to your noe 


i Hi 0S eee: . LAN 
soldi rade ae sis IAN R eee at, @ Add a to your mana pool. @: Retum target legend to owner's ak H Comes into play tapped. @: Add one colorless mana to your mana pool. 
oa £ 


ay 


5 ie 7 : Karoo LAN £ _ @: Add @ or @ to your mana pool. Forest deals 1 damage to you. 

Fue ew ronal a: Tnonetonme met afute, come io lay taped ond youn on upped plas you cota o— SnwsCvead Forest LAN — 

Per IAN R eeeee LuR i owner's hand or bury Karoo. @: Add a to your mana pool : Set Lp vosr mana pel. a ic 

©: Add # or to your mana pool. Counts as a Swamp and a Forest. : Korplusan Forest LAN R nee UAsth : @: Add @t | 
Bazaur of INR ecee AN ®@: Add & to your mana pool. @: Add @ to your mana pool and take} : (0 your mana pool. 

@: Drow 2 cards; immediately discard 3 cards from your hand. damage. @: Add 4 to your mang poo! and take | damage. : ae oon a a 2 
Bottomless Vou! | UN. Ro pest $ Kieldoran Outpost WY hey Nt eine UA ik 

Comes into play tapped. You may leave Vault topped to put a counter onit, 3 When Outpost comes into ply, scifice a plains or uy Outpost. @: Add: &: hid ‘oy0 i 7 

@: Remove any number of counters, adi @ lr ech oe "WW foyour mana pool ae, @: Puta 1/1 sll token int play £ Seon-Covered wong TN — ry 
Brushland INR e000 "y5th : Moskun LAN U ee HL: @:Add @ to Let pat 

@ Add 1 colorless mana to your pool. #: Add 4 to your mana pooland : = & ra 1 colorless ath to you oat a, @: Add ° to your pool. @, Selden Exrections LAN R eee 

take | damage. ¢: Add % to your mana pool and take 1 damage. eee & © '0 your pool. #, ~ pioded your poo: ai al anne oe play, sacrifice an untapped ny oe ' 

: . &: Add F + Look at 

masons) play tapped ey _ beats mana to your mana pool £ When Lake comes into play, sacrifice o Swomp or bury Lake. @: Add @ to: varia bi may put Al alee ih tinny. eye 

@: Add or @ to your mana pool, Coldera Loke deols 1 damage to you. : our mana pool g: Sacrifice « Swamp to odd 4 to your pool. | Sorrow’s Path UW Roe 
Costle Sengir s LAN me “eo sed Li Land Cap LN R oe |A :@®: Exchange two of opponent's blocking creatures. Whenever Sorrow's 

@: Add 1 colorless mana to your pool, ’, <: Add 4 to your pool =f ony counters are on Land Cap, it doesn’t untap. Remove a counter from it : Path is tapped, it does 4 damage to you and 2 to each creature you control. 

2, @: Add @ to your pool. @, @:A id @ to your pool poe : at the end of your ed @: Add @ to your mana pool and put a counter : Stalking Stones ee 
Cathedral of Serra uN Ue y . G : on Land Cap. ¢: Add ¥ to your mana pool and put a counter on Cap. : @: Add one colorless mana to your mana pool. @: Stalking Stones 

All your white legends may band with other legends. ; Lava Tubes UN R se Wi becomes a 3/3 ortfact creature permanently. 

rch 9 UN eee ne MS Lahm ue a Lova eg it ce untap. sents a counter from: or a Le Soctfee: haiwtnetint 
2 : : ava Tubes atend of your upkeep. @: Add 4% to your pool and put a : Add <> fo your mana pool, «#, sactitice: Destroy target and. 

SS Meee cota ae mimesis | AGL ent eu normal 
Cay of Bras UN Reese Mich NSM yaa... damage, © Add @ to your ana poo! and toke damage. 

@: Add 1 mano of any color. Take 1 damage whenever City is tapped. hahah popes eats Draw one card from your bray if you 3 Siphon teats Wie tess, peda 5 
City ‘ — ; ol : = ee. Vole aS eee WL Corus in ly fuged 2: Aa ® to your eg pool. @, Sacrifice 

- Remove one of your creatures from the game and put a counter on Cit : a H wyelunite Temple: ‘0 your mana pool. 

of Shadows. @: hdd X colorless mana to your mana pool, with X equaling When Lotus Vole comes into play, sacrifice two untapped lands or bury Lotus Swamp : wc L.U,R,4TH,IA,MG,Sth 
és hs al of counters on Gr of Shadows. ie ot i a three mana — q obo to your mana pool. x: ; ae i ° 0 yoy ape oat. 

G) ee i 3 ‘ . : ‘nade at r ooo 

Comes into play tapped, When Atoll comes into play, retum an untapped island = ©: Untap target attacking creature. Creature neither deals nor receives : All creatures require an upkeep cost of «& in addition to other upkeep costs. 

play tappes play, P 3 : 
" eos to your hand or fi a ©: Add © to your mana pool. " i Pics Je aso result of ae 18 W i te Destroy a creature if its wie is ci paid. 
ein eo GF woe 


: Add one colorless mana to your mana pool. #¥: Untap target attacking 
creature with shadow. That creature neither deals nor receives combat Herm 
Mishra’s Factory LAN U eeee 


‘aig LUR 
@: Add @& or @ to your rena Pook Counts as a Forest and a Reunion, 
° 


@: Add % to your mana pool. @, Sacrifice: Add < to your mana pool. i . 
Desert UN” C' ‘eee AN i Teferi's 


ea ' : ; : , Phasing. Comes it cd. to ; 
b sergio a ana pool. @: Do damage fo ony attacking ceohre 3 ©: Add & to your mana pool or give any Mishra’s Factory +1/+1 untilend alokos loviands a Hite c ee scalialiaa 
Diamond Valle ee LN R e0ee AN... of tum. 2B: Mishra’s Factory becomes 0 2/2 artifact creature, unfiend of tum. ;  @: Add one colorless mana to your mana pool. @: Add @* or a to your 
y £ © Mishra’s Workshop IAN R eeeee AQ mana pool. Does not untap during oe next untap phase. 
° 


jaciers LAN jeoee 
Comes is play vi at o¢ Search your te for a basic land om 
it into play topped. At the end of your tum, return Glaciers to owner's hand. 
Inbal ig INR 


ce 


My recne f gen ie equal Bs FOURS. VS ‘ @-: Add & to your mana pe which may only be used to cast artifacts. 
Comes into play tapped. When Dormant Volcano comes into play, retun an a TE oe : User | @:Ad @0@ b 
untapped mountain you control to owner’s hand or bury Dormant Volcano, : BIRCH OTS, MORN: YOU CHL FOO) hed il i 
@: Add °@ to your mana pool mana pool. Mogg Hollows does not untap during your next ae ats ; 

fbuerven Hall uN Re res: Wowtin uc —LURATHA WIAMG,Sth 3 

‘ “2 k to your mana pool. : 
Comes into play tapped. You may leave Hold tapped to ie a counter on it. Mountia Sr da “ lise i ty 


2 ; N 
®@: Remove any number o iim adding @ for each one. All your red legends may band with other legends. 
Mountain Valley LAN ee 


If ony counters are on it, fide doesn’t untap. Remove a counter from Ridge 

at end of upkeep. @: Add # to pol and put a counter on Ridge. @: Add 
@ to pool and put a counter on Ridge. 

aria Ll Ue G 
®: Add @ to your mana pool. @: During upkeep, remove banding ability 


Dwarven Ruins N ooo fe NG ‘ nt eel, 
ee laamumennion jana pool. @, Socifice Comes into ploy ta ped. &, Sacrifice Mountain Valley: Search your library Tropic land creature uni od ne eee LUR 
Ebon Stronghold LAN ove FE.Sth for a mountain or forest. ae mt mo play. AN Ath @: Add @ or @ to your mana pool. Counts as a Forest and an Island. 
Comes into play tapped. @: Add 4% to your mana pool. #, Sactfice bon eisache NA : Tundra IAN R eeeee _ LY, 
Stronghold: Add ###% to your mana poo @: Prevent 1 damage fo any creature. = @: Add @ or ¥ to your mana pool. Counts as an Island and a Plains. 
Elephant Graveyard UN R980 aN; Pendelhaven Lil eore LG: Underground River LAN Reese ; 
@: Add to your mana pool. @: Regenerate an Elephant or Mammoth ©: Add @ to your mana pool. @: Make target 1/1 creature +1/+2 until : >: Add 1 to your mana pool. @: Add # to your mana pool and take 1 
fverdbades [AN ee Ws i at of tum. a . mage ¢:! Add @# to fens pool and take 1 damage. tae 
. . - ie Tens eee if eooee NU, 
nso i by ten nado ide pay, co 2: Ad 8 Comes into play tapped. @: Add one colorless mana to your mana pool. ®: Add @ or @ to your mana pool. Counts as a Swamp and an Island. 
Una Py a @: Add or @ to your mana pool. Pine Barrens deals | damage to you. ; Undiscovered Paradise LAN R eee VS 
@@ to your mana pool. y p H is 
7) ioe y pool. tan i NG Plains IAN LURATHIAMGSthh =:  @: Add one mana of ay to your mana pool. At the beginning of your 
( “a eth tao. ae Succ Fond loin: Sabre voor vary ®: Add 4% to your mana pool. next uno phase, return Undiscovered Paradise to owner's hand. 
er reL etielcseshrerierie tae Bit en Te Ae 
est : LAN C ae LULR.ATHIA.MG, Sth 4 Pe id @ or % to your na roa Counts as a Mountain and a Plains. oe lack legends may ban ul other legends. 
: 78, K, ST IA ING, 3 i oe i 4 7 F 
zZ guint. yourmona Kg eae WL : ©: Add @® to your mana pool. @, Sacrifice Quicksand: Target attacking 6 hen plea 3° rene frst strike or swampwalk 
WhenGemstone Mine comes into play, put three counters on it. @, Roi Ol ga fying att’ 2 mn end of tur. iE 's Whe u LAN i oo AQ,CH, Sth 
Remove a counter from Gemstone Mine: Add one mana of any color to your eA pes : @: Add to your mana pool. If you have Urza’s Mine, Tower and Power 
@: Add | lor te Rainbow Val , + 
q i let pool. If there are no counters on Gemstone Mine, bury it. ‘ : ane ental ie Color to your pool; Rainbow Vale passes fo ; ‘ un ay sume time, top to add < to your mana pool. AQCH Sth 
ost Town LAN eo af iW : + Urza's lan oe ; CH, 
al @: Add one colorless mana to your mano pool. ‘8%: Return Ghost Town to Relntng Fo i Mt R st bisa war cnn a TM @: Add 4 to your mana pool. If you have Urza's Mine, Tower and Power 
awiner’s hond, Use ths ability only during another players tur. i me: to your pool nem f any tet any land you control can pr “i : , iv in play ot the some “ mp add ® to your mana mo a5 
: H + Urza's Tower CH, 
ers Souter 6 laid ae cil Chasm comes into play. You may Wy If there ore any counters on Delta, it does not untap. Remove a counter from : —  @: Add ef» to your mana pool. If you have Urza’s Mine, Tower and Power 
rotatock. All danvoge done to vous reduced to 0. : ; Delta at the end of eh upkeep. @: Add 4 to your pool and pe counter : —  Plantin play at the same time, tap to add * to your mana pool, 
wens: 9 LAN jet ey : MG: Pr " @: Add @ to i pool and put a counter on Delta. - 5 Vee besprig i uN Y eee ‘eimn 
: i ‘ : : ar Pit oo : : Add one colorless mana to your mana pool. >: or 4 to your 
tenes Po ote ® >a ins Grasslands: Search your lira fora Chest play tapped. @, Sacrifice Rocky Tar Pit: Search your library fora mana pool. Vec Township does not untap during your next untap phase. 
Griffin canyn LAN R "se WS R sate D 4 cea - a iM pay ™ vel any counters are on Vel s , ‘eats Remove a counter from vad 
: a: itt 3 Rootwater Depths ooo : In , - fer M10) 
op a are ty HH ih pool. @: Untop target Grn. i ® Add one colorless mana to your mana pool. @:Add 4 or @ toyour : end of your ul keep. @: Add @ to your ma pool and put a counter on 
me ey ui a noe rd. Routwater Des does not untap duting your next untap d i i gaa # to your ions pool ond put a depletion counter on Veldt. 
y se: ssi / : Ruins of Trokair eco vith: 4 cin, 
4 ao. hi creature may ain ifit attacked during its controller's last tum. c : Comes ino play topped. @>: Add a to your mana pool. @, Socfice Runs: ons by © of @ to your he - Counts as an Island and a mane 
@ Ad On ce mana pool. «; Remove landwalking from target i wae Id # ¥ to MN Re ee DKCH | @: Add one colorless mana to your mana pool. ¢: Sacrifice Wasteland: 
Fel pal UN 000 FESth |, @: Remove o creature you contol from game. During upkeep, socrfce Wind ch forget nonbasic a Ri wes WL 
Cores Ito sley te. Adda ttsyourmanc podla@isSoaie” Safe Haven to return all creatures it has removed from game to play. 3 Se dine rl - nil ond of 
Hoverwood Batlgeund Add oe ie va ml oe i ~ into play tapped. @: Add one colorless mana to your mana pool. : . rycen Nill ert stoi ae 
a Yovimaya = LAN Ree Al Add @ or a to your mana pool. Salt Flats deals 1 damage to you. Wizards’ S AN pi HL 
en Heart of Yavimaya comes into play, sacrifice a forest or bury Heat. Sand Silos LAN Ree FESth @: Add @& to your pool. “, @: Add @ to your pool. «@, @: Add % to 
®: Add @ to your mana pool. @: Torget creature gets +1/+1. £ “Comes into play tapped. You may leave Silos topped to put a counter anit. : Your pool. @, &: Add @® to your pool. 
: ©: Remove any number of counters, adding @ for each one. : 
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DEAR ADVERTISERS, 
If you want to list your show or 
tournament, contact: 


Specials Sections Acct. Mgr. 
Wizard Advertising 
151 Wells Avenue, 
Congers NY 10920 
PH: 914.268.3907 
FX: 914.268.5386 


"FLORIDA 


MARCH 13-15, ORLANDO 

MEGACON ’98—THE SOUTHEAST’S PREMIER COMIC, GAMING, ANIME AND MULTIMEDIA 
CONVENTION. Orlando Expo Center, 500 West Livingston. $12 a day. Dealer/publisher booths 
available. OVER 100 SANCTIONED GAMING TOURNAMENTS/DEMOS. 100,000 square ft. of 
dealers, publishers, manufacturers, 24-hour Japanimation room, anime, HUGE fantasy art show 
and auction, network computer gaming, movie previews and much more. OVER 200 GUESTS 
INCLUDING: Greg Capullo (Spawn), Carlos Pacheco (X-Men), Michael Turner (Witchblade), 
Boris Vallejo & Julie Bell (world renowned fantasy artists), Stephen Furst and Robin Downs 
(“Nie" and “Byron” from TV's “Babylon 5”), Jonathan Harts (“Dr. Smith” from TV's “Lost in 
Space”), John Byrne (comics legend), Joseph Linsner (Dawn), Mark Waid (Captain America), 
Al Simmons (a.k.a. Spawn), George Pérez (comics legend), Brian Pulido (Chaos! Comics), 
William Tucci (Shi), David Wohl (Witchblade), Dave Finch (Ascension), Larry Elmore & Steve 
Bryant (acclaimed fantasy gaming artists), Gil Kane (legendary silver-age artist), Tim Townsend 
(Uncanny X-Men), Don Rosa (Donald Duck & Uncle Scrooge), John Beatty (Batman), David 
Mack (Kabuki) Jim Mooney, Ramona Fradon, Josue Justiniano and Harry Lampert. Contact: 
Skyline Promotions @ 407-599-0905, htip://Awww.edgeglobal.com/megacon/. 


MARCH 21-22, ORLANDO 

TOY, COMIC, CARDS, RACE CARS AND BEANIE BABY SHOW. Holiday Inn, Universal Stu- 
dios on Kirkman Rd. 8 ft. dealer tables @ $65, 2 @ $120 or booth @ $165 for BOTH 
DAYS. $4 admission, 10am-4pm BOTH DAYS. Chinese auction and door prizes. Featur- 
ing special guest star: RON PALILLO (who played famous Sweathog “Arnold Horshack” 
on the 1970's hit show “Welcome Back Kotter”). For dealer and customer information 
contact: Steve @ 407-469-3759 or Scott @ 407-239-1892. 


ILLINOIS 


MARCH 7, PALATINE 

GREAT LAKES GAMES presents the $2,500 GUARANTEED BOND TOURNAMENT. Palatine 
Holiday Inn, 1550 E. Dundee Rd. Call 847-934-4900 for directions. Sanctioned Magic™ 
tournament & convention. Format: Tempest sealed deck. Pre-register $18 or $20 at the 
door. Lots of side tournaments and auction. Dealer tables available. For more informa- 
tion on this or other tournaments call 847-222-1994 or ProTourSA@aol.com. 


MASSACHUSETTS 


CALL FOR UPCOMING DATES, BOSTON 

GRAY MATTER CONVENTIONS in Boston. The Tremont House, 275 Tremont St., Boston, MA 
02116. Call 617-426-1400 for directions. Sanctioned Magic: The Gathering™ conven- 
tion & tournament: Type |, Type Il or Sealed Deck tournaments. $1,000 in CASH prizes 
tournament. Over 15 tournaments including Under 16, Booster draft & Two-Headed 
Giant team tournament. Huge dealers areas. Doors open 9am. $17 in advance, $20 at 
the door for the Type | & Type Il ($25/S28 for sealed deck). Contact: Bruce Johnson, Gray 
Matter, 122 West 26th Street, 4th floor, NY, NY 10001, 800-852-2442. E-mail: GrMat- 
ter@aol.com. 


MISSOURI 


MARCH 14, ST. LOUIS 

GREAT LAKES GAMES presents the $2,500 GUARANTEED BOND TOURNAMENT. Gather- 
ing™ Ground, 3475 N. Lindbergh. Call 314-770-0022 for directions. Sanctioned Magic™ 
Tournament & Convention. Format: Tempest sealed deck. Pre-register $18 or $20 at the 
door. Lots of side tournaments and auction. For more information on this or other tour- 
naments call 847-222-1994 or ProTourUSA@aol.com. 


MARCH 22, ST. LOUIS 

GREAT LAKES GAMES presents the NEW YORK PRO QUALIFIER. For directions call 847-222- 
1994. Sanctioned Magic Tournament & Convention. Qualifier for New York Pro Tour. 
Format: Tempest sealed deck. Pre-register $22 or $25 at the door. Also $500 Guaran- 
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teed Bond Tournament. Format: Type Il. Lots of Side tournaments and auctions. Dealer 
tables available. For more information on this or other tournaments call 847-222-1994 
or ProfourUSA@aol.com. 


MINNESOTA 


MARCH 28, ST. PAUL 

GREAT LAKES GAMES presents the NEW YORK PRO QUALIFIER. For directions call 847-222- 
1994. Sanctioned Magic Tournament & Convention. Qualifier for New York Pro Tour. 
Format: Tempest sealed deck. Pre-register $22 or $25 at the door. Also $500 Guaran- 
teed Bond Tournament. Format: Type Il. Lots of side tournaments and auctions. Dealer 
tables available. For more information on this or other tournaments call 847-222-1994 
or ProTourUSA@aol.com. 


NEW JERSEY 


MARCH 20-22, CHERRY HILL 

GAMER’S CON IV. Four Points Inn, Rt. 70W at Rt. 295. Call 609-428-2300 for directions. 
Sponsored by the Gamer's Realm. Full weekend of the best gaming of all genres! HOST- 
ING ANDON/GREY MATTER PT-NY 4 SLOT QUALIFIER! Sanctioned Magic, L5R, RPGA, 
MENA events. Guests, vendors, auction, demos and more. All new “Lords of Gaming” 
contests. $30 pre-registered, $40 at the door, weekend. $5 club discount. All tourna- 
ments FREE. Contact: Heleen Durston, Multigenre Inc, 2432 Steiner Rd. Lakehurst, NJ 
08733-3437. Call 732-657-3311. E-mail: info@multigenre.com. 


MARCH 21, CHERRY HILL 

GRAY MATTER CONVENTIONS & ANDON in New Jersey. Four Points Sheraton (GamersCon 
IV), 1450 Route 70, 609-428-2300. Sanctioned MAGIC: THE GATHERING’ PRO TOUR QUAL- 
IFIER. Sanctioned Magic: The Gathering™ convention & tournament. Professional Tourna- 
ment Qualifier for Pro Tour—New York. Four slots will be awarded for the $150,000 NY 
Pro Tour. Main event is Tempest sealed deck. Over $500 in cash prizes for the day with 
tournaments including: Type |, Type Il, Sealed Deck, Under 16, Booster draft & Two-Headed 
Giant team tournament. Huge dealers area. Doors open 9am. $22 in advance, $25 at the 
door for the Pro Tour Qualifier. Contact for more information: Bruce Johnson, Gray Matter, 
122 West 26th Street, 4th floor, NY, NY 10001, 800-852-2442. E-mail: GrMatter@uol.com. 


MARCH 29, NEW JERSEY 

GRAY MATTER CONVENTIONS in New Jersey. NEW HOTEL. Call for information. MAGIC: THE 
GATHERING™PRO TOUR QUALIFIER. $1,000 in CASH PRIZES. Professional Tournament Qual 
ifier for Pro Tour—New York. Two slots will be awarded for the $150,000 NY Pro Tour. 
Main event is Tempest sealed deck. Over $500 in cash prizes for the day with tournaments 
including: Type |, Type Il, Sealed Deck, Under 16, Booster draft & Two-Headed Giant team 
tournament. Also Junior Super Series Challenge, Legend of the Five Rings tournaments, 
Huge dealers area. Doors open 9am. $22 in advance, $25 at the door for the Pro Tour Qual- 
ifier. Contact for more information: Bruce Johnson, Gray Matter, 122 West 26th Street, 4th 
floor, NY, NY 10001, 800-852-2442. E-mail: GrMatter@aol.com. 


MARCH 6,13,20,27 & APRIL 3,10,17,24, CLIFTON 

OUTER LIMITS presents the greatest Type | tournament since the destruction of the Death 
Star! 433 Route 46 (just 5 miles East of the Willowbrook Mall). EVERY FRIDAY NIGHT. 
$5 admission, 6pm. PRIZES: A different box each week. Spaces are limited so don’t be 
late. For more information contact: Adam Krat @ 201-340-9393. 


NEW YORK 


MARCH 7, NEW YORK 

GRAY MATTER CONVENTIONS in New York City. Neutral Ground, 122 West 26th Street, 
4th floor, 212-633-1288. MAGIC: THE GATHERING™ PRO TOUR QUALIFIER. PROFES- 
SIONAL TOURNAMENT Qualifier for Pro Tour—New York. One slot will be awarded for 
the $150,000 NY Pro Tour. Main event is Tempest sealed deck. Over $500 in CASH 
PRIZES for the day with tournaments including: Type |, Type Il, Sealed Deck, Under 16, 
Booster draft & Two-Headed Giant team tournament. Huge dealers area. Doors open 
Jam. $22 in advance, $25 at the door for Professional Tournament Qualifier. Contact for 
more information: Bruce Johnson, Gray Matter, 122 West 26th Street, 4th floor, NY, NY 
10001, 800-852-2442. E-mail: GrMatter@aol.com. 


MARCH 15, NEW YORK 

GRAY MATTER CONVENTIONS in New York City, Neutral Ground, 122 West 26th Street, 
4th floor 212-633-1288. MAGIC: THE GATHERING™ PRO TOUR QUALIFIER. PROFES- 
SIONAL TOURNAMENT Qualifier for Pro Tour—New York. One slot will be awarded for 
the $150,000 NY Pro Tour. Main event is Tempest sealed deck. Over $500 in CASH 
PRIZES for the day with tournaments including: Type I, Type Il, Sealed Deck, Under 16, 
Booster draft & Two-Headed Giant team tournament. Huge dealers area. Doors open 


Jam. $22 in advance, $25 at the door for Professional Tournament Qualifier. Contact for 
more information: Bruce Johnson, Gray Matter, 122 West 26th Street, 4th floor, NY, NY 
10001, 800-852-2442. E-mail: GrMatter@aol.com. 


MARCH 28, SYRACUSE 

GRAY MATTER CONVENTIONS in Syracuse, ONCENTER, 800 South State St., Call 315-435- 
8000. MAGIC: THE GATHERING™ PRO TOUR QUALIFIER. Sanctioned Magic: The Gather- 
ing™ convention & tournament. Professional Tournament Qualifier for Pro Tour—New 
York. | slot will be awarded for the $150,000 NY Pro Tour. Main event is Tempest seqled 
deck. Over $500 in cash prizes for the day with tournaments including: Type |, Type Il, 
Sealed Deck, Under 16, Booster draft & Two-Headed Giant team tournament. Huge deal- 
ers area. Doors open 9am. $22 in advance, $25 at the door for the Pro Tour Qualifier. 
Contact for more information: Bruce Johnson, Gray Matter, 122 West 26th Street, 4th floor, 
NY, NY 10001, 800-852-2442. E-mail: GrMatter@ool.com. 


EVERY WEEKEND IN MARCH & APRIL, NANUET 

WIZARD WORLD. The longest running tournament in Rockland! 1/4 mile East of the 
Nanuet Mall on Route 59 in the Service Merchandise Shopping Center. Type |! madness 
every Friday at 6pm. $4 entrance fee. Prizes for the top three competitors! Sealed deck 
& booster drafts on Saturdays. Arena league days every Sunday. Games Workshop Chap- 
ter approved. Free and dedicated gaming area for card and role playing games and two 
terrains for Warhammer 40K and Fantasy Battle. We will demo any game upon request. 
For further information contact: Wil Chase @ 914-424-2224 


PENNSYLVANIA 


CALL FOR UPCOMING DATES, PHILADELPHIA 

GRAY MATTER CONVENTIONS in Philadelphia. Valley Forge Convention Center, 1200 First 
Avenue, King of Prussia. Call 610-337-2000 for directions. MAGIC THE GATHERING™PRO 
TOUR QUALIFIER. Sanctioned Magic: The Gathering™ convention & tournament. Contact 
for more information: Bruce Johnson, Gray Matter 122 West 26th Street, 4th floor, NY, 
NY 10001, 800-852-2442. E-mail: GrMatter@ool.com 


CALL FOR UPCOMING DATES, HARRISBURG 

GRAY MATTER CONVENTIONS in Harrisburg. Radisson Peme Harris. 1150 Comp Hill ByPass, 
Camp Hill. Call 717-763-7117 for directions. MAGNC TRE GATRERING™ PRO TOUR QUAL- 
IFIER. Sanctioned Magic: The Gathering™ comentian & tsernament. Contact for more infor- 
mation: Bruce Johnson, Gray Matter, 122 West Dit Street 4th floor, NY, NY 10001, 


800-852-2442. E-mail: GrMatter@aol.com. 


APRIL 24-26, MONROEVILLE 

PITTSBURGH COMICON. Monroeville Expomart. 62,000 square feet of Artists, Dealers, Pub- 
lishers, Panels. Small Press Expo, Retailers Expo, Magic Tournaments, Star Wars Tour- 
naments, Charity Casino night, 24hr. Anime Room, 24hr. Movie Room, Charity Auction. 
Fun for all ages! Mention Pittsburgh Comicon for discounted hotel rates. Call 412-373- 
7300. For more information contact: Pittsburgh Comicon, 1002 Graham Ave, Windber, 
PA 15963. Call 814-467-4116, fax 814-467-4416 or E-mail: pcomicon@nb.net. 


APRIL 25, ALLENTOWN 

NEW AGE /OASIS CONVENTIONS. Merchants Square Mall, South 12th & Vultee St. Over 
300 tables, $3 admission at the door, 9am-6pm, tournament registration separate. Fea- 
turing Warhammer 40K and Magic tournaments. Also, game demos including Warham- 
mer, Warzone, AD&D, Star Wars and collectible toys. Minimum of $1,000 in prizes 
awarded. 100’s of dealers. For convention information or dealer information packet, 
contact: New Age/Oasis Conventions @ 610-395-0979, 610-395-8044. E-mail 
SBWRIGHT99@aol.com or www.comicvault.com. 


SOUTH CAROLINA 


EVERY TUESDAY, FRIDAY & SUNDAY in MARCH & APRIL, MYRTLE BEACH 
THE DUELING GROUND. 4981 Hwy 707, Myrtle Beach, SC 29575. Call 803-293-1406 for 
directions. Sanctioned Magic: The Gathering™ Tournaments, Type, times and prizes vary. 
Sanctioned Star Wars Tournaments, Warhammer and Warhammer 40K, RPGA and more! 
Free and dedicated gaming area. For cards, roleplaying and miniatures callus Soda, snacks, 
pizza, subs, great atmosphere! Vacation in Myrtle Beach and Game With Us! CHECK US 
OUT! Call us for more details 803-293-1406, fax 803-527-0270. E-mail:burch@sccoast.net. 


TEXAS 


MARCH 26-29, COLLEGE STATION 

AGGIECON XXIX, Texas A&M University. Games include: Magic, Dune, CCG Sanctioned SWCCG, 
Xxxenophile, Sanctioned STCCG, Babylon 5 CCG, Battletech (CG, AD&D, Shadowrun, Vampire 
LARP, Cyberpunk, In Nomine, Call of Cthulhu, Deadlands, Earthdawn. Guests include: Phil and 
Kaja Foglio, Robert Asprin, Aaron Allston, Garth Ennis, John McCrea, Brian Stelfreeze, Joe Lans- 
dale, Mel White. Events include: gaming, panels, video/anime room, dealers room, pool tour- 
nament with Asprin and others, art show, hospitality suite, autographs. For more + satel 
call 409-845-1515, email: aggiecon@msc.tamu.edu, http://cepheid.tamu.edu/aggiecon. 
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“Hey, you're not allowed to do that!” cried 
the pimply kid across from me. 

“Oh, sorry,” | said through a mouth- 
ful of chocolate-covered peanuts. “Did you 
want one?” | asked, offering the bag. 

“No, | was talking about that play you 
tried to make. It’s illegal.” 

Whew. | pulled my peanuts back to my 
side of the table and looked over the Magic 
cards | had in play. : 

“It says right here on the card that’s 
how it’s supposed to work,” | said. 

“Well, they ruled that you're not allowed 
to use a card twice on the same player.” 

“But I’m only using it once,” | protested. 

“Sorry.” 

| noticed that the player on my left was 
down to two life, so | tugged on the judge’s 
sleeve and pointed at my neighbor. 

“What if | target him?” 

Befuddled, the judge started madly flip- 
ping through his rulebooks. After several 
minutes, he shrugged his shoulders. 

“| can’t find any rule that says you 
can’t target a player in a different game, 

so | guess it’s legal.” 
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After this incident | knew it was time 
to drag out the ol’ time machine and do 
my patriotic duty—go back in time and tell 
Richard Garfield about the problems, then 
he could fix them before they happened. 

| remembered reading somewhere that 
Garfield had key inspirations at a 7-11 in 
Seattle on... Where was that article? Oh 
yeah, March 14th, 1993. | climbed into 
the time machine, set the dials and the 
next thing | knew | was standing in the 
rain outside a 7-11. It worked! 

| walked into the store and sure 
enough, standing by the Slurpee 
machine scribbling on a napkin... 

“Hey, you're Richard Garfield!” | cried 
out. “You invented Magic!” 

“Huh?” He looked up from his 
banana-cherry Slurpee. 

“I'm here to warn you about all kinds 
of problems you're going to have with 
your game.” 

“Like what?” he said, wiping syrup 
from his chin. 

“Like those Moxes... They’re way too 
powerful. And fans will get really upset 
when they can’t track down the ultra- 
rare Mox Booger.” 

“No Booger...” he 
scribbled on 
his napkin. 

! “And Time 

Walk, Black 
-Lotus—heck— 
even the Shivan 
Dragon. They’re all 
too good.” 

“No Time Walk. 
jo... say, how do you 
kngw so much about 
my game?” 

“| was at your 
lecture on, um, mon- 
ey ranching.” 

“Ah, monkey ranches,” 
he said with a smile. 
Just give me a few good 
monkeys and...” 

“Um, it’s not just the cards 
ough. The real problem is 
the rules; they’re too confus- 
ng. All this timing and targeting 
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and banding and summoning. It’s just 
too much.” 

“| see,” he said with a concerned look 
on his face. 

“Is something wrong?” | asked. 

“| was just pondering the practical 
applications of modifying the combat 
system to correlate with Hooke’s law.” 

“| think you better leave the math 
degree out of it, professor. But maybe 
you could include a summon Cow Nose 
card,” | said, whipping out my wallet 
to show him a string of pictures. 

“She would get a +1/+1 
bonus against...” 

“Don’t push it. You know | don’t 
remember giving any lecture on...” 

“Whooaa... look at the time,” | said 
pointing at my watch. “I’ve gotta go, 
but remember, simple is better.” 

And with that, | dashed out of the 
7-11 and returned to 1998. When | got 
back, | decided to stop by the local store 
and try my hand at a few games. With 
all the power cards gone and the rules 
trimmed down, I'd finally be able to kick 
a little behind myself. 

But when | got to the store, nobody 
was playing Magic. Everyone was playing... 

“Spellfire?” | cried, nearly dropping © 
my peanuts. “What are you doing?!” 

“We're ‘mastering the magic’ dude,” 
came the response from a pudgy kid with 
stacks of cards. 

“But what happened to the game 
Magic?” | said. 

The store owner looked up, “We had 
that game in here a few years ago, but 
nobody wanted to play. It was too sim- 
ple and none of the cards were all that 
interesting. | mean, who wants to play 
a game where one of the power cards is 
an overweight cat? 

“Anyway, | hear the guy who 
invented the game is off managing 
monkey ranches.” ; 
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Exclusive 


You've just been wrongly imprisoned, 
transformed into a mindless beast and within hours 
you'll be captured, tortured and skinned alive. 
Welcome to the Exile Zone. 


This booklet is the companion to “Into the Exile Zone,” the adventure which 


appears inside Jn@uest*36. The following information, which includes the background 
story, a map of the Zone and game statistics for Advanced Dungeons & Dragons, 


Farthdawnand GURPS, is for the gamemaster only. 


HISTORY OF THE ZONE 


By the /nQuest staff. All illustrations by Allen G. Douglas. 


he Exile Zone was created over 50 years 

ago when a transmuter’s experiments 
with shapechanging magic went awry. 
The accident destroyed the wizard and 
polluted the Zone (an approximately 
15x10-mile area) with chaotic magic. Since 
the accident, any creature or person enter- 
ing the Zone is transformed into a mind- 
less beast. 

About two years ago, a budding sor- 
ceress named Inshara (apprentice to 
Xanalor, the local city wizard) was sent 
into the Zone. Protected by a magical 
sigil, her mission was to learn more about 
the nature of the place. While exploring 
the Zone, she discovered the remains of 
the transmuter’s tower. With the knowl- 
edge she found there, she was able to 
harness the energy of the Zone to cast a 
sigil, similar to the one Xanalor had cast, 
upon herself. Only this sigil, because it 
was created by the magic of the Zone, 
was permanent. 

As the sorceress learned to manipu- 
late the magic of the Zone, she began 
experimenting by casting the sigil on oth- 


ers. With her magic she was able to restore 
their intelligence and, because she could 
just as easily remove the sigil, these crea- 
tures were bound in service to her. The 
sorceress assumed a new identity, as the 
creature K’mar, and gradually took con- 
trol of the Zone. 

The one thing over which K’mar did 
not have control was the manner of crea- 
ture into which people were transformed 
when they entered the Zone. To secure 
more powerful followers, she needed 
more powerful creatures; the only way to 
ensure the creation of powerful creatures 
was by maintaining a steady flow of 
humans into the Zone. 

Eventually, K’mar forged a deal with 
Xanalor and the neighboring city of 
Lorinthar. As long as they kept a stream of 
people coming into the Zone, she would 
export valuable hides and other body parts 
from the creatures she didn’t choose as 
followers. More and more criminals and 
locals were sent into the Zone. Justice 
became increasingly harsh in Lorinthar, 
and drifters and vagabonds were forced 


into the Zone by roving patrols because no 
one would miss them. With each wave of 
new entries, K’mar grew more powerful. 

However, there were circumstances 
K’mar did not foresee. Not all of the crea- 
tures she converted were criminals; some 
were innocents who had been wrongly 
imprisoned in the Zone. Several of these 
creatures, horrified by K’mar’s corrupt 
practices, banded together and fled from 
her stronghold. 

Unable to escape the Zone, these rene- 
gades established a village near the Zone’s 
eastern border and have been desperately 
searching for a way to stop K’mar. Their 
efforts have been fruitless so far; since 
they bear the sigil created by K’mar, they 
cannot approach her stronghold without 
her knowledge, and even if they could, 
she has the power to remove their sigils 
and return them to the doom of their bes- 
tial mentalities. 

Other than the difficulties with the 
renegades, K’mar has a smooth opera- 
tion going; her minions usually wait by 
the entrance of the Zone, nabbing new 
creatures as they enter. Some are added 
to her ranks, others are sent to the pro- 
cessing area to be skinned and stripped 
of all useable parts, and some prison- 
ers of particular personal interest are 
chained to pillars in her main chamber 
and tortured. 

Only a select few people in Lorinthar 
know of K’mar and the goings-on inside 
the Zone. The mayor, Xanalor and top 
traders and city guards who move the 
goods from the Zone know the truth, but 
they aren’t talking; the whole town is 
happy so long as trade is booming. And 
business is good when you receive exot- 
ic skins and furs for free and sell them for 
a handsome price. 


CREATURE 
BAZAAR 


Asample of the wildlife 
roaming the Zone 


BALTHORS The balthor is a large creature 
that looks like a small whale, but walks on short, stub- 
by legs. Its thick hide is virtually impervious to pierc- 
ing and slashing forms of damage, but it is very slow 
and not particularly bright. 


CUCKRAW:S This humanoid creature has 
many bird-like features, including feathers, tiny three- 
toed feet and a long stork-like beak as long as half the 
height of its body. The cuckraw attacks from above by 
impaling its victim with its beak. 


JAFFELKOPS This three-foot tall, rabbit-like 
herbivore has four multifaceted eyes on stalks. It is 
harmless to anything but plants, but its thick, soft fur 
makes if a tempting target for hunters. 


PRISMATOSAUR: This reptilian 
quadruped is made of transparent crystal and is invis- 
ible under certain forms of light. It acts as a prism, 
reflecting light into the eyes of its prey, and is able to 
start fires from a distance. 


QUAPH LINCS This giant rodent with no 
hind legs burrows through the earth, weakening the 
ground above and causing its prey to fall underground 
to be eaten. It attacks with a paralytic venom and nav- 
igates by sound and vibration. 


ZENEBORDS This five-foot tall, insectoid 
creature seems harmless—until it spreads its 30-foot 
wingspan. When the zenebord beats its wings, it cre- 
ates a deafening buzzing and sweeping gusts of wind. 
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CITY OF 


he city of Lorinthar blossomed only a 

few years ago, springing up from a 
small farming village to a hub of trade 
and commerce. Thanks to the trade that 
has been set up between Xanalor and 
K’mar, Lorinthar has become one of the 
wealthiest cities in the area. There is no 
poverty; there are no beggars in the 
streets. Everyone who lives and works 
around the Exile Zone is well-off. 

The shops in Lorinthar are not laid 
out like a typical bazaar. Instead, there 
is a storefront (like an outlet mall). Goods 
are on display in the open windows of 
the stores—it would be very easy to steal 
something, but no one in the city would 
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dare. The shops include just about every 
type imaginable. There’s Ardin’s Armory, 
Firgle’s Fine Weaponry, Bolthikar’s Magic 
Shoppe (with almost every conceivable 
spell component), numerous taverns 
and inns—and even Madame Sorsha’s 
Massage Parlor. 

If the player characters (PCs) are look- 
ing for something exotic, they can find 
it in Lorinthar. All the shops have one 
thing in common, though: The prices are 
expensive; goods cost anywhere from 
two to 10 times their normal value. Then 
again, everything is of the highest quali- 
ty. All the items in Lorinthar are unique, 
crafted from alien-sounding creatures. 


Most of the people in Lorinthar don’t 
know the true nature of the goods they 
buy and sell. They just know that these 
goods are imported from all over the land. 
Trade caravans are always entering and 
leaving the city. The people the PCs will 
be able to talk to get their raw materials 
from the traders; they don’t know what 
goes on outside of that. 

One thing all people in Lorinthar know 
is that crime is not permitted. Uniformed 
guards patrol the streets, ready to arrest 
anyone causing a disturbance. To keep 
people entering the Zone, guard captains 
have the authority to execute punishment, 
banishing prisoners into the realm of mon- 
sters. Lorinthar’s officials are not interest- 
ed in justice or fairness; they’re interested 
in making sure people get sent to the Zone. 


One important note: Lorinthar is so over- 
whelmed with the magic of the Zone that 
magic-detection spells and abilities have no 
effect. This phenomenon is unexplainable, 
and if the PCs ask around they'll just get a 
lot of shrugs. 


TOURIST SPOTS 

e DRENDEL’S FRESH MEATS: Drendel is 
one of many street dealers who doesn’t 
own a shop but instead peddles his wares 
in a cart. Drendel has a variety of delicious 
meats that he sells hot, including such 
exotic beasts as the spicy juntlepon and 
the chewy balthor. 

e THE GEM BAZAAR: This quaint shop 
is filled with a large assortment of gems, 
crystals, decorative jewelry and other 
fineries. The owner, Jarvis, is an expert 
in appraising and is always looking to 
trade for rare gems (for which he knows 
he can get a higher value outside of 
Lorinthar). 

e THE LUCKY RABBIT: Looking to add to 
your pile of loot? The Lucky Rabbit is a 
gaming hall open at all hours for suck- 
ers, er, gamblers to try some games of 
chance. Unlike most gambling halls, you 
actually have a chance to win in the Rab- 
bit (but the odds are still always in the 
house’s favor). 

e THE TRADERS’ GUILD: The largest guild 
in the city belongs to the traders, which 
sponsors a variety of events within the city, 
including the annual Creature Bazaar, a 
parade of stuffed exotic beasts. 

e THE TRIPPING CRANE: If you're just look- 
ing for a good stiff drink, this is the place to 
go. It’s also a prime spot for information. 
The bartender Milo keeps tabs on what is 
happening in the city and is always up on 
the latest gossip. 
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1 PLAYER STATISTICS 


GRUBSKIN 


This humanoid creature has no vis- § 
ible eyes or nose, and several squid- § 


like tentacles protruding from its 


mouth. Its skin is somewhere Be 


between slimy and rotting, and it 


has bulging pustules all over its jam. 


body. The grubskin exists in a sym- 


biotic relationship with thousands |. 
of tiny maggot-like grubs which f& 


live inside its body. 


The grubskin has a frail body, but 


it possesses a powerful ranged abil- 
ity. It can shoot the grubs from its 


pustules. These tiny creatures instinc- § 


tively eat through just about any- 
thing with which they come 
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contact—including flesh and stone. 
However, the grubs’ lives are short-lived; 
they usually die within 15-20 seconds 


of leaving their host’s body. 


Weird Sensations: The grubskin can feel lit- 
tle things wriggling inside its body and 
there are pustules on its body that seem as 
if they’re ready to burst. However, the pus- 
tules do not break without active thought. 
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SPECIAL ATTACK: Shoots maggots up to 15 feet. Maggots can burrow through any substance. 
SPECIAL DEFENSE: Ruptured skin. Any successful close-combat strike against the grub- 
skin causes a skin breach and the aggressor takes a half-damage attack from the 
grubskin’s maggots. 


Ne 


STALKER 


This bipedal cat-like crea- 
ture is a vicious predator 
that stalks its prey with 
remarkably acute senses, 
including perfect night- 
vision. The stalker can 
see, smell and hear bet- 
ter than most wild ani- 
mals. When hunting, it is 
able to lock its vision onto 
its prey, instinctively 
maintaining sight of its 
victim as it moves in for 
the kill. The stalker rarely 
tracks its prey; when it is 
hungry, it listens or looks 
for its quarry. 

The stalker attacks 
with two sets of knife- 
like fingers. It doesn’t 
have retractable claws; its fingers Weird Sensations: The stalker is very aware 
are claws. If both of its claw-attacks of its surroundings, and until it becomes 
connect, the stalker can latch onto comfortable with its heightened abilities, 
its victim, using the victim as an __ this causes a sense of paranoia. The stalk- 
anchor to whip its powerful tail — erhas little control over its tail—it tends to 
around for a third attack. flutter about—unless its body is anchored. 


AD&D EARTHDAWN GURPS 


SPECIAL ABILITIES: Acute senses, night vision, 90 percent invisibility at night. 


FLOWMORPH 


A flowmorph is a transparent, amorphous 
ooze-like creature that can alter its shape. 
Fledgling flowmorphs have limited 
shapechanging ability; they can only assume 
concrete forms with which they are familiar, 
and it takes years to learn a form. For exam- 
ple, a human shapechanged into a flow- 
morph would be able to assume a humanoid 
form, but it would not be able to hold any 
other form. However, all flowmorphs have 
the instinctive ability to squeeze their pud- 
dle-like bodies through small cracks. 

The flowmorph is not a combat-mon- 
ger, but it can be deadly in battle. While 
in puddle-form, it attacks by attempting 
to envelop its target, covering its victim’s 
breathing orifices. The flowmorph can also 
attack using the normal attack mode of 
the form itcurrently maintains, although 
this is much less effective. Because of its 
resilient nature, it is harder to damage a 
flowmorph—they take only half damage 
from all types of attacks, except fire. 
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Weird Sensations: The flowmorph nor- 
mally exists as a puddle. When it gives 
concentration to a form or body part 
with which it is familiar, it just kind of 
assumes that form. When possible, the 
flowmorph feels a desire to be in a cold, 
hard location. 


EARTHDAWN 


SPECIAL ATTACK: Suffocation. If successful, victim suffers -2 to all rolls on next round 
and -5 on the following round and dies round after that. 

SPECIAL DEFENSES: 1) Half damage from all attacks, except fire. 2) Fluid body. Flowmorphs 
can shapechange into various humanoid forms and squeeze through small spaces 
and cracks. 
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This predatory creature uses its thick, 
acid-secreting body to secure its prey, 
then chews off pieces of the victim with 
its powerful jaws. The baleworm can also 
burrow into the ground, creating a tun- 
nel anywhere from three feet to eight 
feet in diameter, depending on how 
much acid it chooses to secrete. The dig- 
ging is loud, as it causes the ground to 
rumble, and the worm can only burrow 
for a maximum of 20 yards before it must 
come up for air. 

The worm attacks by lunging at its 
target and wrapping its body around 
the victim. Alternatively, it can attack 
by gnashing its teeth, an ability the 
worm must often use when forced to 
fight creatures too large for it to ensnare. 
If the worm manages to wrap around 
its target, it can squeeze the victim, 
secreting an acidic substance in the 
process. The acid softens the creature, 
making it easier to chew. 
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Weird Sensations: The baleworm often 
feels a desire to be underground, but 
when it burrows the soil feels unpleas- 
antly tight against its body. The worm 
also has great difficulty swallowing while 
it is uncoiled. 
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SPECIAL ATTACK: Ensnare. Attack does no damage, but acid eats away 1d6 points per 
round and Worm is +2 to hit on bite attacks. Victim can break free with successful 
strength check. 

SPECIAL DEFENSE: Burrowing. 
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GEOPHAGE 


This fierce creature has large 
stone-like plates of armor and a 
powerful pair of arms that can 
break through trees, stone and 
bone. The geophage subsists on 
a diet of minerals, pounding 
through earth and stone to find 
nutrients. It moves, albeit slow- 
ly, by leaning on its front arms 
and swinging its back legs 
through between them. 
Short-tempered, the geophage 
can be deadly when provoked to 
battle. The creature digs and fights 
by rearing back on his hind legs 
and bringing his arms crashing 
down. The powerful blow can fell 
a tree with one strike and, with 
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persistence, eventually pound 
through stone. The geophage is 
not invulnerable, though. Even 
piercing and slashing attacks can 
put chips in its armor. 

Weird Sensations: The geophage has a__of rock. It is not comfortable when its 
hunger for stone, although it does not — arms are raised, as it requires great effort 
have teeth capable of biting off a piece to keep them off the ground. 
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| SPECIAL ATTACK: Earthquake punch. All creatures on the ground within 30 feet have a 
50 percent chance of being knocked down (-4 penalty to next die roll). 
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WINGED 
SLURRY 


The winged slurry is a 
hemovore, its diet consist- 
ing mainly of the blood of 
other animals. It has a 
cement-like spit which it 
uses to immobilize its prey. 
The quick-drying cement 
can lock the victim’s feet to 
the ground. Once the crea- 
ture is stationary, the slurry 
draws its victim’s blood by 
plunging its spiked tail into 
the creature’s body. 

The slurry is not a grace- 
ful flier, but it has enough 
wingpower to hover above [ilesaaseserederececraEnsscindaddeesecseaaaEMeeeaeeEls 
its target so that it can pinpoint its spit- | Weird Sensations: The slurry usually has 
attack and then dive in to feed. Alterna- quite a bit of phlegm in its throat, which 
tively, the slurry can attack with its claws, __ takes a little getting used to. The thought 
but this leaves it extremely susceptible of blood makes the slurry salivate—not 
to retaliation. through its mouth, but through its tail. 
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SPECIAL ATTACKS: 1) Cement spit. Does no damage, but automatically immobilizes area 
of the body that is hit; victim attacks at -4 to hit. 2) Tail swipe. If successful, Slurry 
may suck blood for 1d6 points of damage per round. 

SPECIAL ABILITY: Flight. 
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ONSTER STATISTIC 
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K’mar no longer has a natural form with- 
in the Zone, although she usually appears 
as a humanoid demonic figure with bright 
crimson, translucent skin and a coarse, 
sand-paper hide. This form also has 
retractable wings which allow her to fly. 
When K’mar first appears before the PCs, 
she will appear smaller and more frail, but 
her first shapechange will be into this 
demonic form. Her fiery fists deliver a pow- 
erful blow, but as soon as she is threat- 
ened, she will switch to another form. 

K’mar will readily assume any of the PCs 
forms, as well as those listed elsewhere in the 
booklet. For example, if K’mar is about to 
take a nasty hit, she’ll change into a 
stegosaurus-like creature with armored 
plates. If the baleworm or ooze tries to 
ensnare or envelop her, she'll change into 
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a slimy serpent, sliding her way out to safe- 
ty. It is possible for K’mar to take some dam- 
age, but she'll be able to avoid most hits. As 
the battle nears its end, she will transform 
into a red dragon transform into an arach- 


nigon—a fire-breathing, dragon-spider. 
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SPECIAL ABILITIES: May shapechange into any form once per round at any time during 
the round, even in the middle of an attack. 
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PORCUPINE WOLVES 


These wolf-like creatures have varying 
unique features: porcupine-like quills 
that they can fire at range, spikes run- 
ning down their spine, long curved 
fangs. But essentially, they fight like a 
pack of wolves, circling their prey and 
then moving in for the attack. Once a 
few members of the pack have been 
taken down, the rest will flee. 


FORTRESS GUARDS 


There are 20 humanoids guarding the 
main entrance. Various distinctive traits 
of this motley crew include lizard-like 
scales, smooth metallic skin, bear-like 
hide, etc. The guards’ job is to protect 
the entrance, attacking any wandering 
monsters and sigil-bearing creatures that 
they do not recognize. The creatures 
have different attack modes, but they 
all basically involve two attacks with nat- 
ural weapons—sword-like arms, claws, 
stone fist, etc. 


BREEDING CHAMBER GUARD 


The lone guard in the breeding cham- 
ber is a burly humanoid creature with 
thin dreadlock-like tentacles dripping 
from its face and several whip-like 
appendages, which it uses to keep 
other creatures in line. Each success- 
ful strike has a 10 percent cumulative 
chance of paralyzing the victim for 
4d6 rounds. 


SKINNERS 


The creatures K’mar has chosen to skin 
and pick apart the victims of the Zone 
were chosen because of their natural abil- 
ities. These tall, thin beings have long, 
razor-sharp fingers that can slice open 
other creatures as well as carefully pick 
out individual organs. However, the crea- 
tures are not trained for combat and will, 
therefore, avoid it if possible. 


K’MAR’S GUARDIAN 


This beast is a large spidery-crab crea- 
ture with 10 spiky legs and thick armored 
plates covering its back. It attacks by 
twisting its spiked legs into the air and 
bringing them down on its target. It has 
circular vision, allowing it to see and 
attack on all sides, but it can be confused 
if flanked and loses an attack for each 
leg which is disabled. 
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Forget the sword. Don’t bother with the armor. 
Leave the spellbooks at home. 
The only weapon you need... 
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